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muse Softuiare
Adds n Hbuj Dimension
In Vour RpniB Computer

TM

Software by Muse is designed to

take your computer to the limit,

so there's no limit to what it can
do for you.

Think of all you could do with

just these four Muse business

programs.

Super-feKt
You'll learn the basics of text

editing in mere minutes, then turn

your computer into a word proc-

essor with features so advanced
it will continue growing with you
year after year.

What kind of advanced features?

40 or 80 column display, page
headers and footers, split screen
for editing large documents,
math mode for operating

statistical reports, optional file

linking for global search and
print operations, preview mode
for reviewing line endings and

page breaks before printing, form

letter generation and mailing list

management add-on modules
plus much more. Only $175.00

TM

Form Letter
No matter how many form letters

and documents you generate,

each can carry an individual

name and address, refer to your

correspondent by name within

the text, and include a special

paragraph for that person alone.

The program will also format

and print an envelope at the end
of the letter. An add-on module
to Super Text. Only $100.00

Tlie Rddress
Boole

TM

No more dog-eared
address files filled with scratch-

outs and erasures. Our Address
Book is an add-on module to

Super Text that lets you add.

or change addresses; list phone
numbers; print labels, sort

addresses; access state and your
category codes. Or use the

Address Book alone as a simple

mailing list. Only $44.95

Doto-Plot

"

Data Plot converts hard-to-

understand figures into clear-ot-

a-glance graphics. And you can
choose the format that works
best: bar chart, line graph, scat-

ter diagram or pie chart—all in

color, of course Only $59.95

For
Business..
For Apple ll'" or Apple II Plus'" with 48K.

Apple II IS a trademark of Apple Computer Corp.



Instle UlDlfenstein

"

Vour Firit Duty
Is To Escape.
You are a prisoner in Castle Wolfenstein.

A dying fellow prisoner has given you his

long-hoarded revolver—and the information

that somewhere here are the Nazi's secret

war plans. You race through the rooms and
hallways, avoiding—silencing—the guards

on patrol, searching chests for the plans;

finding extra ammo, grenades. The plans!

Hurry, you're almost out! The guards are on
your trail—you turn, fire—you're out. The

plans are in the hands of the Allies! And
you—a hero, naturally; promoted—but wait!

You are a prisoner in Castle Wolfenstein.

And this time escape will be more difficult.

Only $29.95

Robotlllar
TM

S0...V0U Ihink
Vou'rE InuincibiB ?
You've programmed your war robot. Tested

it. De-bugged. Re-programmed. Tested...

and you're sure. You hove the ultimote

robot. Are you ready to hurl your war-cry

across the nation? There are hundreds of

robot-lords awaiting your challenge.

RobotWar—an action logic game designed

to sharpen your programming skills. Comes
with five pre-programmed robot opponents.

And, when you've developed a machine
none of the five can destroy, there's a

national network of people like you—each
with an indestructible robot.

Only $39.95

.. For Pleasure



nsm-nnti
Ballistic niissle

TheUoice
TM I

TM

The Ulhole East Coast
is Beiag BamiNinl«l Hnii

Oaly Vou Caa Save It.

You're at the controls of ABM, the pulse-

pounding anti-ballistic missile game from
MUSE.

It takes a cool head, a hot hand and reflexes

so lightning fast you can zap those babies
right in their tracks. Pulverize 'em. Atomize
'em. Vaporize 'em.

Oh my God . . . those warheads . . . they're

mirving. There are hundreds of them . .

.

thousands. They're everywhere. No one can
save us now. r-

4.Except you.

Only $24.95

Audiovideo licensed from Atari.

Pardon lile. But...

Did Vour nnple"
Ju5t...5pePK ?
Muse gives your computer the power of
speech with The Voice. Use the vocabulary
provided to create thousands of phrases; or
put your own words in the Apple's—ah—
mouth.

Add sound effects to your own computer
games. Greet visitors. Leave messages. Use
your imagination. The possibilities are
actually endless.

Each disk stores up to 80 words and phrases,
which can be sorted for quick reference.

And, The Voice allows your Apple to speak
from any Basic Program through your Print

Commands.
Only $39.95

MUSE
SOFTWARE™

347 N. Charles Street- Baltimore, Maryland 21 201 -(301) 659-7212

The Leader In Quality Saftuiare
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SUPER NOVA-::-
Large and threatening asteroids and meteors are

floating everywhere. Destroy them quickly or

your ship will be disintegrated!

10^

Your ship is being followed by Ramships that are

loose in the quandrant. Be quick with your lasers

or be crushed! (With Sound!) A

METEOR MISSION S
A huge explosion has occurred and many
astronauts are trapped on a remote planet. Are
you brave enough to rescue them? (With Sound!)

1.3800 tt ' tttsnocn

COSMIC FIGHTER
Your fuel level is low and you must refuel soon.

Can you survive the alien's missile attacks before

fuel runs out? (With Sound)

ROBOT ATTACK
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READER SERVICE CARb A \ \ \
All Gimes '1980, Tl 981 by Bill Mogue S JeffVonyu. \ \^
Programs are written in machinV language fo^igh quality lu'aphics & soV
effects. \ \ \
VoiceiS other sound effects are playable through the cassett\AUX plug.

i°(o High scores are autamatically sav\d after each g^me on disk versions.

0 pel er for postage fit Call oii write for our complete catah
^Audiovisual licensed from Atari.



Psst! Wanna deal on
some ifeippkz'' Software...

GREAT SERVICE

GREAT PRICES

WHAT ELSE YOU
WANT?

mountain 4

OVER 1,000 ITEMS IN STOCK - STOCK ITEMS
SHIPPED SAME DAY — ASK FOR FREE CATALOG

HARDWARE SPECIALS
Smarterm 80 Column board 345.00 Now
Z-Card (Z-80, CP/M) 279.00 Now
ALF9-Voice Card w/Software 199.50 Now
Low Res Color Monitor 449.00 Now
RGB Color II Interface 199.00 Now
Dana Cooling Fan 49.95 Now
Elephant Diskettes (Box ot 10) 39.95 Now
Hand Controller (Paddles) 29.95 Now
Numeric Keypad 149.50 Now
Z-80 Softcard with CP/M 399.95 Now
CPS Multifunction Card 239.95 Now
Music System 395.00 Now
Supertalker 199.00 Now
NEC 1?' Hi-Res Green Monitor 285.00 Now
NEC ^2' Low-Res Color Monitor 495.00 Now
The Grappler (Specify printer) 149.95 Now
Lower Case Adapter (New) 49.95 Now
VERSAcard 4 in 1 card 199.00 Now
16k Ramcard 195.00 Now
Paddle Addapple I/O Port 29.95 Now
Game Paddles 39.95 Now
Joystick 59.95 Now
Expand-a-Port 59.95 Now
Thunderclock Plus 139.00 Now
X-10 Ultrasonic Interface 49.00 Now
Dos Dater Demo Disk 29.95 Now
Station II 129.95 Now
Versawriter Graphics Tablet 299.95 Now
Videoterm 80 Column Card 345.00 Now

UTILITY PROGRAM SPECIALS
Apple Spice 29

Hi-Res Secrets 124

Dos Boss 24

Utility City 29

Alpha Plot 39

Tip Disk #1 20

The Slide Show 49

3-D Graphics System 39

Enhanced Graphics Software 59

Roots/M (Geneology program) 159

Home Money Minder 34

Home Accountant 74

Logo Applications Software 179

TASC Compiler 175

Nibbles Away II 69

The Voice 39

Master Diagnostics 50

The Locksmith 99

Lisa Assem Lang. Dev. Sys 79

Expediter II 99

The Manipulator 34

Complete Graphics System 59

Graphics Magician 59

Special Effects 39

Super Disc Copy 30

Disk Recovery (The Scanner) 30

Dos Plus 25

Back It Up (Nibble Copier) 59

Original Quick Loader 24

E-Z Draw 3.3 49

n Data Capture 4.0/80 (Videx) 89

ASCII Express 64

Z-Term (Req CP/M 99.

Z-Term Professional (Req CP/M) .... 149

Speed Star 134

A2-30 Graphics Package 59.

Program Line Editor 40.

Higher Graphics II 35

Visiterm 100

95 Now
95 Now
00 Now
50 Now
50 Now
00 Now
95 Now
95 Now
95 Now
.00 Now
95 Now
95 Now
95 Now
00 Now
95 Now
95 Now
00 Now
95 Now
95 Now
95 Now
95 Now
95 Now
95 Now
95 Now
00 Now
00 Now
00 Now
95 Now
95 Now
95 Now
95 Now
95 Now
95 Now
95 Now
95 Now
95 Now
00 Now
50 Now
00 Now

EDUCATIONAL PROGRAM SPECIALS

Auto Atlas 47 50 Now
Compu-Math Arithmetic 49.95 Now
Compu-Math Fractions 39.95 Now
Compu-Math Decimals 39.95 Now
Algebra 1 39.95 Now
Statistics 3.0 29.95 Now
Spelling Bee w/Reading primer 39.95 Now
Counting Bee 29.95 Now
The Vocabulary Game 29 95 Now
Apple Grade Book 34.50 Now

289.50

239.50

179.50

389.50

169.50

42.50

2450
2a50
13a50

299.50

189.50

339.50

339.50

189.50

399.50

139.50

39.50

179.50

1ia50
25.50

32.50

49.50

49.50

12a50

47.50

2a50
119.50

279.50

27^50

24.50

9a50
21.50

25.50

34.50

17.50

45.50

34.50

52.50

165.50

29.50

64.50

144.50

152.50

63.50

34.50

45.50

8a50
69.50

87.50

29.50

52.50

52.50

33.50

25.50

25.50

21.50

5Z50
21.50

39.50

75.50

61.50

9Z50
125.50

119.50

52.50

32.50

27.50

89.50

41.50

39.50

33.50

33.50

33.50

25.50

34.50

24.50

2Sl50

29.50

Pythagoras and the Dragon 39.95

Isaac Newton, Fig Newton 49.95

Master Type 39.95

Enolash SAT #1 30.00

U S. Constitution Tutor 30.00

Typing Tutor II 24.95

Division Skills 44.95

Mixed Numbers 44.95

Vocabulary (Preifx, Suffix, Roots) . . 44.95

Punctuation (Commas) 44.95

Elementary Math Edu-Disk 39.95

Lisa Educational Sys 119.95

Whole Brain Spelling 34.95

BUSINESS PROGRAM SPECIALS

DBase II (req CP/M 56k version) . . 795.00

CPA#1 General Ledger 250.00

CPA #2 Accounts Receivable 250.00

CPA #3 Accounts Payable 250.00

CPA #4 Payroll 250.00

CPA #5 Property Management 250.00

The Budget Planner 150.00

Tax Beater 129.95

Real Estate Analysis Program 129 95

Financial Partner 175.00

Apple Pie (All Versions) 129.95

Tax Preparer 150.00

Creative Financing 150.00

Easy Writer Professional 250.00

Datadex Data Base Manager 150.00

Datafactory 5.0 300.00

The Tax Manager 200.00

Word Star (Req CP/M) 375.00

Time Manager 150 00

Screenwriter II 129.95

The (General Manager 99.95

Dictionary 99.95

Executive Secretary , . ,250.00

Executive Speller 75.00

Magic Window Word Proc 99.95

Magic Mailer 69.95

Magic Words 69.95

PFS: Personal Filing Sys 125.00

PFS: Personal Report Sys 95.00

IFO Database Manager 120.00

Inventory System 3.3 200.00

Professional Time Billing 395.00

Apartment Manager 395.00

SuperCalc (Req CP/M) 295.00

D-B Master 229.95

D-B Utility Pack 99.95

D-B Utility Pack #2 (May) 99.95

Visacalc 3.3 250.00

Visifile 250.00

GAMES SPECIALS
Eliminator 29.95

Temple of Apshai 39.95

Crush, Crumble and Chomp 29.95

Ricochet 19.95

Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now

Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now

Now
Now
Now
Now

35.50

43.50

34.50

2a50
2&50
2Z50
39.50

39i0
39.50

39.50

3a50
9a50
29.50

575.50

199.50

199.50

199.50

199.50

199.50

125.50

105.50

105.50

152.50

109.50

135.50

135.50

199.50

129.50

249.50

179.50

275.50

127.50

109.50

8&50
8&50
179.50

69.50

84.50

57.50

57.50

10a50
79.50

105.50

174.50

174.50

349.50

249.50

189.50

89.50

89.50

209.50

209.50

25.50

32.50

24.50

17.50

Zero Gravity Pinball " 29

Game Pack #1 24

Star Blazer 31

Labrinth 29

Dueling Digits 29

Bug Attack 29

Microwave 34

Apple Barrel II (20 Programs) 34

Snack Attack 29

County Fair 29

Swashbuckler 34

Casino 39

The Prisoner 29

Empire I: World Builders 29.

Rendezvous (April) 39

Alien Ambush 24.

Horizon V 34.

Sargon II 34.

Reversal (Othello) 34

Zork II 39.

Olympic Decathlon 29

Robot Wars 39.

A B M 24.

Three Mile Island 39.

Castle Wolfenstein 29.

Wizard and the Princess 32.

Hi-Res Soccer 29.

Threshold 39.

Time Zone 99.

Ultima II 54.

Marauder 34.

Microchess 2.0 24.

Gammon Gambler 24.

Falcons 29.

Star Blaster 29.

Congo 32.

Fastgammon 24.

Beer Run 34

Snake Byte 29.

Twerps 34.

Kabul Spy 34.

Bandits 34.

Draw Poker 29.

Computer Baseball 39.

Tigers in the Snow 39.

Computer Air Combat 59.

Napoleons Campaign 59.

Road to Gettysburg 59.

Pursuit of th Graft Spee 59.

Flight Simulator 33.

Odyssey 30.

Adventure to Atlantis 40.

Space Raiders 29.

Star Dance 24
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95 Now
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95 Now
95 Now
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95 Now
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25.50

21.50

2&50
25.50

25.50

25.50

2a50
29.50

24.50

25.50

2a50
34.50

25.50

25.50

32.50

19.50

2a50
2a50
29.50

32.50

25.50

34.50

2Z50
34.50

25.50

29.50

25.50

35.50

8a50
45.50

2a50
22.50

22.50

25.50

25.50

2a50
21.50

29.50

25.50

2a50
2a50
2a50
24.50

3150
34.50

4^50
49.50

49.50

4^50
29.50

24.50

34.50

25l50

21.50

OFFER

DEDUCT 3% if payment accompanies order. WE PAY SHIPPING on all soft

ware orders OVER $50 in Continental U.S. (Foreign & Air Extra). ADD $2.50
SHIPPING & HANDLING on orders under $50. CALIF. RESIDENTS ADD 6%
SALES TAX. We accept MASTER CARD and VISA. C.O.D. S ADD $5.00.

1

NAME.

I
STREET

I

I

CITY.

—Your Choice-
Original

Adventure Game
or Applesoft ^'

Tutorial

on disc with

purchase of

Any 3 Programs

.STATE & ZIP.

EXP DATE

SIGNATURE

* 518 E. ECHO CT., SAN BERNARDINO, CA 92404

Outside Calif. Call (800) 854-5649
Calif. Residents Call (714) 886-0761

Prices Subject to Change without Notice

CIRCLE 102 ON READER SERVICE CARD
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Prob
lem
The world is full

of intriguing problems

that never got into

a textbook.

Problems for Computer Solution

by Steve Rogowski

Ninety intriguing and fascinating prob-
lems, each thorouglily discussed and ref-

erenced, make an excellent source of

exercises in research and preliminary
investigation. Eleven types of problems
are provided in the following areas: arith-

metic, algebra, geometry, trigonometry,
number theory, probability, statistics, cal-

culus and science. Author Stephen
Rogowski of SU NY-Albany has included
several problems which have never been
solved. He feels that some research and
an attempt to solve these will sharpen
students' insight and awareness.
Some of the problems are not new like

the one asking how much the $24 the
Indians were paid for Manhattan would be
worth today had it been deposited in a
bank. However, this problem was revised
to have a variable interest rate so it would
be a challenge to program. Of course,
many of the problems are new and have
never been in print before.

The student edition has 106 pages and
includes all 90 problems (with variations),

7 appendices and a complete bibliog-

raphy. Cost is $4.95.

The 182-page teacher edition contains
solutions to the problems, each with a
complete listing in Basic, sample runs, and
in-depth analyses explaining the
algorithms and theory involved. Cost is

$9.95.

To order send payment* plus $2.00 postage
and handling to Creative Computing, Dept.

SG28, 39 E. Hanover Avenue, Morris Plains,

NJ 07950. Orders may also be charged to

your Visa, Mastercard or American Express
account—by mail include credit card name,
number and expiration date, or if you prefer,

use our 24-hour toll-free number, 800-631-

8112. In N.J. only 201-540-0445.

*N.J. Residents add 5% tax.

GPeative

Creative Computing Buyer's Guide
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#1668
#1667
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#9483
#9482
#9481
#9480

#6061
#6060
#6062

#9670
#9666
#9665
#9667
#9669
#9668

#4801
#4803
#4804
#4811
#4805

#2058
#2052
#2060
#2059
#2062
#2061

#7003
#7000
#7014
#7002
#7008
#7011
#7009
#7001

#3257
#3250
#3255
#3251
#3252
#3253
#3254
#3258
#3256

#9160
#9162
#9163
#9164
#9165

#6951
#6950
#6952
#6953

#1958
#1960
#1967
#1966
#1952
#1951
#2000
#1957
#1961
#1949
#1965
#1964
#1956
#1955
#1959

#4656
#4652
#4650
#4655
#4653
#4651
#4654

#1350
#1354
#1352
#1351
#1353
#1356

ADVENTURE INTERNATIONAL.
Apple Spice
6 Micro Stories

Planetoids

Poker Tournament (Cassette)
Poller Tournament
Stone of Sisyphus

ADVANCED OPERATING SYSTEMS
Apple-Aids
Mostly Basic/Household
Mostly Basic/Interface-Scientific

Voyage of the Valkyrie

ARTSCI
Basic Mailer

Magic Window
Magic Words

ARTWORX
Form Letter System
Hearts 1 .5 (Cassette)
Hearts 1.5

Hodge Podge $17JI9

$^M9

$ia.*9
$17.79
$1S.39

$3S.M

$59M

$3S.09
$13.99
$17.49

Teacher's Pet (Cassette)

Teacher's Pet
AURORA

Executive Secretary
Gradebook
Hebrew II

Hebrew II +

Quicktrace

AVALON HILL
Major League Baseball
North Atlantic Convoy (Cassette) .

.

Empire of the Overmind (Cassette)
Empire of the Overmind
Tanktics (Cassette)
Tanktics

AVANT-GARDE
Chambers of Xenobia
Creativity Tool Box
Hi-Res Computer Golf

$13.99
$1*^9

.$aiaw«9
$S1.90
$50.99
$79.19
$43.99

$as.49
$13.49
$33.49

. $39.49

. $2«.39

. $24.39

$13.49
$34.19
$34.39

Hi-Res Secrets $113^49
Race for Midnight $33.39
Super Draw & Wnte $13.79
Super Shape Draw $14.49
Super Shape Draw & Animate $29.49

BEAGLE BROS.
Alpha Plot $34.49
Dos Boss 3.3 $30.39
Dos Boss 3.2 $30.39
Game Pack #1 $20.39
Game Pack #2 $30.39
Game Pack #3 $30.39
Game Pack #4 $30.39
Tip Disk $17.99
Utility City $23.49

BLACKBURG
Active Filter Design $33.49
Electronics I $33.49
Electronics II $33.49
Electronics III $33.49
Video Display Graphics $33.49

BPI
Accounts Receivable $333.49
General Ledger $333.49
Job Cost System
Payroll

BRODERBUND
Alien Rain
Alien Typhoon
Arcade Machine
David's Midnight Magic
Galactic Empire
Galaxy Wars
Genetic Drift

Golden Mountain
Payroll

Red Alert

Space Quarks
Space Warrior
Tank Command
Tawala's Last Redoubt
Track Attack

C. E. SOFTWARE
Green Plague
Kidnapper's Cove
King's Testing Ground
Mission Escape
Sultan's Pearl

Vampyre Caves
Wall Street

CALIFORNIA PACIFIC
Akalabeth $39.99
Budge's 3D Graphics $33.49
Budge's Space Album $34.49
Budge's Trilogy $24.49
Fender Bender $17.77
Ultima $33.49

$420.49
$333.49

$31.19
$31.19
$39.49
$30.49
$33.99
$33.99

« $33.39
$14.49

$335.49
$33.99
$35.39
$31.19
$12.99
$23.39
$24.49

$21.19
$21.19
$35.39
$31.19
$31.19
$21.19
$21.19

#7150
#7161
#7154
#7162
#7160

#2557
#2556
#2555
#2561
#2552
#2550
#2551
#2558
#2554
#2559

#2028
#2029
#2030
#2039

#7504
#7501
#7505
#7503
#7500

#3104
#3107
#3101
#3102
#3105
#3100
#3103

#1514
#1509
#1508
#1504
#1507
#1506

#2294
#2291
#2296
#2290
#4600
#4601

#2253
#2250
#2254
#2259
#2263

#4355
#4354
#4353
#4352
#4350

#1454
#1477
#1453
#1475
#1452

#1120
#1 104
#1116
#1103
#1113
#1111
#1102
#1149
#1117
#1112
#1100

#8342
#8341
#8340
#8344
#8346
#8345
#8343

#4215
#4225
#4204
#4206
#4200
#4226

COMPU-THINGS
Adventure SP 1

Invasion Force (Cassette)
Invasion Force
Wizard's Mountain (Cassette)
Wizard's Mountain

CONTINENTAL
Accounts Payable
Accounts Receivable
General Ledger
The Guardian
Hyper Space War
LA Land Monopoly
The Mail Room
Payroll

3-D Skiing

Torpedo Terror

CROSS
Aquanum
Blitzkrieg 2
Dinosaurs
Stellar Astronomy

D. R. JARVIS
Financial Management System I

Financial Management System II

Financial Management System III

Financial Management Sys. & Checkwriter
Grocery List

. $14.59

. $12.49

. $17.79

. $13.49

. $15.19

$313.49
$313.49
$313.49
$35.39

. $35.39
$35.39

. $35.39
$212.49
$21.19
$21.19

. $21.19

. $12.49
$12.49
$24.39

$25.39
$33.49
$44.49
$44.49
$14.49

Alkemstone .

Budget Planner .

.

Dragon Fire

Kaves of Karkhan
Neutrons
Programming Aid
Rings of Satum .

DAKIN 5

EPYX
& ChompCrush, -Crumble.

Hellfire Warrior
Morloc s Tower
Rescue at Rigel

Star Warrior
Tues Morning Quarterback

lUS
Datadex
Easy Mailer - 80 Column .

.

Easy Mover
Easy Writer - 80 Column . , .

Tellstar i

Tellstar II

$134.99
$35.09
$43.39
$34.39
$74.49
$33.49

$35.39
$33.99
$14.49
$25.39
$33.49
$35.39

$350.49

MICRO LAB
Crown of Arthain
Dogfight
Mad Venture :

Palace m Thunderland
Roach Hotel

MICROPRO
Calc Star
Data Star
Spell Star

$43.49
$319.00

. $33.49

. $47.49

$29.49
$35.99
$31.19
$31.19
$34.49

$175.49
$307.99
$313.49

Super Sort $149.
Wordstar 3.0

Best of Muse .

Castle Wolfenstein
Global War
Robot Wars
Three Mile Island .

.

MUSE
$344.00

$35.99
$35.39
$22.49
$33.99
$35.99

Cranston Manor
Crossfire

Hi-Res Soccer .

.

Jaw Breaker . . .

.

Missile Defense .

Mouskattack . .

.

Mystery House .

Pegasus

ON-LINE
$39.49
$34.39
$35.39
$34.39
$35.39
$35.09
$31.19
$35.39

Sabotage $31.19
Ulysses $39.49
Wizard & the Princess $34.49

PEACHTREE
Accounts Payable $349.99
Accounts Receivable $349.99
General Ledger $349.99
Inventory Management $349.99
Magic Wand System $339.99
Mailing List System $349.99
Payroll $349.99

POWERSOFT
Business Utilities $43.49
Galactic Empire $13.49
Italian Vocabulary Drill $31.19
Space Trek $ 1 6.99
Super Checkbook III $43.39
World of Odyssey $31.19

#1250
#1253
#1254
#1252

#1058
#1068
#1073
#1074
#1065
#1051
#1067
#1060
#1061
#1069
#1057
#1071
#1064
#1056
#1072

#1313
#1323
#1333

#1014
#1009
#1005
#1006
#1002
#1004
#1016
#1008
#1013
#1003
#1015

#1216
#1202
#1210
#1214
#1200
#1207
#1201

#2182
#2301
#7890
#3700
#2700
#2180
#2407
#1601
#3000
#3702
#9700
#3001
#9860
#7851
#9241
#2752
#2205
#4401
#1607
#4250
#7878
#6080
#3954
#7852
#3451
#9840
#3150
#9242
#2406
#3953
#9240
#4552
#4550
#9100
#9580
#9380
#1804
#2211
#2200
#4400
#3053
#7870
#7871
#7650
#3484
#3485
#2751
#6081
#1 150
#2701
#8901
#8520

SERENDIPITY
Gradebook . $143.59
Micro General Ledger $143.59
Micro Inventory $143.59
Professional Client Billing $499.40

SIRIUS
Autobahn $35.39
Beer Run $19.99
Borg $24.49
Computer Foosball $35.39
Copts & Robbers $39.49
Cyber Strike $33.49
Dark Forest $19.99
Gamma Goblins $25.39
Gorgon $33.49
Hadron $39.49
Pulsar II $35.39
Snake Byte $35.39
Sneakers $35.39
Space Eggs $19.99
Twerps $34.49

SOFTAPE
Baker's Trilogy $3 1.99
Photar $34.49
Star Mines $25.39

STRATEGIC SIMULATIONS
Battle Of Shiloh $33.49
Cartels & Cutthroats $33.99
Computer Ambush $52.99
Computer Bismark $52.99
Computer Quartert)ack $35.99
Computer Napoleonic $52.99
Napoleon s Campaign $52.49
Operation Apocalypse $50.99
President Elect $33.49
Southern Command $35.49
Tigers In The Snow $33.49

SYNERGISTIC
Data Reporter $i
Dungeon Campaign
Escape from Arcturus
The Linguist-

Odyssey
Program Line Editor

Wilderness Campaign
MISCELLANEOUS

Adventure in Time (Phoenix)
Apple Worid (USA)
Applecillin (XPS)
Asteroid Field (Cavalier)

Astroscope (AGS)
Birth of the Phoenix (Phoenix)
Bishop's Square (Datasoft)
Bloody Murder (Stoneware)
Bookkeeper (Delta)

Bug Attack (Cavalier)

Castles of Darkness (Logical) ....

Checkwriter (Delta)

Chinese Lessons (CTI)

Cosmo-Mission (Cosmos)
The Count (Pear)
Creative Financing (Howardsoft) .

Creature Venture (Highland)
Cyborg (Sentient)

D B Master Version 3 (Stoneware)
Falcons (Piccadilly)

Financial Partner (Denver)
Firebird (Gebelli)

Form Letter (S. Sorcery)
Hungry Boy (Cosmos)
Interiude (Syntonic)
Jabbertalky (Mind Toys)
The Landlord (Min Micro)
The Liberator (Pear)
Lisp Interpreter (Datasoft) . ,

Mailing List (S. Sorcery)
The Manipulator (Pear)
Market Analyzer (RTR Software) .

.

Market Charter (RTR Software) . .

.

Memory Page Editor (Compu-tron)
The Menu (C & H Video)
Menu Generator (Crane)
Monty Plays Monopoly (Visicorp) .

.

Mummy s Curse (Highland)
Oldorf s Revenge (Highland)
OO-Topos (Sentient)
Original Adventure (CDS)
Pascal Programmer (Denver)
Pascal Tutor (Denver)
Pornopoly (CCI)
Pot of Gold I (Rainbow)
Pot of Gold II (Rainbow)
Real Estate Analyzer (Howardsoft)
Russki Duck (Gebelli)

Sargon II (Hayden)
Sexoscope (AGS)
Snack Attack (Datamost)
Solitaire (Computek)

$14.79
$35.39
$33.99
$35.39
$33.99
$14j49

$25.39
$53.99
$33.49
$33w49
$34.49
$39.49
$25.39
$17.99
$74.39
$24.29

$33.99
$34.49
$31.19

. $22.39
$127.49

. $21.19
$24.99

$194.59
$25.39

$220.49
$35.39
$34.99
$31.19

. $14.99
$24.29

$449.99
$34.49

$104.19

$31.39
$334.99
$110.39
$44.49

. $34.39
$35.09
$31.99
$34.39
$14.49
$37.99
$31.19

$105.99
$105.99
$35.39
$33.49
$33.49

$127.49
$31.39
$39.79
$34.49
$25.39
$25.39

Call Toil-Free 800-344-5 106 (outside California)

HUNTINGTON COMPUTING We take MasterCard, American Express or VISA (Include card # and

Post Office Box 1 297 ^pp'® " ^ registered trademark of Apple Computer, Inc. expiration date). California residents add 6% tax. Include $2.00 for postage.

^ .. . Q^o^o Pet " IS a registered trademark of Commodore Foreign and hardware Gxtra. Foreign (exphjding Canada): remit U.S. cur-
Oorcoran, uaiitornia yj^i ^

l^^'?^ ' ^ registered trademark of Tandy Corp. rencv, checks on U.S. banks, use listed charge cards; or make direct wire
-an .s a registered trademark of Atan. Inc.

transfers through Security Pacific Bank. Corcoran, for a $6.00 charge. All

Outside Calif. 800-344-5106 overseas orders shipped by air. Sendlor free catalog. Pnces subject to

change without notice.
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Foreign Orders 209-992-4481
In California 800-692-4146
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IBM EasyWriter

Great Expectations

Will Fastie

GPeatlve compatiR^
SOFTWARE PROFILE

Name: IBM EasyWriter

Type: Word Processing System

System: 64K, SOcolumn dmpiay,

1 Disk Drive, IBM DOS
Format: Disk

Language: Machine

Summary: Good individual features

but does not live up to

its name.

Price: S175

Manufacturers

Information Unlimited Software, Inc.

281 Arlington Ave.

Berkeley, CA 94707

A normal evaluation of a software

product usually reserves judgment, if any,

until the end, after the evidence has been

presented and the case made. In the case of

the Easy Writer word processing system for

the IBM Personal Computer, most
published commentary on the product has

been so negative that an author's credi-

bility is jeopardized if the conclusion is not

announced early.

Easy Writer is, in fact, a poor product

W. H. Fastie, 7110 Sheffield Rd., Baltimore, MD
21212. Correspondence can only be acknowledged
when a stamped, self-addressed envelope has been
provided.

on the IBM Personal Computer. It has

been a very popular product for the

Apple II, receiving generally favorable

reviews from this magazine and others.

Que Corporation's Apple II Word Proces-

sing book contains evaluations of Easy-

Writer Professional and eight other major

word processors for the Apple, and
EasyWriter holds its own. How in the

world does a program with a good
reputation like that turn so bad when
transported to a new machine?

There are two major reasons. The first

is simply that there are serious problems

with the Easy Writer program. The second

is more complex, and has to do with the

perception of IBM as a company.
IBM certainly means computers to

just about everyone, but it means quality as

well. The IBM logo on a product, any
product, is an endorsement. It means that

the product is a quality product, something

you can depend on. Your expectations will

be -high, and they will be higher than

Easy Writer can meet.

Overall Description

EasyWriter is packaged in the

standard IBM way. The manual is supplied

in a 9", three-ring binder with a sUpcase.

Two copies of the copy-protected program
are contained in a plastic sleeve at the end

of the manual. A reference card is

included.

Easy Writer requires a 64K system, an
80-column display, at least one disk drive,

and the IBM Disk Operating System. In

order to use the program, IBM DOS must

be copied to the diskettes. The manual

contains excellent, explicit instructions for

this process, and also carefully explains

how to prepare data diskettes.

The description of EasyWriter is

written in tutorial style. Although this is

not bad, most things are explained in terms

of what they do rather than how they work.

It is possible to use the program after

reading the manual, but fluency in

anything requires understanding. Experi-

mentation is necessary in crder to gain

confidence with the system.

The program is loaded by inserting

the diskette into drive A and pressing

CTRL-ALT-DEL. EasyWriter is invoked

directly, without the need to issue a DOS
command. An introductory screen appears

with instructions to insert the desired data

diskette in drive A. Once the diskette is in

place, the main EasyWriter menu, which

includes a file directory, appears on the

screen. A sample menu is shown in

Figure la.

The file system supports 3 1 files of up

to 18,500 characters each. Although a

DOS disk has a capacity of 160,000,

Easy Writer has a total capacity of fewer

than 116,000 characters.

The file system menu reports on the

size of each file, the size of the file in

memory, how much space is left for the

current file, and the percentage of the disk

space which is used. The %USED entry is

untrustworthy, but is completely unreli-

able after a deletion has been made.

The file system menu lists all the

commands used for file access and
manipulation as well as the "E" command
to invoke the editor and the "C" command

6 Creative Computing Buyer's Guide



There's great business ahead!

And here is THE DATA BASE
to get you there.

Meet GBS...the most complete,
/

most powerful relational database management
system available. It was designed to go beyond the

capabilities of ordinary DBM systems. And it

does. \A/here others may possibly be state-

of-the-art...GBS, our General Business

System, is ahead-of-the-ait!

smiii

Because it is relational, GBS is far

more valuable to you and your busi-

ness. It has the capability to access an

almost unlimited amount of data from a

variety of files, then combine that data and
display or print it in a format that you

specify.

Relational, Efficient & Automatic
•

GBS can automatically search for,

locate, and interrelate information from
many files. For example, on each order

entry it can automatically decrement
inventory; automatically post the data to

your Accounts Receivable and
automatically update your General

Ledger. You don't have to spend
countless hours making redundant
entires, with the chance for numerous
errors. GBS' inter-file relationships and
adjustments save you considerable time,

and thus many hours of high-cost labor.

Most other business programs are

limited single file systems, whereas GBS
allows you to work with 3 different files at

the same time. All Indexes are updated

automatically. What's more, a large GBS
data file can extend over 4 different disk

drives...not merely one. Mo other data

base system has the power and flexibility

of GBS!

A program generator, par excellence

Included as a part of GBS is a very

powerful applications development tool,

called QUICK GEN. Basically, this

function allows almost anyone •- even

those unsophisticated about computers -

to generate useful business programs.

Think of the efficiency you gain when
anyone on your staff can quickly generate

a heeded program to solve a particular

problem! But, GBS versatility doesn't stop

there. GBS is also ...

...a Fully Programmable system...

... which allows you, or those with

deeper computer interest, to create

almost any business application
program, such as accounts
payable/receivable ... payroll ... general

ledger ... order entry ... mailing lists ...

personnel files ... cost accounting ... real

estate listings ... time/expense
management, and many more. And each
one will be a personalized program ...

individualized to the specific
requirements of your firm!

Start using GBS now

You can. Because GBS is up
and running on most popular CP/M*
based computers, like those made by

Apple, Tandy, Xerox, Sharp, MEG, Hewlett

Packard, Toshiba, Osborne, Televideo,

Vector, Altos and more.

You can. Because GBS docu-
mentation is written in a friendly, free-

flowing, style...and it leads you by the

CIRCLE 104 ON READER SERVICE CARD

hand with plenty of tutorials and easily

understandable examples. And, the entire

documentation is typeset for ease of

reading.

You can. Because GBS is fully

supported by QUALITY SOFTWARE. So,

if you ever have a question, or need

assistance, simply contact QGAUTY
SOFTWARE and our professional

support people will be happy to help.

You can. Because we offer a

special 30-Day Money Back Guarantee.

Order your edition of GBS at $700 (on

disk, with complete professional

documentation) and try GBS in your own
business environment. If GBS isn't all we
say it is, and more, simply return it within

30 days for a full refund. This offer is for a

limited time only, so please act

immediately.

Call Today

There's great business ahead. And
GBS is the relational data base

management system which can help you

control your information and data quickly,

efficiently and effectively. Call us today for

additional information or to

take advantage of our

special 30-Day
Money Back
Guarantee.

GBS -- it's the

best business
decision you can

make, for today

and the future.

pern

QUALITY SOFTWARE
6660 Reseda Blvd., Suite 107

Reseda, CA 91335 (21 3) 344-6399

*CP/M is a registered trademarl< of Digital Research.



EasyWrlter, continued... V

Figure la. The File System Menu.

EASYWRITER FILE SYSTEM

A - APPEND FILE
B - BACKUP
C - CLEAR TEXT
D - DELETE FILE

E - EDIT FILE
F - FORMAT DISK
B - GET A FILE
L - LINK FILES

H - PRINT FILE
P - PROTECT FILE
R - REVISE A FILE
S - SAVE FILE

U
X
\

UNPROTECT
EXIT

- DRIVE
DRIVE

A
B

FILE #: 4 eM.one
NO LINKS

FILESIZE- 10806

1 title
5 ew.two

COMMAND:

505
4722

2 notes 111 -r

AVAIL= 7754

3 ew-intro

7.USED= 19

1175 4 ew.one

DRIVE A

1 0806

Figure lb. The Help Menu.

EASYWRITER HELP MENU

Fl - HELP MENU F2 - PRINT J - BLOCK COPY
F3 - INSERT LINE F4 - ADDN COMMANDS C - BLOCK GET
F5 - DELETE WORD F6 - UNDELETE G - BLOCK PUT
F7 - STOP PRINT F8 - BLOCK MARKER 0 - USER KEY
F9 - ALIGN MARKER FIO- FILING SYSTEM

L T T T T T T T T T T T T T T T R
+

—

Figure Ic. The Additional Commands Menu.

A D D I T lUNAL COMMA N D S

A - ALIGN TEXT
C - CENTER A LINE
H - HMI SETTINGS
J - JUSTIFY ON/OFF

M -

P -

R -

s -

MARGIN SETTINGS
PAGE SETTINGS
RECGNF I GURE
SEARCH AND REPLACE

T - TAB SETTINGS
W - WORD COUNT - .

ENTER - EXIT TO EDITOR

COMMAND?
L T T T T T T T T T T T T T T T R

to cle^r the workspace. "E" is the only

command needed to begin work on a new
document. Existing files must first be

loaded into memory with the "G" (get file)

command.
For new document entry, the user is

greeted by a completely blank screen. This

is the first hurdle to overcome when
learning to use Easy Writer: as in the game
of Adventure, you must find the "key" to

get back to the file system menu.
Three of the ten function keys on the

left side of the keyboard are used for this

purpose. Fl causes the "Help" menu to be

displayed, as shown in Figure lb. This

menu shows the meaning of all ten

fufiction keys, as well as the control

(CTRL) keys needed to invoke block

operations. A tab setting and margins

"ruler" is also displayed. The help menu
remains on the screen, and editing of text

can continue.

Depressing Fl again removes the

menu and restores the screen to a full 25

line text display.

The F4 function key invokes the

"Additional Commands" menu, as shown
in Figure Ic. These commands are used to

align, center, and justify text; to set margin
and tab settings; to perform search and
replace and word count operations; and to

reconfigure the system for different

printers. This is also the place from which

page numbers are initialized.

Once editing of the text is complete,

the FIO function key returns to the File

System nienu. Using the "R" (revise text)

and "S" (save text) commands, the file can

be stored on the diskette.

Deficiencies

At first glance, and from the descrip-

tion above, it appears that Easy Writer is

fully featured and relatively straight-

forward to use. That's true on a feature-by-

feature basis. The system is not well

Your expectations

will be
higtier than EasyWriter

can meet

integrated, however. Combinations of

features interfere with one another.

As a whole, the system does not have a

smooth, easy-to-use operation. Certain

features do not work in a manner a user

might naturally expect. Worst of all, some
of the more desirable "features" of

Easy Writer require much manual work on
the part of the user.

Underlying all these criticisms is the

simple fact that Easy Writer doesnU
remember very much about the document.

For example, it appears that the system
deals with centering. It is the user who does
the work, however.

To center a line, the user places the

cursor on the line, goes to the Additional

Commands menu, and depresses the "C"
key. The display is restored, with the line

properly centered. At that point, the line is

just another line to the program, in this

case a line with some extra blanks before

the text.

If the user later decides to change the

line. Easy Writer does not automatically

re-center it: the user must remember to do
so. In short, it's the difference between
Take care of centering this line" and
Help me out now, at this instant."

The program is no better at tabs. In

fact, while most word processors know
how to save tab settings with the file to

which they apply. Easy Writer stores them
with Easy Writer. In other words, there is a

default setting of tabs which Easy Writer

remembersi but special settings must be
remembered by, again, the poor user.

Manual work is required by the block

movement and copy commands. It is not

unreasonable to move the cursor to the

beginning and end of the block to identify

it. Once the operation is complete,
however, it is necessary to remove markers
from the text, a step which is utterly

ridiculous and could be easily handled by
the program. Worse, one of the markers
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Sick of the same TRS-80 software?

The Fine Print

All issues from Oct 78 on available

— ask for list (24 Level I issues also).

Programs are for 16K Level II, 16K

Model III, and occasionally for disks.

TRS-80 IS a trademark of Tandy Corp.

Here's a CHEAP CURE!
The prescription for the Model I and III:

CLOAD Magazine!

A CASSETTE TAPE with 6 to 8 prosrams each month!

Some past sensational medications-

Game —Caterpillar, Suns, CIA Adventure, Reversi.

Practical — Securities, Energy, Tape Directory, Checkbook.

Utility — Variable Dump, Display, Edit, Code It.

Tutorial — Planets, Spell Ess, Atomic Table, Geometry.

At about 75 cents a program, a subscription to. CLOAD
Magazine is just what the doctor ordered.

^Temperature and prices rising July 1, 1982

The Bottom Line: Before July 1, 1982 After July 1, 1982 Overseas — add $10 to

1 year (12 issues) $42.00 $50.00 subscriptions, and $lto single

6 months (6 issues) $23.00 $30.00 copies. Sent AO rate.

Single copies
. , cn ^ Ann MasterCard/Visa welcome!

Back issues $ 4.50 $ 6.00

Good Games #1 $ 1 2.00 $ 1 2.00

Adventures #1 $ 1 3.00 $ 1 3.00 : |—t^ r*|

sS Lb Magazine Inc.

California residents add 6% to Single copies PO. Box 1448, Santa Barbara,

North America - First Class Postage Included CA 93102 (805) 962-6271

For the Extended BASIC COLOR COMPUTER

POCKETBOOK SURGERY NOT REQUIRED

Is your CoCo table-ridden, drinking

up electrical juice but not getting any

software solids? A prescription of

CHROMASETTE Magazine will stop

the hardening of the ribbon cables.

The doctor explained that

CHROMASETTE Magazine is a cas-

sette tape with 6 to 8 quality programs

on It. A healthy mixture of games, tuto-

rials, utilities, and practical programs to

nurture your computer every month.

No finger exercises necessary. Just load

and run.

Keep CoCo's health costs low. A
subscription to CHROMASETTE
Magazine is good, cheap medication

(under 75 cents a program).

The Bottom Line:

1 year (12 issues) ......... $45.00

6 months (6 issues) ........ $25.00

Single copies . $ 5.00

Calif, residents add 6% to single

copies.

North Annerica — First Class Postage

Included.

Overseas — add $10 to

subscriptions, and $1 to single

copies. Sent AO rate.

The Fine Print:

All issuesfronn July 81 on available

ask for list. Progranns are for the

Extended BASIC model only.

MasterCard/Visa welcome!

RO. Box 1087 Santa Barbara,

CA 93102 (805) 963-1066

Majailnc
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EasyWriter, continued...
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^
usually stays with the main body of the text

while the other travels with the block.

Incidentally, this set of commands is

not well documented in the manual, and
their use is further complicated by their

extraordinarily bad names on the Help

menu. "J" is called "block copy." J? "C" is

"block get" (well, there is a c in block) and
"G" is "block put."

Actually, C means "copy the marked
text into the copy buffer" and G means "get

the text from the copy buffer and put it at

the spot where the cursor is now." J is a

switch which tells EasyWriter whether or

not to erase the copy buffer after a G
command has been issued. By the way, all

the block commands are control keys, that

is, the Ctrl key must be held down while

the letter key is depressed.

Interference between features is a

serious defect in Easy Writer. This is most
obvious and aggravating with the align-

ment feature, particularly because it is so

vital. Easy Writer does not automatically

keep the text aligned as the user types.

Instead, the user must invoke the "A"
command from the Additional Commands
menu as required. It is possible to do this

only once, after an edit is complete.

However, substantial modifications

can result in a very messy document, and it

is often desirable to "clean up" frequently

as work progresses. The interference

comes when alignment is attempted on text

which includes alignment protection
markers (what?) and when paragraph
indentation is in effect.

Because alignment is so important,

because Easy Writer cannot handle it

automatically, and because almost every-

one needs to build a table or chart which
must not be re-aligned. Easy Writer

provides a feature known as "alignment

protection." The user must mark sections

of text which are not to be altered with the

above mentioned "alignment protection

markers" (henceforth ALM).

This is the most entertaining feature

of Easy Writer because the ALM is the little

smiling face character. The ALMs must be

on their own lines, bracketing the pro-

tected text. In effect, the ALMs become
little paragraphs of their own. And that's

the program. The alignment process

recognizes the ALMs all right, but

it indents the starting marker. Not so bad,

EasyWriter does,

to its credity

support a variety

ofprinters.

one might think, until the discovery that

EasyWriter does not recognize indented
ALMs.

Think about this for a second.
Suppose there are two tables to be
protected. The first time the text is aligned,

everything is fine, but the ALM in front of

each table is indented. The second align-

ment doesn't see these indented markers,

so the table is aligned and the text between
the end of the first table and the end of the

next table is protected. A third alignment
indents the final marker, at which point no
further protection is possible. Incredible.

There are two generic deficiencies of

Easy Writer. The first is that the file system

is unique. A single large file, inexplicably

named "FORTHSCR.EEN," contains the

entire set of EasyWriter data files. These
individual files cannot be accessed by IBM
DOS, nor can IBM DOS files be read or

written by EasyWriter. Some utility

programs have emerged that assist with

this problem, but the real solution is a

word processor that keeps its files as

standard, vanilla DOS files.

The second is the performance of the

program, which is very, very bad. The two
very extreme cases are the use of the Enter

key, which ends a paragraph, and insertion

mode, which can easily be out-typed by the

worst hunt-and-peck typist. I have often

filled the keyboard buffer and have been

forced to wait for the program to catch up.

Deletions and cursor movement also

require some patience. It is hard to believe

there is a fast CPU lurking back there

somewhere. It is even harder to believe that

the program could be so badly written that

the inherent power of the IBM Personal

Computer is lost.

There are other problems, too many
to mention.

Bugs
There are a few bugs. Now bugs —

that is, flat-out programming errors — are

hard to get out of any program. Most
people who have had any association with

computers have encountered bugs. The
errors in Easy Writer, however, are so

serious that substantial amounts of work
can be lost.

The worst error involves a program
"crash," a situation in which the program
gets into a state from which it cannot

recover. This manifests itself in the total

absence of any response from the com-
puter. I have experienced the problem
several times, in different ways.

The first was simple: the program
stopped running during text entry. The
dreaded ALT-CTRL-DEL sequence —
dreaded because you know you are losing

everything as you do it — was the only

recourse.

The second was completely unex-

pected, and very frustrating. During one

attempt to revise a file, the program asked

for verification, then asked for the

EasyWriter program diskette. The text

was lost.

A later occurrence of the same
problem, but on a diskette which had been

modified in an attempt to trap the

problem, resulted in DOS rebooting. In

other words, yours truly gave the revise

command and suddenly found himself

facing the DOS prompt. This kind of

instability is absolutely unacceptable.

Most other bugs are not as devas-

tating, but are frustrating all the same. For
example, often the display during an edit

session behaves in strange ways, leaving

text on the screen which doesn't belong

where it is displayed. I have seen this quite

frequently, but seems to be just a display

problem, as the text is intact and the

display can be recovered. Not serious, but

irritating.

Printing

Easy Writer does, to its credit, support

a variety of printers. It assumes that the

IBM 80 CPS printer (aka Epson MX-80) is

10 Creative Computing Buyer's Guide



Software prices for
hardnosed shoppers:
DATAMOST
SWASHBUCKLER 29.95

CASINO 29.95

COUNTY FAIR 24.95

THEIF 24.95

SNACK ATTACK 24.95

MICRO PRO
APPLE CP/M®
WORDSTAR* t 259.00

SUPERSORT* t 145.00

MAILMERGE* t 90 00

DATASTAR* t 215.00

SPELLSTAR* t 195.00

S-100 CP/M®
WORDSTAR 310.00

SUPERSORT 195.00

MAILMERGE 110.00

DATASTAR 245 00

SPELLSTAR 195.00

BRODERBUND
TAWALA'S LAST REDOUBT ' 24.95

GALAXY WARS 20.95

ALIEN RAIN (AKA GALAXIAN) 20.95

SNOGGLE (REQ. JOYSTICK) 27.95

ALIEN TYPHOON 20.95

APPLE PANIC 24.95

SPACE WARRIOR 20.95

AUTOMATED
SIMULATIONS
INVASION ORION 20.95

STAR WARRIOR 32.95

CRUSH. CRUMBLE AND CHOMP 24.95

TEMPLE OF APSHAI 32.95

RESCUE AT RIGEL 25.95

MUSE SOFTWARE
ROBOT WARS 32.95

THREE MILE ISLAND 32.95

A.B.M 20.95

GLOBAL WAR 20.95

CASTLE WOLFENSTEIN 24.95

SUPER TEXT II 129.00

ON-LINE SYSTEMS
MYSTERY HOUSE 20.95

WIZARD AND PRINCES 29.95

H/R FOOTBALL 32.95

H/R CRIBBAGE 20.95

MISSILE DEFENSE 25.95

CRANSTON MANOR 29.95

SABOTAGE 20.95

SOFT PORN ADVENTURE 24.95

PEGASUS II 25.95

EXPEDITER 73.95

TIME ZONE . 72.95

PERSONAL SOFTWARE
DESKTOP PLAN II 159.00

VISIPLOT 189.00

VISITREND/VISIPLOT 239.00

VISIDEX 199.00

VISITERM 79.00

VISICALC3.3 199.00

VISIFILES 209.00

VISISCHEDULE 239.00

CHECKER KING 21.95

GAMMON GAMBLER 21.95

MONTY PLAYS MONOPOLY 29.95

MONTY PLAYS SCRABBLE 34 95

MICRO CHESS 2 0 21.95

SIRIUS SOFTWARE
BEER RUN 24.95

PHANTOMS FIVE 24.95

SPACE EGGS 24.95

PULSAR II 24,95

GAMMA GOBLINS 24.95

GORGON 32.95

SNEAKERS 24.95

EPOCK 29.95

COPS AND ROBBERS 29.95

MORE GREAT APPLE
GAMES
COMPUTER QUARTERBACK 32.95

THE WARP FACTOR 32.95

CARTELS AND CUTTHROATS 32.95

THE SHATTERED ALLIANCE 49.95

ULTIMA 33.95

RASTER BLASTER 24.95

FLIGHT SIMULATOR 27.95

INTERNATIONAL GRAND PRIX 25.95

SARGON II 28.95

SPACE QUARKS 24.95

DAVID'S MIDNIGHT MAGIC 29.95

MICROSOFT
APPLE
FORTRAN* 165.00

BASIC COMPILER* 315.00

COBOL* 595.00

Z-80 SOFTCARD 299.00

RAMCARD 159.00

TYPING TUTOR 17.95

OLYMPIC DECATHLON 24.95

TASC APPLESOFT COMPILER 159.00

S-100 CP/M®
BASIC 80 299.00

BASIC COMPILER 319.00

FORTRAN 80 399.00

COBOL 80 599.00

PEACHTREE
APPLE CP/M®
GENERAL LEDGER 219.00

ACCT. RECEIVABLE 219.00

ACCT. PAYABLE 219.00

PAYROLL 219.00

INVENTORY 219.00

S-100 CP/M®
GENERAL LEDGER 595.00

ACCT. RECEIVABLE 595.00

ACCT. PAYABLE 595.00

PAYROLL 595.00

INVENTORY 595.00

PROPERTY MGMT 799.00

CPA CLIENT WRITE-UP 799.00

APPLE BUSINESS
SOFTWARE
DB MASTER (NEW) 179.00

DB MASTER UTILITY PACK 79.00

PES: PERSONAL FILING SYSTEM 84.00

PES: REPORT 84.00

Z-TERM* 79.95

ASCII EXPRESS 63.95

HAYDEN APPLESOFT COMPILER 149.00

EASY WRITER-PRO 199.00

THE HOME ACCOUNTANT 54.00

S-100 SOFTWARE
d BASE II 599.00

SUPER CALC 249.00

MAGIC WAND 279.00

SPELLGUARD 239.00

PICKLES & TROUT CP/M'* MOD II TRS-80. . . .175.00

EDU-WARE
PERCEPTION PKG 19.95

COMPU-READ 24.95

STATISTICS 24.95

COMPU-MATH: ARITHMETIC 39.95

COMPU-MATH: FRACTIONS 34.95

COMPU-MATH: DECIMALS 34.95

COMPU-SPELL (REQ. DATA DISK) 24.95

COMPU SPELL DATA DISKS 1-4, ea 17.95

TRS-80 GAMES
INVASION ORION 20.95

TEMPLE OF APSHAI 34.95

HELLFIRE WARRIOR 34.95

STAR WARRIOR 34.95

RESCUE AT RIGEL 24.95

CRUSH, CRUMBLE AND CHOMP 24.95

STAR TREK 3,5 17.95

MISSILE ATTACK 18.95

STAR FIGHTER 24.95

OLYMPIC DECATHLON 24.95

CALL US FOR THE; LATEST
APPLE, ATARI, IBM, AND
TRS-80 SOFTWARE.

We guarantee everything for 30 days. If anything

is wrong, return the item and we'll make it right.

And, of course, we'll pay the shipping charges.

We accept Visa and Master Card on ail orders;

COD orders, up to $300.00.

Add $2.00 for standard UPS shipping and
handling on orders under 50 lbs. delivered in con-

tinental U.S. Call for shipping charges over 50 lbs.

Foreign, FPO and APO orders, add 15% for ship-

ping. Californians add 6% sales tax.

Prices quoted are for stock on hand and are

subject to change without notice.

lb order or for information caH

PRnDurr^ (213)706-0333nV^L^W^^ IW Modem order line: (213)883-8976

31245 LA BAYA DRIVE, WESTLAKE VILLAGE, CAUFORNIA 91362
CP/M IS a reg trademark of Digital Research 'Requires Z-80 Sottcard t Reg trademark of MicroPro International Corp
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Written

When your computer won*t
speak your language,

you need a basic handbook.
As a matter of fact, everyone who works in BASIC needs The

BASIC Handbook, It is the definitive reference

^v<. work on the subject of BASIC.

The BASIC Handbook is an easy-to-

use encyclopedia of nearly 500 words

covering the "dialects" used by virtu-

ally every BASIC-speaking computer

in the world. But more than that, it's a
simple, step-by-step guide to translat-

ing programs from one computer

to another. So now you can actu-

ally use software printed in

magazines and elsewhere, no

matter what computer you own.

by Dr. David A. Lien, author

of the Tandy TRS-80 Level I Users Manual and
the Learner's Manuals for the Epson
MX printers, this completely revised

Second Edition contains almost twice

as many entries as the best selling

First Edition, making it

by far the most up-to-

date BASIC reference

book you can buy.

Extensively indexed and cross-referenced, The BASIC Hand-
book gives you 480 pages packed with the information you need to

be a better programmer. And if, after 30 days you don't agree it's

indispensable, send it back. We'll return your money.

The BASICHandbook is available in several

languages and accepted throughout the

world. No one who programs in BASIC
should be without it.

Available at better computer and
bookstores, .

or call (800) 854-6505

In California (714) 588-0996
To order by mail, send check or

money order for. $19.95 (California

residents add 6%), plus $1.65

shipping and handling.

Overseas orders send

$19.95 plus $2.38 surface

shipping and handling.

The
BASIC

Handbook

1050-E Pioneer Way, Dept. B , El, Cajon, CA 92020

EasyWriter, continued...

attached, but can reconfigure for either

Diablo, Qume, Spinwriter, or propor-
tional spacing printers.

Either the parallel printer adapter or a

serial adapter (e.g., IBM Asynchronous
Communications Adapter) can be

selected, and the characteristics of the

serial port can be declared in detail.

Unfortunately, the support for the

Epson is limited. UnderUning is possible

but very tedious. Boldface printing can be

done easily on a line basis, but consider-

able effort, including use of the cryptic

.USER embedded command, must be

expended to print a word or phriase in

boldface type. Both of these features, while

not simple to program, would greatly

enhance the system and the utility of the

Epson. If IBM had chosen the MX-80 with

the graphics option, these features would
have been easy to include.

As if to provide one last and lasting

aggravation. Easy Writer's control over the

Epson is poor. The MX-80 is rather precise

for a $500 printer, and can position very

accurately to the top of the next page when
issued a top-of-form command. Easy-

Writer never seems to issue this command,
instead it issues repeated linefeeds to space

to the top of page.

After only a few pages, the text starts

to "float" downward on the page and soon
crosses the page boundary. This is a

terrible problem when using continuous

paper, but cut sheet paper can be adjusted

as each sheet is used.

I have tried two ways to overcome the

problem. First, the FORMSTOP com-
mand was used on the assumption that the

paper could be adjusted after each page

was printed. This worked for a few pages,

but suddenly the program did not stop any
more, as if it had encountered the

.FORMSTOPOFF command. The second

try was a .PAGELINES65 command, an
attempt to trick Easy Writer on the

assumption that it was inserting an extra

line, thus forcing the downward float. This

experiment proved that the error was one-

half line per page, as the document instead

floated up!

Conclusion

In short, Easy Writer is a word
processing system with many good
individual features, but with very low
integrity. The version as released for the

IBM Personal Computer has significant

programming errors and very poor
performance. It is not as easy to use as its

name implies. It is not worth its purchase

price. Given that several other word
processing progranjs are already available

for the IBM Personal Computer, and that

many more will be available soon,
Easy Writer is an unnecessary choice.
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INTRODUCING PERFECT WRITER;
NOW, GET THE FINEST

WORD PROCESSOR AT ANY PRICE
FOR JUST $289*00

AND 6CT OUR INCREDIBLE, MONEY-BACK
GUARANTEE!
That's right It you own on Apple II, Heath/Zenith, TRS-80 model II, North Star,

Osborne 1, Superbroin, Micropolis/Vector, or CP/M 8;' you con now oftord the

most advanced, yet easy-to-use, word processor on the market today.

But don t take our word tor it. See for yourself.

We're so sure you II be amazed by Perfect Writer's easy-to-use features and

capabilities, that we II let you try it for thirty days and give you your money back if

you re not completely satisfied!

FEATURES AND FLEXIBILITY YOU
HAVE TO SEE TO BELIEVE
Looking for the

advanced features

you d expect to find in

the most expensive

word processors'?'

Perfect Writer has them.

Like automatic format-

m
mim

Perfect Writer

ting of letters, out- lines,

reports, memoranda, articles,

books, or other types of

documents.

What makes Perfect Writer

unique, are the features you

won't find in word processors

costing many times its price.

Like the incredible soph istication , /v.

of Virtual Memory Architecture, that V

lets you edit a full-length novel as eosi^

as you d edit a letter

Or a remarkable breakthrough called

Split Screen Editing™ that lets you divide

the screen into two parts, each showing a|
different document;and transfer sectbns

text between the two!

And that s just the beginning. Perfect Writer

offers much, much more:

• Automatic numbering of pages,^hapters, sections, footnotes, Internal page
references, and automatic generation of table of contents and indexes.

• Mail merging capability allows generation of form letters and more.

• Automatic carriage return, auto-centering, tab setting, and automatic

placement of footnotes.

• Quick and easy cursor comnnands.
• Easy deleting and inserting procedures.

• Safe and convenient storage of materials.

• Searches for and replaces words and phrases in a document, including

near misses

• Full range of printing options, including right margin justification, micro-

spacing, super and subscripts, italics, and bold face.

• And lots more.

combining sophistic

simpltcity.

^ MONEY BACK GUARANTEE.
^ Try Perfect Writer for 30 days at our risk. If you're not completelv

satisfied, return it for a prompt, complete refund.

PERFECT WRITER IS EASY TO USE«

WE GUARANTEE IT.

When wOiSay that Perfect Writer is easy to use, we mean it. That's why we're

not afraid to offer a nfX)ney bock guarantee.

You see, Perfect Writer was designed to be simple. In fact, you don't even hove

to read our crystahclear manual in order to use Perfect Writer. The pictures,

diagrams and illustrations tell you all you need to know, so you're off and running

in no time.

There ore no difficult and awkward procedures and commands to leom.

We guarantee it

ORDER NOW. WHAT HAVE YOU GOT TO LOSE?
If you'd like to own the most sophisticated word processor on the market

today at the current, introductory price of just $289.00, we invite you

to order now.

Perfect Writer is completely guaranteed, so there's no risk of any

kind. Why not see for yourself what this incredible new software

breakthrough con do for you?

TO ORDER CALL TOLL FREE: 1 -800-221 -2486

IN NEW YORK CAU: 1-212-619-4000

1

I
/ WRITE; COMPUTER SERVICES CORPORATION OF AMERICA

71 MURRAY STREET

1

NEW YORK, NEW YORK 1 0007

Yes, I wont to see for myself if Perfect Writer is as great as you say it

/ IS. So please send it to me, subject to the guarantee printed on this page.

Perfect Writer and Manual $289.00

also want to order, subject to the some guarantee:

Perfect Speller $ 1 89.00 Perfect Sort $ 1 89.00

Perfect Mailer $189.00

Nome.

Address.

City> State, Zip.

MasterCard

Visa

American Express I ..^ \

Number. -Expires.

.J

TRY THESE OTHER PERFECT SOFTWARE PRODUCTS
(THE SAME MONEY BACK GUARANTEE APPLIES).

Perfect Speller™: The best outonnatic proofreader

available' Perfect Speller uses its 20,000 word

dctKXiary to proofread your document and catch ail

your spelling mistoKes (Dctionary size limited only

by your system s storage capacity) Vou can add
words to the dctionary build separate dictionaries,

change the dctionary and more. $189.00 guaranteed.

Perfect Mailer^: It's more than a nrxiil merging or

form maintenance system! Perfect Mailer con

organize and sorf your correspondence, develop

sophisticated mailing systems, and Keep track of

your correspondence. Don't miss this remarkable

new software inncMation! $ 189.00 guaranteed.

Perfect Sort™: Here's a sort/merge/extract program

that operates on all kinds of data! Records con be

fixed or variable, with a variety of variable length

fiekls. Files can be examined using comparison and

togicol operators. Want speed and efficiency? You've

got to have Perfect Sorf! $189.00 guaranteed.

^ 1982 Computer Services Corporation of Amerco
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:jnake Byte

Aii software represented in this advertisement copyright 1981 by Sinus Software. Inc.



Sirius Software, Inc., 10364 Rockingham Drive, Sacramento, CA 95827 Dealer inquiries invited (916) 366-1195
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WE'RE EXCITING, WE'RE

F

All software represented in this advertisement copyright 1981 by Sirius Software, Inc.



WE'RE SIRIUSl
Sirius Software, Inc., 10364 Rockingham Drive, Sacramento, CA 95827 Dealer inquiries invited (916) 366-1 195
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Barry D. Bayer

First there were cave drawings. And
then there was hand carved type. And
finalty, in 1456, Johann Gutenberg
launched development of the technology

of moveable type, making the ability to

read a perfectly printed page available to

the masses.

First there was paper punched tape.

And then there were the IBM magnetic

tape and magnetic card *word processors'

(the MTST and MTSC). And then, in the

last couple of years, the Wang, Xerox,

Qyx, Redactron, and all of the other

computer technology word-processing

systems, which are gradually bringing us

into a new era, making the ability to type a

perfectly printed page available to the

masses.

And indeed the modern "word
processor'' is one of the hottest items of

office technology making the rounds

today. But most of the modern word
processors are nothing but computers,

with software appropriate to the easy

manipulation of strings. Given appro-

priate software the microprocessor can do
anything that the big machines can, and
considerably cheaper.

Barry D. Bayer, 2842 Walnut, Homewood, IL 60430.

Apple Writer comes
nicely paci^aged,
witti adequate
documentation
And it works.

Apple Writer comes with several

machine language programs duplicated on
two 514 inch mini-floppy disks, one a write

protected systems disk, and the other

designed as a working copy. Instructions

are given to treat the write-protected disk

with great care, as it is intended to be

copied when the working disk is worn. (All

of the Apple Writer programs are user

transferable from disk to disk, and the

company even tells us how to do it. It is

nice to see a software publisher who trusts

us.)

Booting the system with the working

disk presents a menu which permits the

GPeattve GompattR^
SOFTWARE PROFILE

Name: Apple Writer

Type: Word processor

System: 48K Apple II or II -I-

,

1 Disk Drive

Format: Disk

Language: Assembly

Summary: An adequate
word processor.

Price: $75

Manufacturer:

Apple Computer, Inc.

10260 Bandley Dr.

Cupertino, CA 95014

operator to EDIT a file already in the

computer, INITIALIZE a new file,

PRINT the file in memory, SAVE the

current file to disk, LOAD a file from disk

to memory, or QUIT the system and return

to Basic. (The actual commands used are,

appropriately enough, "E," "N," "P," "S,"

"L,"and "Q.")
r
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THE BEST COMPUTER SPORTS GAME."
That's the award SSI's COMPUTER

BASEBALL™ received from Electronic

Games masazine (a subsidiary of

Video masazine) for 1982.

We appreciate the recognition,

but frankly, we're not surprised.

Especially when you consider

what it took to be the best:

It's a computer strategy

game* so thorough yet so

easy to use you'd swear

you're managing a live

team.

It lets you enter exten-

sive player statistics so you can

create any team you like —
from the neighborhood

hackers to the great 1944

St. Louis Browns!

It gives you over 25
strategy options to choose
from, options so complete

you have to remember to

warm up relief pitchers in

the bullpen.

Its color Hi-Res graphics display

has enough animation to give you a

good feel for the flow of the game.
As a clincher. Teams Data Disks for 1980

and 1981 are available if you want to use real

AL and NL teams of those seasons.

And the price? A steal at $39.95. (Data disks

are sold separately from SSI for $15.00 each.)

As exciting as all this sounds, it's nothing

compared to what you'll see when you get your
mitts on the game at your local computer/game

store. Then you'll really understand why people say

Computer Baseball is what it is.

The best.

^^^^^^^^^^^^^^^^^^^ (jj^ j^"^
jjH**! jjjJI ^^^^ ^11^^ JllPP

OS ntn

To order directly from SSI with your VISA or MQ call toll free 800-227-1617, ext 335
(800-772-3545, ext 335 in California). To order by mail, send your check to Strategic Simula-

tions Inc, 465 Fairchild Drive, Suite 108, Mountain View, CA 94043.

All our games carry a 14-day money back guarantee.

For the 48K Apple® II with Applesoft ROM
and one floppy disc drive.

STRATEGIC SIMULATIONS INC As part of our demanding standards of excellence, we use mBXBll floppy discs

WE'RE LOOKINC3 FOR A FEW GOOD DESIGNERS. We're a^vays on the lookout for hish-

quality sames from independent desisners. If you have sanne prosrams thatyou'd like SSI to publish on
a royalty basis, sive us a call at (415) 964-1353 or write to SSI, 465 Fairchild Drive, Suite 108, Mountain
View, CA 94043 CIRCLE 1 1 1 ON READER SERVICE CARD



DOWJfflSES BLUE CHIP SOFTWARE
GIVES YOU HUE CHIP
INVESTMENT CONTROL
Never before have investors had the electronic capability to track and intelligently manage their own port-

folios like this. Using Dow Jones' data base and exclusive portfolio management software you can store,

modify and automatically update individual holdings on your own personal computer.

Now you have a remarkable opportunity to use software that can ac-

tually minimize risk and increase the chances for investment success

—software that allows you to maintain multiple portfolios, auto-

matically value each stock in your portfolio, obtain current quotes

(15 to 30 minutes delayed during market hours) and historical

quotes, retrieve year-to-date figures and compare them to the

stock's original worth. You'll even be able to test the market

with hypothetical portfolios—evaluating the "what- ifs" before

you buy or sell.

More and more investors are becoming "bullish" about the

DOW JONES NEWS/RETRIEVAL® Service—relying on it

for instant business and financial data that can save hours

of valuable time. You get exclusive electronic access to ar-

ticles from The Wall Street Journal , Barron's and the world-

wide Dow Jones News Service, in-depth background infor-

mation on thousands of public companies, earnings-

per-share forecasts, and much more. It's everything

you need to better manage your business and per-

sonal finances.

When you make your software purchase, we'll give

you a free Dow Jones password. . .as well as

one hour of free introductory, non-prime

time. And software and usage costs will be

tax deductible in many cases (consult your

tax advisor).

Find out about Dow Jones' unique ability

to help you manage your own portfolio

like a professional, improve and

broaden your research capa-

bilities, spot and analyze trends.

Visit your nearest computer

store or call the Dow Jones

customer service hotline.

Call Toll Free
800-257-5114

(In New Jersey call

609-452-1511)

DOWJONES NEWS/RETRIEVAL is a registered trademark ofDow Jones & Company, Inc.

CIRCLE 112 ON READER SERVICE CARD



Apple Writer, continued

Most people will probably take a

quick run through the 7-page manual, and
LOAD a "Tutorial" file into memory.
Working through the Tutorial program
gives one experience in manipulating the

cursor to edit text in memory.
The initial Text mode is used to input

lowercase text. Pressing the escape key

once changes the cursor to an inverse video
"A", indicating that the next character

typed will be printed in uppercase. (This

Upper Case mode effects only the next

character typed; a second character will

print in lowercase.) As the Apple does not

support on-screen lower case, the Apple

Writer convention is that all characters

appearing upper case on the 40-column

screen will print lower case (on a printer

that has lower case, of course) and all

characters to be printed in upper case are

shown on the screen in inverse video. The
use of the escape key instead of the shift

key, as well as the inverse video, takes some
getting used to, but should be no problem
to the hobbyist.

Text wraps completely around the

screen, going from column 40 on one line,

and continuing on column 1 of the next,

without requiring a carriage return. This

results in strange-looking word breaks on
screen, but makes no difference when the

text is finally printed.

Pressing the escape key twice in

succession changes the cursor to a flashing

"+", and, taking a cue from the Apple I!

Plus, enables the operator to move the

cursor about the text using the 1, J, K and M
keys (they form a diamond on your

typewriter keyboard) to move one line up,

one space to the left, one space to the right,

and one line down, respectively. This

Cursor Control mode is used to get to the

exact position in the text where you wish to

Insert, Delete, or whatever.

The repeat key makes the cursor

move faster. Control V (Vertical) to go

down about 1 2 lines, and a control T (Top)

to go up about 12 lines make big jumps
possible. (The Apple Writer is big on
mnemonics. Control B to the BE-
GINNlNG,Control E to the END, Control

1 to INSERT, Control K to KEEP (save) a

portion of the file to disk. Control S to

SEARCH, and the like. This sounds a bit

silly, but it makes the system relatively easy

to learn.) Finally, putting the cursor into

Cursor Control mode, and a Control Q,
will QUIT the Edit routine, and return the

program to the main menu.
The Control S search-and-replace

feature, although nothing new to com-
puters or word processing, deserves a

couple of sentences of its own. When
properly instructed, the Apple II will

search from the current cursor position to

the end of the file for a given string set off

by delimiters of your own choosing.

Continually pressing Return will get you to

each such string found, one at a time. If

you have given Apple Writer a replace-

Creative Computing Buyer's Guide

ment string, you can manually order a
replacement, one at a time, or can demand
the computer replace each instance of the

searched for string with the replacement
string. Fantastic for semiautomated form
letters, and for those of us who always spell

a common word the same wrong way, or
for changing "Lessee" to "Tenant" all the

way through a form lease.

Loading or saving a file involves

nothing but typing an "L" or "S", a file

Apple Writer will

certainly make your
written communication
much clearer and

easier.

name, and pressing Return. To delete a

file, or to determine which files are on disk,

one types a Control D, which takes you
temporarily out of the program, and
enables you to access DOS commands,
directly. The print option causes another

program named "printer" to BRUN, and
presents the user with a menu having

options of PRINTING a new document,
CONTINUING the printing of a docu-

ment already started, LOADING a file

from disk for printing, RETURNing to the

Editor, or QUITing the system. ("P,""C,"

"L," "R" or "Q," of course.)

The new-document option produces

yet another menu which permits change of

print parameters such as left, right, top and
bottom margins, lines per page, spaces

between lines, and location of printer-

driver routine. The parameters are stored

on disk, and will be available, in exactly the

altered form, when the new document
option is chosen again. The parameter

menu then yields to a small menu which

gives the user the choice of printing, or

pressing escape, which will return to the

Print menu for another try. If one chooses

Print, the printing will start immediately,

unless one has chosen the Single Sheet

parameter, in which case the program will

stop and allow the userto check paper one
last time.

Apple Writer gives the user the

additional formatting option of embed-
ding format commands into the text. Each

such command must be preceded by a

carriage return and a "[". As these

commands are part of the text (although,

of course, not printed) they may be rather
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conveniently changed by the Search and
Replace routines. These commands take

precedence over the values presented in the

parameter menu.

Depending on which imbedded com-
mands have been inserted into the text

while inputted, and also depending on
default values entered in the parameter
menu, printing can be justified left, right,

centered, or full (simultaneously right and
left); spacing can be single, double or more;
margins can be varied, and pages num-
bered and titled. The operator has nothing
to do but watch the printer (and feed

paper if using single sheet operation.)

Apple Writer, as with all Apple-
produced software that 1 have seen, comes
nicely packaged, with adequate documen-
tation. And it works. 1 suspect that a
secretary in a business office might be

reluctant to use it, as the inverse video can
be confusing to the uninitiated, and one
cannot see the typed format on the screen

because of the Apple s 40 column display.

Each of these are limitations of the

computer, however, and not of the

software. (There are a number of hardware
modifications which provide lowercase

characters, and even 80 column lines. The
serious user may want to adapt the

machine to make it k)ok like a typewriter.)

But for someone who is willing to

accept these limitations, the system is more
than adequate for light typing such as term

papers, complaining letters to software

manufacturers, and magazine articles.

Although form letters are not pro-

vided for, as such, use of the search-and-

replace routines as well as the block-insert

and move commands make semi-auto-

mated form letters possible.

One disturbing feature of the entire

package is the very careful DISCLAIMER
OF ALL WARRANTIES AND LI-

ABILITY emblazoned on the Copyright

page of the manual. 1 believe that it is

completely irresponsible for a software

publisher to attempt to disclaim ALL
warranties for a product. At the very least,

a purchaser should be able to get his

purchase price returned if the product

doesn't work as represented in some
important respect. (I wish to make clear

that the Apple Writer does work, and that

Apple is not the only culprit in this regard.)

1 imagine that Apple would probably do
this voluntarily if a disastrous bug was
pointed out, but any purchaser should read

(and demand to see) any warranty
information on any significant purchase,

prior to paying, or at least have some sort

of understanding with the retailer prior to

purchase.

At $75 list price, the Apple Writer isn't

fancy. It doesn't have a number of features

such as automatic paragraph indentation,

multi-file search, underscoring, and on-

screen totals. But it will certainly make
your written communication much clearer

and easier.



The Executive Secretary

Word Processing: and Easy

Dale Archibald

GPeafeive compattn^
SOFTWARE PROFILE

Name: The Executive Secretary

Typet Word Proce^or

System: 48K Apple with ROM
Applesoft, Disk Drive, lower

case adapter or 80 character

card

Format: Disk

Language: Applesoft and Machine
Language

Summary: Easy to use. ideal for

professional writers

Price: $250

Manufacturer: Personal Business

Systems. Inc.

4306 Upton Ave. South

Minneapolis,MN 554iO

recommending specific machines to you."

All of them are between $6,000 and $10,000.

The list includes the Apple III. the TRS-
80 Model 11 and the Zenith/Heathkit

Z89.

Let me make one thing perfectly clear:

this will eventually become a review of a

word processing/card file/electronic mail

program for the 48K Apple II Plus or

Apple II with Applesoft in ROM or a

language card. The program will store

about 25,000 words on a disk (30,000 on

DOS 3.3).

First, however: a recent article on word

processing (April, 1981, Writer's Digest)

really made me sizzle. Writer Robin Perry

proclaims "A home computer is a sophis-

ticated toy used for games and such things

as budgets, keeping track of stocks, and

the like." Perry next grouped the Apple

III with the Atari, PET, Heathkit, and the

TRS-80 Model 11 caUing them "some of

the better-known home computers that

have Hmited word orocessing capabili-

ties."

In a sidebar, Perry says "...I feel safe in

Dale Archibald, 1817 Third Ave. N., Minneapolis,

MN 53405.

The Executive
Secretary is reasonabiy
simpie. Considering ttie

options it tias, it's

amazingiy simpie.

Further, Perry touts letter-quality printers

for $3,000-$4,000 over $1,000 dot-matrix

machines, "...the difference in price is

worth it."

I emphatically disagree with Robin
Perry.

Exhibit A: I am a freelance writer

fuUtime. Last year 1 sold over 175 news-

paper and magazine articles to a variety

of trade and consumer publications, from
Women 's Wear Daily to Nibble,

Exhibit B: In my office is an Apple II

Plus, 48K single disk drive, MPl 88G dot-

matrix printer, and a black and white

video monitor. The Apple operates superb-

ly, and has, for the most part, ever since

I acquired it about it a year ago^ No
editor has yet complained of my dot-matrix

typeface.

Exhibit C: My total system, with The
Executive Secretary word processing

system (S250 from Personal Business

Systems, Inc., 4306 Upton Ave., So.,

Minneapolis. MN 55410) cost less than

half what Perry recommends. And 1 love

it. Besides, Fd like to see Perry play Starfleet

Orion on his/her OHvetti 401.

But it's possible I'm sppiled. This is the

only word processing program I've ever

used. I feel rather like a race car driver

who's putting a test car through its papes:

I work it hard in a variety of ways.

Designer John Risken gave me the

uncopyable program, and installed the

necessary Dan Paymar lower case adapter

so that I could try it out and write about

it. Bless his soul!

The $250 price tag may seem a bit

steep, but consider that this program is a

word processor plus form letter generator

plus electronic card catalog plus report

writer plus electronic mail option all in

one.

Understand, please, that I am not a

technical person. 1 am a writer. 1 don't

have time to mess around with anything

too complicated. The Executive Secretary

is reasonably simple. Considering the

options it has, it is amazingly simple.

Unlike some other word processing

programs Tve looked at for the Apple,

The Executive Secretary will operate with

the 40-character display and a Paymar
chip; or it will use an 80-character board

from Bit 3, the Smarterm from Apple, or

Videoterm from Videx. The program

allows either one disk or two, and can be

changed to reflect new purchases.

It will support a variety of printers,

parallel or serial, from the Silentype to

Oume/Diablo/NEC for bidirectional print-

ing. It will even operate the IBM ET
Series typewriters.

There are 76 pages of instructions, 8

1/2 by U", in a secretary's binder that

stands next to the machine. There's also a

prompt card that fits across the front of

the Apple.

When you first boot The Executive

Secretary, the program asks you to answer
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some questions. This adjusts it to your

equipment.

The Commands
Beginning to type on an Executive

Secretary-initialized disk is done just by

typing tlie letter A. In place of the inverse

asterisk that signals the editing mode, a

short one-character underline appears. On
my 40-character screen, the letters appear

just as they will on the document: upper
and lower case. As you type, of course,

the words automatically wrap around to

the next line.

Across the top of the screen reads the

name of the document you've selected.

Under that in inverse letters it proclaims

"TYPE!" LEFT ARROW ERASES. 'ESC
ENDS." Hit Escape, and you're in the

Edit mode. This allows you to move from
line to line, page to page, or front to rear

of the document. At the top of the screen,

the inverse legend changes to "(A)DD
(D)ELETE (M)ARK (P)RINT
(ESC)APE."

Simply hitting A shifts you back into

the Type mode. The letter D deletes one
character or space to the right of the

cursor. Shift D deletes a word. Control-D

removes the entire Hne.

The character M marks three or more
lines of type to move, delete, or treat as a

Subfile. For example, in a lawyer's office

there are often entire pages of "boiler-

plate"—language that must be put into

contracts. Using The Executive Secretary,

these could run 3400 words long, yet be

inserted just by typing, at the left margin,

> sf SUBFILE or whatever name youVe
assigned.

Also while in the edit mode, it is possible

to run a single or double spaced rough
draft, line numbered or not, by touching

P and answering three questions.

Other edit options include going to the

numbered line selected, and a global search

and replace.

Hit Escape a second time, and the latest

version of your work is saved on disk.

It asks you whether you want to save

the new version under the original name,

under a new name, or not at all. So typing

six letters on the same subject to various

people is simple. Just change the addresses

and names, then save each version under

a new file name. Or you could type > xt

NEW PERSON at the address space; as

the printer arrives at that spot on the

document, it would go to eXTemal file

NEW PERSON and insert the correct name
and address into the document. (This is

for those with only one disk drive. More
on this later.)

Printer Commands
The Executive Secretary uses mostly

two-letter mnemonics after the right karat

( > ) to give commands to the printer.

(For standard-sized documents, there's a

ready-to-go command already set when
you want to print.)

But you can customize documents as

well. For instance:

•Mark Addresses to print out on enve-

lopes after the letter is printed;

•Advance horizontally and vertically to

specified places on pre-printed forms;

•Print documents to allow for bindings,

with wider margins on the left side of

odd-numbered pages, on the right side of

even-numbered ones;

•Set left margin, top margin and bottom
margin;

•Run page headers incorporating page
numbers, description, etc.;

•Have abbreviations up to a Hne long,

and insert them by typing .TE, for

instance;

•Center on and center off

;

•Use tabs;

•Indent;

•Have Justification on or turn justification

off;

•Change a counter for things like objects

or page numbers, where something else

might be inserted in a sequence;

•Give special commands tailored to the

particular printer, such as subscripts,

superscripts, boldface or shadow print-

ing;

•Underline if your printer is capable of

doing it.

In fact, Risken seems to be adding new
ones constantly.

Electronic Card Files

You can set up files with as many as 13

lines. An empty disk will hold close to

5(X) of these individualized cards, depending

upon whether you use 13 or 16 sector

disks. You assign a name to each line you
want to use to get up your file. Once your

master list is completed, you can sort it in

alphabetical or zip code order by any

hne, rename lines, print mailing labels,

even reports doing subtotals and totals.

The Data Factory from Micro Lab will

also work with The Executive Secretary.

Form Letters

If you have two disk drives, you can

draw information from the card file to

print customized letters. There are special

commands to the card file that mean
certain subfiles will be placed into a

document if something is so and something

else is so, but not if something else is

blank. The program will also change the

all-caps structure of the address label into

a regular upper and lower case name, if

desired.

Visicalc Option
For those who would like to incorporate

Personal Software's Visicalc formatted
reports into a document, it can be accom-
pUshed with The Executive Secretary.

Conclusion

As I say, this is the only word processing

system IVe ever operated for any length

of time. IVe used it (and misused it, Risken

would swear) practically every day for

the last five months in as many ways as I

could dream up. I have yet to lose a file

of any length, although many of my word
changes, line shifts, paragraph moves, etc.,

have caused words to drop out— as many
as three lines. The latest copy of it doesn't

seem to be as bad.

It doesn't h^ve a mathematics mode,
which at least one word processor does.

There is one solder connection to be made
for the shift key, which voids the Apple
warranty. The photographs showing how
this soldering job is done are terrible.

And at times, when you have a variety of

documents, the printer program must be

fiddled with.

Overall, though, those are the only

problems I find with The Executive Sec-

retary. It is an example of the quality of

the program that I can find so little even

to nitpick about. It is a powerful piece of

design work that can make life easier for

anyone who deals with words. Risken

continues to upgrade it, and promises to

add further connections to other software

from other firms.

ENTELEK
Educational
Software
Computer books and programs for
schools and colleges.

MATH
Computer-Based Math Lab

PHYSICS
Physics with the Computer
Computer-Based Physics Lab

BIOLOGY
Genetics with the Computer

GRAPHICS
3-D Computer Graphics

BASIC
Problem-Solving with the Computer
Fun & Games with the Computer

NAVIGATION
Microcomputer Navigation

Send for free catalog describing tliese

and other programs for the Apple M and
other micros.

ENTELEK, Dept. SW
Ward-Whidden House, The Hill

P.O.B. 1303
Portsmouth, NH 03801

Please send me your free catalog of
Educational Software.

Name

Organization

Street
.

City & State Zip
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We StartedA Software
Revolution!

A revolution begins with an
original idea. Ours was the

"

Softwaire Centre in Los
Angeles, the original

Softwaire Store and the first to

offer a comprehensive selec-

tion of CP/M® business
software, games and books—
over 1500 square feet.

It was an idea whose time
had come. And now we are m
the process of international

expansion. But until there's a
Softwaire Centre in your city,

we want you to be able to

choose from our wide array of

software and books with our
new catalog.

Software '82 Brings the
Softwaire Centre store
to you! Software '82 brings you
48 pages of the latest, most
popular software for Apple,
TRS-80, Atari, IBM, and every
other major microcomputer.
Plus an extensive selection of

microcomputer books. And all

in the convenience of your
home or office.

'.V.V '.V.V. .V.V. .V.V.* v.v<

mm

SPECIAL INTRODUCTORY OFFER!
To help you get acquainted with the

Softwaire Centre we are offering the

following products at special discount

prices.

For'credit card charges caU 213/473-1136

INTERNATIONAL

Software '82 is FREE ...

and with it you'll receive
our bi-monthly newsletter.

Plus, when you order your
Software '82 Catalog, you'll

receive a free one-year
subscription to The Softwaire

Newsletter. It's an attractive

publication that will keep you
up-to-date on new products,
sale items, reviews of the

latest software, games, books
and magazines.

CIRCLE 1 14 ON READER SERVICE CARD

Softwaire Centre, International,

Dept. 12C
11768 West Pico Blvd
Los Angeles, CA 9.0064

Yes, send me my free copy of

SOFTWARE '82 and The
SOFTWAIRE NEWSLETTER

m

SALE ITEMS RETAIL SALE
MICROPRO® Pro Pak-

Includes softcard, Ramcard,

Videx - (80 column) Card with

switchplate and CP/M book $979. $695.

MICROPRO Wordstar 495. ' 309.

MICROPRO Wordstar (Apple) 375. 259.

MICROPRO Calcstar 295

MICROPRO Calcstar (Apple) 195. 149.

MICROSOFT Basic 80 350 289.

MICROSOFT Basic Compiler . 395. ' 319.

SUPERCALC® (any format) 295.- 239.

VISICORP', Visicalc (IBM) 250. 225.

VISICORP, Visicalc (Apple or Atari) 20O 165.

PEACHTREE® (Apple)

G/L, A/P, A/R, Pay, Inventory 300. 219.

ASHTON-TATE^" D Base II (any format) 700. 595.

SUPERSOFT^ C-Ccmpiler 200. 174,

Address__
City/Zip/State.

Phnnp

I would like to order the following:

Sale Item Oty. Cost

^, 1 r\ ^ Calif. Sales tax
Check/Money Order

Visa Mastercharge Postage/Handling

(For Bank Card charge only) Total

FOR FRANCHISE INFORMATION CONTACT:
BUSINESS EXPANSIONS INTL. 213/204-5570

or write to; 9929 West Jefferson, Culver City, CA 90230

Add $2.50 postage and handling per each item
• Oveiseas-add $ 10 plus additional postage
• California residents add 6% soles tax
• CCD. ok • Prices subject to change without notice.
All items subject to availability • <B> -Migs. Trademark.

Card# Exp. Date

Signature.

Forte] iM caU 213/473-1136
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Through the Magic Window

Al Evans

From the simplest to the most sophisti-

cated, any word processing system is

basically just an electronic device for

making marks on paper. One measurement

of the ease of using a word processor is its

^^transparency"—the similarity between

what appears on the screen and what is

printed as final copy. From this standpoint,

Magic Window, written by Gary Shannon

with revision and documentation by Bill

Depew, may be the best word processing

system available for the standard 40-column

Apple II computer.

The "virtuality" (to borrow a term from

Ted Nelson) of Magic Window places you

behind a window looking at a seemingly

AI Evans, 1206 Karen Ave., Austin, TX 78757.

GPeattve coiwpafeiR^f
SOFTWARE PROFILE

Name: Magic Window

Type: Word Procei^or

Systeni: 48K Apple, Disk

Womnii Disk

Language: Machine Language

Stimmary: Very easy to use

Prtce: $100

Manitlactiirer:
Artsci, Inc,

10432 Burbank Blvd.

N. HoUywoo4CA 91601

gigantic sheet of paper— say 24" by 36".

You are at the keyboard of an enormously

powerful typewriter, with the ability to

deposit any ASCII character anywhere

on this sheet in proportionately huge letters.

You control the operation through the

keys on the keyboard (most of them usable

in two different ways), a main control

menu, and subsidiary menus used for job

formatting, filing, printing, and system

configuration.

The Magic Window master disk boots

in a single step on any Apple II system— 13-

or 16-sector. If a language card or com-

patible RAM card is installed in slot #0,

the program will load there, giving the

user about lOK of extra text memory.

When loading is complete, Magic Window
allows you to insert a text disk for automatic

system configuration then displays a

Subsystem Menu.

THE HAGIC UINDOU

BY GARY J. SHANNON

REVISION BY BILL DEPEU

COPYRIGHT (C> 1986

ARTSCI INC.

INSERT DATA DISKETTE THEH PRESS RETURN

PRESS ESC IF DISKETTE NOT AVAILABLE

The Ultimate in Show and Teil
TM

EXECUTIVE BRIEFING SYSTEM
For the Business that Wonts the Whole Picture. The

Executive Briefing System (EBS) makes it easy to

create exciting, effective visual presentations on your

Apple ][ for meetings, conferences, seminars, and

demonstrations.

Friendly Power. EBS gives you all the tools you need

to create your own computer slide shows—the best in

high-resolution text and graphics for business and

professional users. Each EBS

package comes complete with demo

diskette and step-by-step tutoria

Soy it Graphically. Add text and line

drawings to any hi-res image, or create

your own using a wide variety of sup

plied custom-designed typefaces. Fit up

to 72 characters per line. EBS features

true color text, total text positioning

flexibility, and proportionally spaced

characters

Show it Easily. With EBS you make

bootable diskette computer slide shows which run

automatically or manually, using hand controllers or

keyboard to advance, backup, or select random ac-

cess viewing of slides.

EBS odds Color to text and drawings with dramatic

special effects. Built-in support for the IDS Prism

Printer gives you color hard copy. Popular black and

white printers are also supported.

From a Source you can Trust. EBS was designed by

Mitch Kapor, creator of VisiPlot,

VisiTrend, and the moving cursor menu

and user interface widely adopted by

eaders in personal computer software.

EBS has it all, plus a few new tricks.

Seeing is Believing. Ask for a

demonstration of EBS at your local com-

puter store.

Professional Software Technology Inc.,

180 Franklin Street, Cambridge,

issachusetts 02139, (617) 497-2077

of Personol Software Inc.
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Magic Window menus are paragons of

simplicity: use the arrow keys to move a
white bar over the function you want,
press Return to execute that function.

The Subsystem Menu offers six choices:

Editor Subsystem, Format Subsystem, Filer

Subsystem, Printer Subsystem, Configur-
ation Subsystem, and Exit to Basic.

The Configuration Subsystem customizes

Magic Window for your computer and
printer. The system will use a lower-case

adapter if you have one (otherwise, capital

letters are displayed in inverse characters).

You can choose Upper Case Only for

editing text files created from Basic
programs, etc, or you can select Keypressed
Sound for a "tick" each time a key is

pressed (this helps establish the "typewriter"

illusion).

After your system configuration is

defined, it can be stored in a special file

on each text disk. It can then be loaded
semi-automatically during the startup
process as mentioned above.

Using the Program
Now weYe ready to follow a typical job

through Magic Window, from formatting
to printout.

The first step is to select the Format
Subsysytem from the Subsystem Menu.
This subsystem is used to define the "sheet

of paper" you will be using: number of

lines, number of characters per line, left

and right margins, top and bottom margins,

single or double spacing. After a format
has been defined it is normally stored on
the disk with the text that uses it.

The "sheet of paper" you define can be
from one to 84 Hnes long and from 20 to

85 columns wide. This sheet can hold
from one to 84 lines of text, each containing

20 to 80 characters.

After the format is set, Magic Window
is ready to accept input. Select the Editor
Subsystem from the Subsystem Menu and
press Return. You will see one line of

- 26
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Overall, the text

editing facilities of
Magic Window are
comprehensive,

well-designed, and very
easy to use.

data showing the present cursor position

on the page (line number and space
number) and the number of the present
page (relative to the first page of the

current text). If you have entered no text,

the rest of the screen is blank except for

the dashes representing the edges of the

"paper" and a blinking underline cursor
in the center.

One unusual feature of Magic Window
is that the cursor never moves; it stays

right in the middle of the screen. Instead,

the "paper" moves under it, just as it does
on most typewriters. Any portion of the

HAGIC HINDOM REUIEH - Al Evins

FroB tHe siapiest to the •

processAn9 svstea is basically

akin9 aarks on paper. One aeas

word processor is its -transpar

What appears on the screen and

Froa this standpoint, HAGIC MIN

revision and docuaentation i>v B

"sheet" (within the margins you have set)

can be moved under the cursor. The cursor
is non-destructive; it can be moved over
existing text without erasing it.

Text entry is similar to other word
processing systems. A carriage return is

required only at the end of a paragraph.
If you make a mistake, just backspace
and type over it. Tabs can be set and
cleared as on a typewriter, with one very
handy difference—you can tab either
forward or backward.

Editing can be performed any time
during or after text entry. The editing

commands are all control functions. For
example, control-S is "tab right" and
control-A is "tab left." The functions are
assigned to the keys in logical patterns,
rather than mnemonically. For example,
control-0 is "up one line," control-W is

"up half a screen," and control-E is "top
of file." Similarly, control-Z is "down one
line," control-X is "down half a screen,"
and control-C is "bottom of file." A large

color chart showing all the editing com-
mands is included with the Magic Window
package (Figure 1).

Magic Window uses the so-called "split

and glue" approach to editing. The "split"

command (control-T) is used to isolate

portions of text for alteration or deletion
and to open up space for insertions of any
length. The "glue" command (control-G)

DEPRESS

CONTROL KEY FOR

ALL COMMANDS

Figure 1. Magic Window editing commands. A large colored chart of these commands is supplied with the system.
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Window, continued

is then used to piece the text back

together.

In addition to these functions, the Editor

Subsystem has commands for inserting

and deleting characters, deleting and

recovering lines, copying characters from

the line above, clearing the present line,

and clearing from the cursor to the end of

the present line. There are also commands

for setting and clearing tabs, inserting blank

lines, and returning to the Subsystem

Menu.
Control-B allows you to insert a literal

control character into the text. Control-J

permits justification (flush left, flush right,

flush left and right, center). Each line is

adjusted individually, so that you can

correct "loose lines" by hyphenating words,

etc. In fact, one of the best features of

Magic Window is that you can always see

where the lines, paragraphs, and pages

will end in your file copy.

Finally, the Editor Subsystem has a

"miscellaneous" command: Control-Y,

which brings up a menu which allows you

to clear all tabs, assign a search string for

global search, assign a title line (such as a

section heading and location for a page

number), and switch between two sets of

characters not normally available which

are assigned to shift-N, shift-M, and the

*V" key. These characters include the

circumflex, the tilde, the underline, the

rigrit and left curly brackets, the right and

left square brackets, and the backslash.

Overall, the text editing facihties of

Magic Window are comprehensive, well-

designed, and very easy to use. Those

familiar with other word processors will

note the absence of "block move" and

"global replace" functions. The system

has a "global search," but the "replace" is

manual. "Block moves" are accomplished

by deleting groups of lines from one place

in the text and recovering them in another.

There is also a slightly more complicated

technique which uses "unformatted''

(sequential text) disk files.

When text entry is complete (or, if you're

the cautious type and have entered more

than you want to lose to sudden power

failure), return to the Subsystem Menu
and select the Filer Subsystem. This

subsystem allows you to load and save

two types of disk files (formatted and

unformatted), to delete files, look at the

directory for the current disk, change drive

and slot numbers, and clear the memory
for new text.

The final step in creating a document

with any word processing system is printing.

The Printer Subsystem, which is selected

from the Subsystem Menu, permits you

to print all or any part of your file on

either paper or disk.

You can select upper-case-only for

printout, specify a stop after each page

(for sheet-fed printers), and select Mark
Perforation for printing on roll paper which

is later to be cut into sheets. This is also

where you set the starting page number
(page numbers must be in the 0-255

range).

After all the parameters are set, select

Print Hardcopy. The system gives you an

opportunity to set your paper to the "top-

of-form" position. Since you already know
what the final copy will look like, the rest

is automatic.

The program will load
into the Apple language
card ifyou have one,
providing more text

memory.

and Bill Blue's ASCII Express) use the

Escape key for upper-lower case control,

and any degree of standardization is

welcome. Finally, there is one definite

advantage to using the Excape key: lines

of mixed caps and numbers can be typed

without unshifting for the numbers.

Another major advantage of Magic

Window is that it reads and writes files in

standard DOS 3.2 format. This means that

it interfaces easily with other systems,

Basic program, Visicalc. etc. For example,

Magic Window comes with a listing of a

short Basic program which will read a

"softcopy" disk file and send it to a printer.

This program can easily be modified to

merge two files, for example one containing

text and one containing addresses, in order

to create customized form letters, etc.

Magic Window "softcopy" files can also

be uploaded to or downloaded from other

computers using, standard terminal

programs.

The system has several minor, but useful,

special features. As mentioned above, the

program will load into the Apple language

card if you have one, providing more text

memory. Printer and interface commands
are entered directly into the text as literal

control characters, making it easy to use

all of your printer's capabilities. In addition,

the spaces "between the lines" are manually

accessible in the double-spaced format,

so that you can "fake" superscripts by

placing them between two lines of text.

Finally, Magic Window is a turnkey system

which will boot in a single step on any

Apple I, regardless of configuration.

Special Features

So what does Magic Window have that

other competitive systems (i.e. systems

priced under $300) don't have?

In my opinion, the most important

feature of this system is that it acts like a

typewriter. What you see on the screen is

what is finally printed on paper; there are

no arcane-looking inverse chracters, lines

of numbers separated by commas, flashing

brackets, etc. If I were going to train

somebody completely ignorant of computer

systems to use an Apple word processor,

this is the one I would choose. The actions

taken are always visible, and operation

rapidly becomes second nature.

The ^'typewriter" illusion is broken only

by the iise of the Escape key for shifting

between lower case and capitals. There

are systems in which the shift keys are

wired to perform their normal typewriter

functions. Unfortunately, this has some

drawbacks. First, fewer characters can

be accessed from the Apple keyboard if

the shift keys are used for upper-lower

pase shifting. Second, many other systems

I often use (for example, the Pascal 1.0

editor with the Paymar lower-case adapter

28

Shortcomings

So, is this a perfect system? Well, not

quite.

For one thing, the disk is "copy-

protected." Protecting a disk against

copying is inherently a theoretical absur-

dity. It doesn't hinder the knowledgeable,

and causes problems for the inexperienced

user, who is most likely to do the wrong

thing at the wrong time and wipe out a

disk.

However, I should mention that the

Magic Window disk is used only once— to

load the system. It is never accessed or

written to during normal operation, and

should therefore be safe unless exposed

to stray magnetic fields, excessive heat,

etc.

Line length is limited to 80 characters,

which could make the system unusable in

some applications. There is no way of

checking how much memory is availble,

but this is no problem after you learn how
many pages your system will hold. Finally,

there is no automatic way to change

formats in the middle of a page, for example

to insert a single-spaced quotation in block

format within a double-spaced paper.

However, this is easily accomplished by

means of tab stops and manual linefeeds.

Creative Computing Buyer's Guide
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C.O.R.P.™ writes software. Perhaps you should
read that again. Not "simplifies programming" or
"makes debugging easier." C.O.R.P. writes
APPLESOFT BASIC—complete, stand-alone
programs which run, bug-free, the very first time. You
need not type a single character of basic code—ever.
C.O.R.P. does that. Your answers to questions in simple
English "design" the program. In minutes, C.O.R.P. writes
all the program code, scrolls it to the screen and automatically
saves it to your disk Your program because you designed it.

Once written, your program runs without C.O.R.P. You may list

your program, examine it, modify it further or even sell it—as you
wish, royalty free. No mere"data base manager,"at any price, does that>

The applications are almost limitless. Your C.O.R.P. Program Generation
System will: • handle nearly as much data as your disks will hold (1 1 3K
per disk!) • find any record in less than a second • let you design your
own screens as quickly as you can move the curser around • sort, re-sort
and update your data for you • examine and re-examine your data and
then print reports, checks, invoices, statements, mailing labels, lists, memos—
you name it. C.O.R.P. allows you to use your Apple II plus as the working tool it

really is. Isn't that why you bought one?

Computers should write code. You should design programs. Now you have the power.

C.O.R.P. I features: • a data entry program generator • a full sort sub-
system • an update sub-system • a full diagnostic package • a print program
generator $235
C.O.R.P. II features: • all of C.O.R.P. I plus: • a system menu generator
complete forms letter generator • a full files editor • a system demo ^
package • an Applesoft tutorial $425^

,
language

[translator,

AUTOMATIC
, LETTER WRITER
(A^ospaceProjecJ

a

CORPORATION
900 North Franklin, Chicago, Illinois 60610

See your dealer today or
call toll-free 1-800-621-4109
(In Illinois, call (312) 943-0700)
Dealer inquiries welcome.

J . [ . R . P.

C.O.D. welcome.
C.O.R.P. is a trademark of

Maromaty Scotto Software Corporation.
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iSOFTWUS
ULTIMATE SOFTWARE PLAN

<^ We'll match any advertised price on any
item that we carry. And if you find a lower

price on what you bought within 30 days of

buying it, just show us the ad and we'll

refund the difference.

It's that simple.

Combine our price protection with the
availability of full professional support and
our automatic update service and you have
the Ultimate Software Plan.

It's a convenient, uncomplicated, logical

way to get your software.

CP/M
DISK WITH /manual
MANUAL/ ONLY

1^ (New items or new prices)
* Special price of the month.
CP/M users:

specify disk systems and formats. Most formats available.

ARTIFICIAL INTELLIGENCE®
Medical(PAS-3) $849/$40
Dental (PAS-3) $849/$40

ASYST DESIGN®
Prof Time Accounting. .$549/$40
General Subroutine. . .$269/$40
Application Utilities .... $439/$40

COMPLETE BUS. SYSTEMS®
Creator $199/$25
* Reporter $129/$20
*Both. . $299/$45

COMPUTER CONTROL®
*Fabs (B-tree) $119/$20
*UltraSort II $119/$25

COMPUTER PATHWAYS®
PearKlevel 1). $ 99/$25
Pearl (level 2) $299/$40
Pearl (level 3) $549/$50

DIGITAL RESEARCH*
CP/M 2.2

NorthStar $149/$25
TRS-80 Model II

(P+T) $159/$35
Micropolis $169/$25

PL/1-80 $459/$35
BT-80 $179/$30
Mac $ 85/$ 15
Sid $ 65/$ 15
Z-Sid $ 90/$ 15
Tex $ 90/$ 15
DeSpool $ 50/$ 10
CB-80 $459/$35
CBasic-2 $ 98/$20

D.M.A.
Ascom $149/$ 15
Formula $539/$45

GRAHAM-DORIAN®
General Ledger $729/$40
Acct Receivable $729/$40
Acct Payable $729/$40
Job Costing $729/$40
Payroll II $729/$40
Inventory II $729/$40
Payroll $493/$40
Inventory $493/$40
Cash Register $493/$40
Apartment Mgt $493/$40

MICRO-AP®
S-Basic $269/$25
Selector IV $295/$35
Selector V $495/$ 50

MICRO DATA BASE SYSTEMS®
MDBS $269/$35
MDBS $795/$40
DRSorQRSorRTL. . $269/$ 10
MDBS PKG $1295/$60

MICROPRO®
WordStar $319/$60
Customization Notes. . . $429/$na
Mail-Merge $109/$25
WordStar/ Mail-Merge. $419/$85
DataStar $249/$60
WordMaster $119/$40
SuperSort I $199/$40
Spell Star $175/$40
CalcStar $259/$na

MICROSOFT*
Basic-80 $298
Basic Compiler $329
Fortran-80 $349
Cobol-80 $629
M-Sort $175
Macro-80 $144
Edit-80 $ 84
MuSimp/MuMath $224
MuLisp-80 $174
Multi Plan Call

Manager Series Call

ORGANIC SOFTWARE®
TextWriter III $111/$25
DateBookll $269/$25
Milestone $269/$30

OSBORNE®
General Ledger $ 59/$20
Acct Rec/Acct Pay $ 59/$ 20
Payroll w/Cost $ 59/$20
All 3 $129/$60
All 3 + CBASIC-2. . . . .$199/$75
Enhanced Osborne $269/$60

PEACHTREE®
General Ledger $399/$40
Acct Receivable $399/$40
Acct Payable $399/$40
Payroll $399/$40
Inventory $399/$40
Surveyor $399/$40
Property Mgt $799/$40
CPA Client Write-up. . .$799/$40
P5 Version Add $129
MagiCalc $269/$25
Other less 10%

SOFTWARE WORKS*
* Adapt (CDOS to CP/M ) . $ 49/$na
*Ratfor.. . $ 68/$na

SOHO GROUP®
* Match Maker. . .

.

Worksheet
.$ 89/$20
.$159/$20

STAR COMPUTER SYSTEMS
G/L, A/R. A/R Pay $ 359

•^AII4 $1129
»^ Legal Time & Billing . $ 849

Property Mngmt $ 849

STRUCTURED SYSTEMS*
Business Packages,
Call for Price

SORCIM®
SuperCalc $269/$na
Trans 86 $115
Act $157

SUPERSOFT*
DiagnosticI $ 49/$20
Diagnostic II . . $ 84/$20
Disk Doctor $ 84/$20
Forth (8080 or Z80). . . .$149/$30
Fortran $219/$30
Fortran w/Ratfor $289/$35
C Compiler $174/$20
Star Edit $189/$30
Other less 10%

TCS*
GLorARorAPorPay. .$ 79/$25
All 4 $269/$99
Compiled each $ 99/$25
Inventory $ 99/$25

UNICORN*
Mince $149/$25
Scribble .$149/$25
Both $249/$50

WHITESMITHS®
"C Compiler $600/$30
Pascal (inci "C") $850/$45

"PASCAL'
Pascal/MT+ Pkg $429/$30
Compiler $315
Sp Prog $175
Pascal/Z $349/$30
Pascal/UCSD 4.0 $670/$50
Pascal/M $355/$20

"DATA BASE'
FMS-80 $649/$45
dBASE II $595/$50
Condor II $899/$50

WORD PROCESSING'
WordSearch $179/$50
SpellGuard $229/$25
VTS/80 $259/$65
Magic Wand $289/$45
Magic Spell $269/$25
Spell Binder $349/$45
Select $495/$na
TheV\tord $ 65/$na

"OTHER GOODIES

'

Micro Plan $419/$na
Plan 80 $269/$30
Target $189/$30
BSTAM $149/$na
BSTMS $149/$na
Tiny 'C" $ 89/$50
Tiny "C " Compiler $229/$50
Nevada Cobol $ 1 79/$25
MicroStat $224/$25
Vedit $130/$ 15
MiniModel $449/$50
StatPak $449/$40
Micro B+ $229/$20
Raid $224/$35
String/80 $ 84/$20
String/80 (source) $279/$na
ISIS CP/M Utility $199/$50
Lynx $199/$ 20
Supervyz $ 95/$na
CP/M Power $ 75/$na
Mathe Magic $ 95/$na

APPLE II®

INFO UNLIMITED®
EasyWriter (Prof) $ 159

^Datadex $129
EasyMailer (Prof) $129
Other less 16%

MICROSOFT®
Softcard (Z-80 CP/M). . $298
Fortran $179
Cobol $499
Tasc $139

MICROPRO®
Wordstar ."$269

MailMerge $ 99
Wordstar/MailMerge . $349
SuperSort I $159
Spellstar $129

PERSONAL SOFTWARE/
VISICORP®

Visicalc 3.3 $199
*^Desktop/Plan II $199
Visiterm $ 90

i^Visidex $199
Visiplot $180

'Visitrend/Visiplot $259
.^Visifile $169

PEACHTREE*
G/L, A/R, A/P Pay or
Inventory (each) $224/$40

"OTHER GOODIES
*VU #3R

(usew/Visicalc) $ 49
*Context Connector

(usew/Visicalc) $ 99
Micro Courier $219
Super-Text II $127
Data Factory $134
DB Master $184

16-BIT SOFTWARE
8086 SOFTWARE

*^ Supercalc
Call for others

$269

ORDERS ONLY-CALL TOLL FREE VISA • MASTERCHARGE
1-800-854-2003 ext. 823 • Calif. 1-800-522-1500 ext 823

Outside Continental U.S.— add $10 plus Air Parcel Post • Add $3.50 postage and handling per each item
• California residents add 6% sales tax • Allow 2 weeks on checks, CCD. $3.00 extra • Prices subject to change
without notice. All items subject to availability • ®—Mfgs. Trademark. Blue Label $3.00 additional per item.

THE DISCOUNT SOFTWARE GROUP
6520 Selma Ave. Suite 309 • Los Angeles, Ca. 90028 • (213) 837-5141

Int'l TELEX 499-0446 DISCSOFT LSA • USA TELEX 194-634 (Attn: 499-0446)
TWX 910-321-3597 (Attn: 499-0446)

Window, continued...

Conclusion

When I retired my typewriter, I bought

a printer, a lower-case adapter, and a

copy of a well-known word processing

system for the Apple. The printer and

lower-case adapter worked fine. The word-

processing system would work for several

hours, then wander off into never-never

land, leaving pages of text still stored in

memory. Although I could find the text

in memory and BSAVE it, this system

used a non-standard DOS (another "copy-

protect" feature), and there was no way
to get the text back to the word processor.

A week later, I gave up and went shopping.

After extensive comparison I bought Magic

Window.
Am I satisfied? Well, I've had Magic

Window for about four months. In that

time I've used it in translating about 400,000

words of French and Italian scientific

material and in writing three magazine

articles. My income depends primarily on
these words, and Magic Window has never

lost one of them. Every part of the system

always does precisely what the instructions

say it will do. Operation is so easy and

predictable that my typing speed has

increased 40%
In this time, I have also tested several

more expensive microcomputer-oriented

word processing systems and one "dedi-

cated" word processor. For my purposes.

Magic Window compares favorably with

the best of them.

I highly recommend Magic Window for

any type of document preparation and

general sequential textfile handling which

requires no more than 80 columns of text.

In brief. Magic Window is a well-

designed, well-documented, versatile, and

very dependable system.

Oycartoofls by]

"I'll give you an estimate on computerizing your
business as soon as I evaluate these notes I've

jotted down.

"
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The story behind the two best selling

computer games books in the world.

Computer
Gaines

by David H.Ahl

Everybody likes games. Children Jike tic

tac toe. Gamblers like blackjack. Trekkies
like Star Trek. Almost everyone hasa favor-

ite game or two.

It Started in 1971

Ten years ago when I was at Digital

Equipment Corp. (DEC), we wanted a pain-

less way to show reluctant educators that

computers weren t scary or difficult to use.

Games and simulations seemed like a good
method.

So I put out a call to all our customers to

send us their best computer games. The
response was overwhelming. I got 21 ver-

sions of blackjack, 15 of nim and 12 of

battleship.

. From this enormous outpouring I se-

lected the 90 best games and added 1 1 that

I had written myself for a total of 101. I

edited these into a book called 101 Basic
Computer Games which was published by
DEC. It still is.

When I left DEC in 1974 I asked for the
rights to print the book independently.
They agreed as long as the name was
changed.

Introduction Hi-Lo

The Basic Language High l-Q
Contents of Basic Computer Games (right) Conversion to Other Hockey
and More Basic Computer Games (below). Basics Horserace

Acey Ducey Hurkle

Amazing Kinema
Animal King

Awar! Letter

Artillery-3 Life Expectancy Bagels Life

Baccarat Lissajous Banner Life For Two

Bible Quiz Magic Square Basketball Literature Quiz

Big 6 Man-Eating Rabbit Batnum Love

Binary Maneuvers Battle Lunar LEM Rocket

Blackbox Mastermind Blackjack Master Mind

Bobstones Masterbagels Bombardment Math Dice

Bocce Matpuzzle Bombs Away Mugwump
Boga II Maze Bounce Name
Bumbrun Millionaire Bowling Nicomachus

Bridge-It Minotaur Boxing Nim

Camel Motorcycle Jump Bug Number

Chase Nomad Bullfight One Check

Chuck-A-Luck Not One Buliseye Orbit

Close Encounters Obstacle Bunny Pizza

Column Octrix Buzzword Poetry

Concentration Pasart Calendar Poker

Condot Pasart 2 Change Queen

Convoy Pinbail Checkers Reverse

Corral Rabbit Chase Chemist Rock. Scissors, Paper

Countdown Roadrace Chief Roulette

Cup Rotate Chomp Russian Roulette

Dealer s Choice Safe Civil War Salvo

Deepspace Scales Combat Sine Wave
Defuse Schmoo Craps Slalom

Dodgem Seabattle Cube Slots

Doors Seawar Depth Charge Splat

Drag Shoot Diamond Stars

Dr. Z Smash Dice Stock Market

Eliza Strike 9 Digits Super Star Trek

Father Tennis Even Wins Synonym
Flip Tickertape Flip Flop Target

Four In A Row TV Plot Football 3-D Plot

Geowar Twonky Fur Trader 3-D Tic-Tac-Toe

Grand Phx Two-to-Ten Golf Tic Tac toe

Guess-It UFO Gomoko Tower
ICBM Under & Over Guess Train

Inkblot Van Gam Gunner Trap

Joust Warfish Hammurabi 23 Matches
Jumping Balls Word Search Puzzle Hangman War
Keno Wumpus 1 Hello Weekday
L Game Wumpus 2 Hexapawn Word

Converted to Microsoft Basic

The games in the original book were in

many different dialects of Basic. So Steye
North and I converted all the games to

standard Microsoft Basic, expanded the

descriptions and published the book under
the new name Basic Computer Games.
Over the next three years, people sent in

improved versions of many of the games
along with scores of new ones. So in 1 979,
we totally revised and corrected Basic
Computer Games and published a com-
pletely new companion volume of 84 ad-

ditional games called More Basic Com-
puter Games. This edition is available in

both Microsoft Basic and TRS-80 Basic for

owners of the TRS-80 computer.
Today Basic Computer Games is in its

fifth printing and More Basic Computer
Games is in its second. Combined sales are
over one half million copies making them
the best selling pair of books in recrea-

tional computing by a wide margin. There
are many imitators, but all offer a fraction of

the number of games and cost far more.
The games in these books include classic

board games like checkers. They include

challenging simulation games like Camel
(get across the desert on your camel) and
Super Star Trek. There are number games
like Guess My Number, Stars and Battle of

Numbers. You'll find gambling games like

blackjack, keno, and poker. All told there

are 185 different games in these two
books.

Whether you're just getting started with

computers or a proficient programmer,
you II find something of interest. You'll find

15-line games and 400-line games and
everything in between.
The value offered by these books is out-

standing. Every other publisher has raised

the price of their books yet these sell for

the same price as they did in 1974.

Moneyback Guarantee

Examine one or both of these books and
key some games into your computer. If

you're not completely satisfied we'll refund
the full purchase price plus your return

postage.

Basic Computer Games and More Basic

Computer Games are $7.95 each. More Basic

Computer Games only is available for Micro-

soft and TRS-80 editions (please specify your

choice.) If you purchase both books the price is

only $15.00. Send payment* plus $3.00 post-

age and handling to Creative Computing,

Dept. SG29, 39 E. Hanover Avenue, Morris

Plains, N.J. 07950. Orders may also be

changed to your Visa, Mastercard or American

Express account— by mail include credit card

name, number and expiration date, or if you

prefer, use our 24-hour toll-free number, 800-

631-8112. In N.J. only 201-540-0445.

*N.J. Residents add 5% sales tax.
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Word iProcessing
with, the
Radio Shack TRS-80
The TRS-80 is a good choice for word

processing. It is reasonable in price, has

inexpensive, quality seryice available within

a few miles of most of the U.S. population.

there are at least three excellent software

packages for word processing, and a wide

selection of printers can be easily interfaced

to the TRS-80.

Creative Computing magazine is pro-

duced by TRS-80 computers. We use an

interface from Irwin Gretc^ko (G2 Enter-

prises. 255 W. 90th Street, New Yoi-k,^NY

10024) to connect & TRS-80 computer
to an AlphaComp typesetter. The system

also has an Omikron 8" drive system

installed. (The interface boards, two 8''

drives. CP/M operating system. MBasic,

and Phoenix Word Processing system sell

as a system for $1700 from Omikron ( 1 127

Hearst Street. Berkeley. CA 94702.) We
are able to prepare Electric Pencil files

on our CP/M systems or Scripsit and
Electric Pencil files oti our TRS-80 systems

and dump them directly into the typesetter.

Nearly every article in the magazine has

been prepared this way for the past year.

We are currently installing a micro-

Composer interface ($1500 from Cove View
Press, Box 637, Garberville, CA 95440) to

connect another TRS-80 computer to a

Compuwriter typesetter. In addition, we
are installing an auto answer modem on
another system to allow us to receive

ASCII files over the telephone, edit them
on the screen, and typeset them all by

computer.

In this section, we review Scripsit.

Electric Pencil, and Lazy Writer, the best

known word processing programs for the

Radio Shack computers. We also review

two programs that add extra features to

Scripsit. Scripmod and Superscript. We
conclude the section with the experience

of Bill Horvath, a consultant who uses a

Radio Shack system for his business

correspondence.—George Blank

Pexicilvs Scripsit

Ian Hodgson

The combination of the TRS-80 and

Electric Pencil has been a very popular

one for a couple of years now, and I have

Sometimes, the
program tfombs in a
manner reminiscent of

a ptiotqn lx>mb
flitting a Kiingon s/i/p.

been using it for quite a while to produce
manuscripts, and tests and reviews for my
students. It is so much faster and less

Ian Hodgson, 296 Malcolm Circle, Dorval, Que.,
Canada H9S 1T7.

frustrating than a typewriter that I didn't

begin to notice its shortcomings until

recently.

One of Pencil's problems seems well

known: that is. its tendency to drop letters

when a fast typist reaches the end of a
line, and the last word jumps to the
beginning of the next. During the juliip,

the keyboard is ignored, so characters
typed are lost. It can be quite frustrating

to have to slow down at the end of each
line. Some of its other limitations are just

as annoying. For instance, if you type a

line which has no spaces in it (say you
want to underUne a long title with dashes,

for example), when you reach the 65th
character the line will just disappear.

Sometirries, the program bombs in a
mariner reminiscent of a photon blast

hitting a KHngon ship. This problem also

occurs if you try to edit a Basic file (from
disk) where the lines have been compressed
to save time/space. Another limitation

appears when you try to use Pencil to set

up tables or charts that are more than 64
characters wide. In this case the hnes
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Scripsit, continued...

wrap around, and it is very hard to tell

where the columns are. The same limitation

makes ifhard to tell wheti a word is going

to be at the end of a line, so that you may
end up with a number on one line, and its

units on the next, and you might get "60''

and ''mph" on the next. This doesn't cause

much trouble in regular text, of course,

but in technical writing it is awkward.
Another difficulty arises when you want

to indent a block of text, or change printing

format during a print run. You can't; at

least, not without stopping the printing

and resetting parameters. And have you
noticed that if you end a paragraph by
hitting Enter, just after the last word has

wrapped around, the cursor returns to

the beginning of the same line rather than

the next?

Finally, how many times have you saved

a long, long text file and then discovered

the next day that you forgot to set the

cursor to the beginning before saving and
it is all gone?
Now none of these problems is insur-

mountable; in fact, the whole system is

so much easier than a typewriter that I

usually sing its praises loudly. But, occasion-

ally, the thought would cross my mind
that maybfe, just maybe, there was some-
thing better. Now just as these thoughts

were ripening, I looked through the Radio

Shack catalogue, and lo and behold, there

was "Word Processor Disk." The very

brief blurb seemed to indicate that it would
eliminate some of the problems 1 was
having. Not only that, but it was, at $99.95,

about $50 less than disk Pencil. But, would
it work with lower case? I dropped by the

local Radio Shack computer center and
looked at the manual. Yes. if you have
the offical Radio Shack lower case modi-
fication, Scripsit (as the program is called)

will handle lower case. Now came the

risk. It was going to cost.me $100 to see if

the official lower case mod was similar to

the Pencil mod that so many of us have
already done. The answer— YES! My
money was not spent in vain. It worked
perfectly.

For those of you who don't know about

these lower case modifications: the char-

acter generator in the TRS-80 has both

upper and lower case letters, but to save

a bit of money, the folks at Radio Shack
left out one memory chip (a 2102) thus

leaving only 7 bits rather than 8 for screen

memory. Bit 7 is used to indicate graphics

mode, so only 6 are left for characters.

This is not enough for a full 96-character

ASCII set, so they "fake" the missing bit

with a couple of gates, and all letters

print in upper case. The lower case

modification consists of deleting the fake

bit and adding an extra memory chip,

thus allowing a full character set to be
displayed.

It takes a while to learn how to use

Scripsit. In fact, the program comes with

a set of six one-hour lessons on audiio

cassette, and the manual is designed around
these lessons. This does make the manual
a bit cumbersome for those of us who try

to look things up without taking the self-

teaching course, but there is a summary
at the back which answers most ques-

tions.

The entire screen
scrolls to the left, and

continues doing so until

you reach the end of
the defined line.

Scripsit also comes with a set of stick-

on labels for your keyboard, which make
it much easier to remember whcit all the

control keys are, and a quick reference

hst of all instructions. But let's find out

what the program does. I will concentrate

mostly on those characteristics which differ

from Electric Pencil, but a more complete
list of Scripsit functions is giveil in Figure

1.

The first thing I tried was to type at

about 100 wpm and see how many letters

were missed on wrap ardund. None! True,

the last word did diisappear for a second
or so, but when it came back all the

letters I had typed were there. Score one
for Scripsit.

Then I wanted to see what horizontal

scrolling was all about. In Scripsit you
can define the screen width to be anything

you want up to 132 characters. It is usually

advantageous to set it the same as your
printer width, if you are typing anything

that needs special formatting. When you
reach the end of the 64-character video
line while typing, the entire screen scrolls

to the left, and continues doing so until

you reach the end of the defined line, at

which point it jumps back to the right

again. (Score one mbre—when you get to

the end of a line with no spaces, Scripsit

just continues on the next line.) So when
you set up tables or exam questions, or
want to see which word is at the end of a

line, you can see just what you will get.

There is a WINDOW command which
allows you to move the screen in any
direction without typing characters. As a
further aid in setting up columns, you can
set tabs in as many positions as you want,
and the tab locations ai'e visible as dots in

a solid line that run across th^ bottom of

the screen.

Figure 1. Scripsit commands.

COMMAND GROUPS OTHER COMMANDS
Cursor motions: left Set video width

right Set paragraph indent

up Tab set

. down Upper case lock

end of file Window up
top of display Window down

Terminations: end of Hne Window left

end of paragraph Window right

en4 of page Global replace

Deletions: character Global delete

word Global search

line Repeat (works with all

blanks comniands)
paragraph >*comment line

block define header block

unmark block define footer block
to end of text define page # block

Insertions: character define hyphen block
line define block

Exchanges: words end block

paragraphs remove hyphens
blocks save to disk

LabelUng: open block save to tape

close block save iti ASCII form
Information: cursor Hrie ^? lo^d from disk

length of document? load froin tape

niemory left? load and append
Printing: Print

Print to serial port

Print with page pauses

Print "invisible"
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The screen width command is also used
for hyphenation. This command allows

you to determine the best place to

hyphenate words to tighten up lines. It is

not a fully automatic system with memory
tables, like some, but simply stops at each
potential word and allows you to decide.

To use the command you simply define

the screen width to be the same as your
printer width, define the block you want
hyphenated, and enter the H command.
The cursor will stop at the first appropriate

word. You may hit "-" to insert a hyphen,
left arrow and then "-" to insert one earlier

in the word, or "enter" to leave it alone.

The cursor will proceed from word to

word until the block is finished. These
hyphens are stpred with bit 7 set so that

they can later be recognized and deleted

if you want to change the print width.

Figure 2. Scripsit page formatting commands.

Another major advantage of Scripsit

over Electric Pencil is that all output
formatting is controlled by commands
embedded in the text. Each such command
hne is preceded by a > sign, which must
be the first character on the line. This
means that you can change forinat as
many times as you want during a printout.

The format commands are listed in Figute

2. A sample text file with comniands is

shown in Figure 3a, while the resulting

printout is shown in Figure 3b. Important
improvements over Pencil include vertical

centering (good for writing letters), para-

graph spacing (which can differ from Hne
spacing), flush right mode (also called

ragged left), automatic horizontal centering

(good for title pages) and "window sup*

press." This last command forces the printer

to a new page if the last line on the previous

page would start a new paragraph.

Set page length Set left margin
Set right margin Set top margin
Set bottom margin Set line spacing
Justify text paragraphs Set lines between

Center text Print flush right

Center vertically Suppress printing x

Enable printing Widow suppress

Begin header on page... Begin footer on page...

Turn on/off header Turn on/off footer

Beginning page number

Figure 3a.

>*C(),MMENr LIMES CAN BE INCLUDED IN THE FILE, and they_
>*don^t print in the final copy._
>VC=N_ '

,
,

.

SCfUPsn allows you to change print format by imbedding
commands in thPt text. The default format has a left margin
of 12, right margin of 72, and is justified and vertically
centered. Thiis paragraph is orinted in the default fSfftit,
although it is not vertically centered.^

>C=iM J=Y LM=2b kM=59_
Long quotes are often inset from the body of a report as
shown in this example. Many text editors make it possible
to do this easily.

_

.. .

>J=N LM=12 Ra1=72^
Another format is "ragged right" (or flush left). Justifi-
cation is turned off, and, if desired, the lines can be
evened out by hyphenating words. This paragraph is printed
in the ragged right mode._

Flush right (sometimes callpd ragqed left) is anothpr
print mode available on SCRIPSIT. It is most often used for
page headers or sometimes for labelling diagrams. Text
printed this way looks a bit unusual, hut could be used for
decorative purposes.

_

>Fk=N C=Y_
Centered text is useful for page numbering,

_

title pages, and similar usek. It is not justified.
Justified centered text can be_
accomplished by setting appropriate left and right margins.
Notice that all_
of these changes, and many more, can be set during printing
by means of* Imbedded commands.

_

Creative Computing Buyer's Guide 36

The Aspen Software Company Spelling Checker.

+
QRAMMATik

beyond Spelling Checking

tHE ONLY COMPLETE
PROOFREADING PACKAGE

FOR AbL CP/M, MS-DOS,
AND TRS*80 WORD PROCESSORS

We'll match Proofreader with any other

spelling checker on the market. It has a big

38,000 word expandable dictionary, and can

check even your largest documents in under

four minutes. Proofreader looks up every

word, and does not use less accurate root

word analysis like some others. Full inter-

active correction is standard on CP/M and

TRS-80 Model II systems, and is a low cost

option for the TRS-80 Model l/III.

Spelling checking alone is not enough! No
one else has anything like Grammatik! It

analyzes your document for common typos,

punctuation errors, misused phrases, and

poor writing style. Grammatik is receiving

rave reviews from both critics and users.

Bob Louden in InfoWorld (12/7/81):

'•Grammatik is a surprisihgly fast and easy

tool for analyzing writing style and punctu-

ation. If you are currently doing original

writing on a word processor, you should

consider this product." Eric Balkan in

The Computer Consultant: "I'm impressed

with the imagination that went into this

product." A user: "Thanks for making my
life easier!"

Grammatik and Proofreader ' are compatible with all

CP/M. MS-DOS (including IBM PC), and TRS-80 word

processors.

Current CP/M formats:

standard 8", NorthStar, Omikron TRS-80.

Please call or write for details of minimum systbm

sizes, aiid availability of additional disk and operating

system formats. Shipping costs included.

Please specify your system configuration when
ordering. Dealer inquiries invited.

MS-DOS versions scheduled for March 1982 release.

Proofreader Grammatik
$129.00 $149.00
$99.00 $99.00
$54.00 $59.00

(Model I/III interactive correction option - $30.00)

CP/M, MS-DOS
TRS-80 Model II

TRS-80 Mod. I/III

Trademarks: CP/M: Digital Research; TRS-iSO: Tandy Corp.;
Proofreader. Grammatik: Aspen Software Co.

T.M.

P.O. Box 339-C, Tijeras, NM 87059
(505)281-1634
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Scrfpsit, continued \

SCklPSIT allows you to chanqp print format Imh^ddinn
comnands in the text. Ihe default format has a left ^arnin
of 12, riqht margin of 72, and is justified anci vertically^
centered. This paranraph is printed in the default format,
although it is not vertically centered*

Long quotes are often inset from
the body of a report as shown in
this example. Many text editors
mal^e it possible to do this
eas i ly

.

Another format is "raqged riqht" (or flush left). Justifi-
cation is turned off, and, if desired, the lin^s can be

evened out by hyphenatinq words. Ihis paraqraoh is printeri
in the ragged right mode.

Flush right (sometinps c.^lle^* racaed left) is another
print mode available on SCHlPbTl'. It is most often used for

paqe headers or sometimes for labelling diagrams, iext
printed this way looks a bit unusual, but could b^ user-f for

decorative purposes.

Centered text is useful for paqp numherinq,
title pages, and similar uses. It is not justified.

Justified centered text can be
accomplished by.settinq appropriate left and riqht marqins.

Notice that all
of these changes, and many more, can be set during printing

by means of imbeo'dpd commands.

Figure 3b.

Putting > * at the beginning of a line

allows you to insert comments (which will

not be printed) in the text.

Scripsit allows more flexible page titling

than Pencil. In Pencil, you may use one
line (less ten spaces for the page number)
for a title which will appear at the top of

each page, followed by the page number
at the top right corner. Scripsit lets you
have multiline (up to 16) headers and/or
footers, and the page number can be
anywhere you want at the top or bottom
of each page. You can also format the

page number, so you cduld have "PAGE
3," "page 3," "p. 3," or even "This is page
3" if you wish. The headers and/or footers

may be on every page, on even pages, or

on odd pages, and you can have a different

heiader on even and odd pages, so thai

you could have, say, the chapter number
on the right-hand pages and the topic on
the left-hand ones, with the page numbers
on every page. Footnotes can be done in

Scripsit, but not easily, a^ it does not have
sjpecific provision for them. Headers and
footers can be turned on and off or changed
at will anywhere within the t^xt.

Entering text in Scripsit is very much
the same as in Pencil, but whereas Pencil

zeroes all of RAM for a biiffer before you
start, Scripsit does not. In fact, Scripsit

starts you off with 60 blanks (spaces) in

the text buffer and yoii type over them.

When you use them up it gives you 60

more, and so on (the letter you are typing

disappears for a tiny fraction of a second

while this happens, but you don't lose it).

You cannot advance the cursor past the

buffer area. This leads to one slight

inconvenience. If you have a terminated

line, such as one ending with ENTER at

the end of a paragraph, you cannot move
the cui*sor pa^t the end of that line unless

you use the "insert line" command to put

60 blanks there. In fact, there is no multiple-

insert mode as there is in Pencil, so to

insert a word you press "insert line," then

type in the word, then hit CLEAR to

eliminate the excess blanks. It sounds a

bit inconvenient, but you rapidly get used

to it, and the insert mode in Pencil is not

much better, especially if you are inserting

at the beginning of a long file, in which
case the entire file moves after each letter

and insertions are painfully slow. In both

editors, after you finish inserting the first

line, more space automatically opens up
one line at a time.

In Pencil you can define a block of text

and then delete it or move it to another

location. This allows you to rearrange tHe

order of what you are writing and makes
short work of editing. Scripsit allows you
to do this with multiple blocks, as each is

identified by means of a letter. There is

also an "exchange block" command >yhich

is very useful.

Scripsit also allows you to exchange
paragraphs or words. The procedure is

the same in each case: simply place the

cursor anywhere in the second paragraph

(dr word) and hit "exchange paragraph"

(or "exchange word") and the job is done.

This allows easy tidying of sentences that

might read better if the words were
reordered.

The Electric Pencil supports two printer

drivers. If a hue printer is connected to

the parallel port, it will be driven more or

less normally. I say "mdre or less" because

Pencil supplies line feeds after carriage

returns and the Radio Shack line printers

will double space in this mode, which is

fine if you want double spacing, but Pencil

will then give you pages twice as long as

normal too. There is a special command
(SX) to fix this, but it allows single-spacing

only, and requires reloading of Pencil to

change once it is set. (Pencil seems really

to be set up to use the TRS-232 interface,

which does software timing and outputs

300 baud ASCII via the cassette port. It

will automatically switch to this mode if

there is no line printer.

There are three print commands in

Scripsit. "P" will send output to the line

printer, in completely Centronics (i.e. Radio

Shack) compatible form. "P,S" will send

the output to the RS-232 port on the

expansion interface. Adding the ",I" suffix

to either of these will print the entire file,

including formatting commands and com-

ments. Unfortunately, Scripsit assumes that

your serial printer supplies its own line

feeds. Mine doesn't, and using double-

line spacing to overcome the problem

gives you pages half the normal length;

just the reverse of Pencil's problem. Score

-1 for Scripsit.

On the plus side, though, if you want to

use single sheets of paper (for example,

letterhead) in your printer, adding a ",P"

suffix to any of the print commands will

cause output to stop at the end of each

page while you put in a new sheet. One
nice feature is that Scripsit always scans

the "clear" key, which is used to abort

commands in progress. This key is even

scanned during printing, while the program

waits for the hne printer "busy" Hne to

clear, so you can regain control even if

your printer stops, runs out of paper or is

unselected. Normally this would require

rebooting and wovild imply loss of your

file. (This is what happens with Pencil.)

When you load a file the first time from
disk, Scripsit remembers its filespec and

drive number until it is changed. Saving

the modifed file is just a matter of typing

"break" then "S". Scripsit will even
remember the drive number on which it

found the file if you didi^'t specify it, and
append that numbe|^, to the filespec so

that when you save the file again it will be

saved on the diskette from which it

originally came. The cursor does not have

to be moved to the beginning of the file!

It quickly becomes a habit to type "break

S" every few minutes to back up the file

onto disk in case of power failure or what

have you. Similarly, if you have botched

the file since last loading it, "break L" will

reload the original. The current file name
can be ascertained with the "break ?N"

command. Commands for saving to and
loading from cassette are also included.

Although there are ways to do it. Pencil
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Word
HANDLER"

IS SIMPLYTHE
BESTWORD

PROCESSING
SOFTWARE

I COULD FIND
ANYWHERE
BYFAR.Z

William R. Moronev. President

ectronics Funds Transfer Associaticxi

The WORD HANDLER " displays:

lower and upper case • underlining • superscript

bold face • unlimited tabs • even justification

all on the screen as they will appear on paper

without any additional hardware
or hidden costs!

Silicon Valley Systems

1625 El Camino Real • Suite 4
Belmont California 94002 • (415) 5934344
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Scripsit, continued...

is hard to use with Basic files. If you try to

load a Basic program or data file into

Pencil it doesn't load, and DOS ERROR
22 appears. (The Pencil fix included with

the VTOS operating system overcomes
this problem, and also allows Pencil to

operate with NewDOS, which it doesn't

normally do either). The problem of lines

longer than 64 characters without a space

still remains even if you do get the file

loaded, though. On the other hand, Scripsit

operates perfectly with Basic program and

data files (except that I haven't found a

way of entering an up-arrow for exponentia-

tion) or any other ASCII files. There is

even a special ASCII save command in

Scripsit so that Basic-compatible files will

be produced. This is necessary because

all command characters (such as paragraph

ends, etc.) are normally stored in Scripsit

files with bit 7 set, which would cause

confusion since Basic would be looking

for hex CD to terminate lines and would

see hex 8D instead. In the ASCII mode,
bit 7 is not set. When you load an ASCII
file into Scripsit it will determine the control

characters from the context, and set bit

7. (Scripsit did not originally work properly

with NewDOS, failing to load the last

Scri/jsit operates
perfectly with Basic

program and data files.

record of a file, but patches to Scripsit

are now suppHed with NewDOS 80.)

Incidentally, Scripsit works fine with

Pencil files, although you will have to add
the formatting commands. And the VTOS-
fixed Pencil works on Scripsit files too,

within its limitations.

Well, I seem to be running the risk of

writing an instruction manual here, so I

guess I'll call it quits. Which one should

you use? If you have both you may find

Pencil fine for short jobs— say, typing a

quick letter— and, of course, it lets you
use the TRS-232 interface. It also allows

you a bit more freedom in moving the

cursor around to insert text past the end
of a line. But, for those of you with no
editor yet, I can only see one reason for

buying Electric Pencil: it is a smaller

program (6K or so compared to lOK) and
allows you more text space (4K is about

one single-spaced typewritten page). This

is no problem at all on a 48K system, but

is worth considering if you only have 32K.

Pencil has several bugs, doesn't do half of

what Scripsit does, and costs 50% more.

With Radio Shack software often rumored
to be, it comes as a pleasant surprise to

find a dynamite text editor for a modest
price right in their catalogue.

Tliouglits on Scripsit
The following is part ofa letter sent to John L Snodgmss,

Jn, manager of Radio Shack Computer Services, by Peter

J. Brennan, WorldtecK P O. Box 834, Grade Station, New
York, NY 10028.

I find that 1 can type a great deal faster with Scripsit

than Pencil. It does not drop characters at the beginning

of the line and does not have any keybounce whatever,

which in Pencil is a big problem for two-fingered typists

like myself. The hypenation feature is useful though

cumbersome. Other features that undoubtedly make the

program very versatile also make it far more difficult to

learn to use than Pencil Formatting is driving me up the

wall. Indeed, I have made some standard formats and

saved them on di^« When I want to type, I load in the

format, change the date on the header and start typing.

There are some problems and also some features lacking

that I would like to see added:

1)?M gives me 32,608 characters free on start-up of my
48K two-drive system. The manual says the maximum
figure, which 1 think I have, should be 36.909. That's quite

a difference and one that matters to me since my standard

manuscript will not fit entirely in memory with Scripsit but

fits fine in Pencil. I wish I understood the difference.

2) I have an Anderson-iacobson AJ-841 parallel printer,

which, as you know, has Z-80-based electronics and an

IBM Selectric front end. It runs beautifully with the fRS-
80, or has. It doesn't run very well with Scripsit. Apparently

it drops the first line feed after carriage-return-with-line-

feed, LS=2 gives single spacing but the computer counts

double so the page ends in the middle of the sheet. To
make one blank line, one must make two line delimiters.

LS—3 gives double spacing but also a miscount that ends

the page far up the sheet. With a long mamiscript that 1

had to get out in acceptable form, 1 was tearing my hair

out. I finally set page length at 35 and set the printer

mechanically to double space. It worked but is not an

acceptable long-term solution. Single-space works fine.

3) I caa build and save a much larger text than I can

load back into the machine from disk. It saves fine, but

then "L" gives me "NO MORE ROOM." Fortunately, I

have "Superzap*' and was able to identify and zero out the

last disk sector of the text and then load the truncated

version. What does one do if one does not have a way to

get into the disk? The manual ^oi^d emphasize this problem.

Perhaps the program could be modified to flash a warning

as the text in memory approaches a quantity that could

not be safely saved and reloaded.

4) The instructional tapes with the manual are very

helpful for getting one started. But the manual alone is not

very good. It needs a lot more descriptive text and more
examples of different types of formatting, problems that

can arise and the like.

5) DOS allows one to work direcdy from the disk. You
can print and read actively off the disk, I had hoped that

some of this capability would be carried into Scripsit so

that one would not be confined to working only with what

is in memory, as is also the case with Electric Pencil and

the main criticism of the program. I want to be able to

take addresses and file copy from disk and mix and match
it with form text on another disk or in memory to print out

customized documents. I feel the TRS-80 disk system has

that capability. I am disappointed that Scripsit has not

capitalized on it. Are there plans to do so in some later,

updated version?

Despite my carping, I am on the whole satisfied with

Scripsit. 1 feel, though, that such advantages as it has over

Pencil come at the cost of far greater complexity. I would

like to see all the formatting commands and instructions

put in a separate subprogram instead of as part of the text,

for example, displayable on command on that bottom line.

I am also satisfied with the TRS-80, more than satisfied.—

PeterL Brennan O
: u i

........................^ ,.,-M,«
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DOS FEATURES

• A 252+ page technical manual with index and detailed table of contents.

• Commands SYSTEM and PDRIVE allow the user to configure/customize

his/her own DOS
• Depending on installed hardware, NEWDOS/80, via the PDRIVE com-

mand, supports within one system, mixtures of single/double density,

single/double head, 5 or 8 inch drives with single/double volume

diskettes of up to 7680 standard 256 byte sectors. 80 track drives can

read 35/40 track diskettes. Parameters for 10 drives may be pre-

specified though only a maximum of 4 are in use at anytime. ADR not

provided.

• LNW 5/8 and Omikron mapper boards supported.

• APPARAT,AEROCOMP,AM,LNW,and PERCOM, disk doublers supported.

• Most CPU speed up mods may be used though not specifically supported.

• Model l/lll data diskette interchangeability when both computers are

operating under NEWDOS/80 version 2.0.

• Model I 2.3 TRSDOS compatible.

• COPY to/from Model I 2.3B and Model III TRSDOS diskettes (no other

useage allowed).

• Single drive COPY and Copy By File features.

• Depending on installed hardware, the system volume may be single/

double density, single/double sided, 5 or 8 inch and up to 7680 sectors.

• RUN-ONLY program mode restricts the operator to program defined

input only.

• MINI-DOS allows the executing program to be interrupted by the

operator to perform one or more of the 51 DOS commands executable

under MINI-DOS, and then continue the interrupted program's execution.

• CHAIN or DO commands activate chaining whereby keyboard input

comes from the specified disk file, allowing a pre-determined set of

commands and/or parameters to be automatically inputted.

• Dump display to printer function.

• Enhanced DEBUG facility (14 commands) allows interrupting current

program execution, inspecting/altering memory or disk, and resuming
execution, continuous or single step, with/without stops.

• DOS vectors defined for Assembly Language programmers.
• DOS-CALL allows user programs and BASIC to execute DOS commands.
• The programmer may create his own resident DOS commands.

• Programs may enable/disable user routines driven off the timer interrupt.

• The programmer may create his/her own resident DOS commands.
• Model I built-in lower case driver, blinking cursor, auto key repeat.

• ROUTEing of keyboard, display, printer and (Model III only) RS232C.
May be routed to a user routine in memory, but not to/from disk unless via

a user routine.

• Except for the spooler, there are no high memory routines for DOS or

BASIC; this includes ROUTE and CHAIN functions.

• Lower case DOS commands honored.

• Full error messages displayed instead of error codes.

• 31 enhanced COPY parameters.

• Copy By File allows 6 criteria for file selection.

• 15 enhanced FORMAT parameters.

• Partial diskette reFORMAT permitted.

• File PURGE by wildcard extents and/or user files.

• Dl Rectory command allows wildcard extents, user files, short or extended

format, dump to printer.

• User may specify diskette's directory location.

• Expanded directory provides for up to 222 file entries.

• Some DOS commands may be aborted without reset.

• R command repeats last performed DOS command.
• CREATE command to pre-allocate a disk file.

• ERROR command displays error message associated with error code.

• HIMEM command sets/displays DOS/BASIC high memory address.

• DATE command sets/displays computer's date.

• TIME command sets/displays computer's time.

• Model III FORMS command for printer control.

• Model III SETCOM command for RS232 control.

• Enhanced LIST/PRINT commands for ASCII files with pause, abort and

partial file listing.

• Alter chaining state via the CHNON Command or commands within the

chain file.

• A program or a chaining sequence may display a message with/without

pause.

• CLEAR command to zero memory and to purge routes, user DOS
commands and user timer routines.

• Commands to enable/disable BREAK key, blinking cursor, lower case

driver

• PROT command to change diskette NAME/DATE/PASSWORD .

• ATTRIB command to change a file's attributes. f

• CLS command to clear screen.

• AUTO specifies the command to execute automatically at reset/power-on.

• SYSTEM specifies the default system configuration values (usually

enable or disable) which become effective on RESET/POWER UP.

Diskette/file password checking

RUN-ONLY mode
Keyboard debounce (Model I)

Screen dump to printer (JKL)

DEBUG 123 entry

MINI-DOS
Break key as keyboard key

Hardware lower case (Model I)

Assign default drive number for DIR
Assign default drive number for file creation

Memory protect value

Clear key as keyboard key

Disk master password required for full diskette or CBF COPY
Auto Repeat key function

TIME/DATE question on power-up
TIME/DATE question on reset

Display disabled until operator/program reenables

Manual operator chaining pause/abort

Manual operator AUTO command override

R = repeat last DOS command performed
Built-in lower case driver (Model I)

Lower to upper case toggle

Blinking cursor

Number of physical drives on computer
Number of disk I/O retries

Time delay for 1 st repeat of auto repeat key

Specify the cursor character

Specify the write of the directory sector's address mark for Model I

single density diskette in Model III format foreasy Model i, Model III

diskette exchangeability

t

Appatat,lnc.
800/525-7674 (order line onl

303/741-1778
4401 South Tamarac Parkway
Denver, Colorado 80237



Why Nt^wuv/ooU VER. 2.0
Is the Best DOS for your TRS-8d

Model I or III Computer
DISK BASIC FEATURES

• In one statement from DOS READY, BASIC can be brought up, the

number of files set, the memory size set and a program LOADed or RUN.
• RUN-ONLY prevents the operatoc from getting to READY or DOS

READY, thus giving the,program almost total control.

• Via the CMD function, ail DOS commands are executable from

BASIC, either directly or dynamically.

• MINI-DOS is available from BASIC.
• DEBUG is available from BASIC.

• CHAINing is available from BASIC.

• Variable passing between programs via the V parameter of RUN.
• Abbreviated commands:

(A)uto; (D)eiete; (E)dlt or comma; (L)ist or period

• Accidental text line deletion more difficult

t Text line scrolling foreward or backward.

• Text page scrolling foreward or backward.

• Dl moyes text line to new position

t DU duplicates text line to new position

• Built-in RENUMber with line number and limited syntax error check.

A portion of text may be moved to another part of the program with all

references to that code resolved.

• Built-in REFerence functioh wilt display/print ref^renbes to ail line

numbers, integers and variables. It will display references to asingie line

number, integer, string, function bode (reserved word) or a group of

packed or unpacked characters, and then allows bisplayihg of each
referencing text line \r) turn with editing as necessary.

• A program may be loaded into reserved high memory via CMD or MINI-

DOS and its execution address extracted from the two bytes at 1741

1

{4403H).

• MERGE functions with packed or ASCII text files.

• Built-in text space eliminator and/or remark deleter.

• Built-in calendar date conversion.

t Dynamic ERASE of selected variables, keeping all others,

t Dynamic KEEP selected variables, CLEARing all others.

• After clearing an array viaERASE orKEEP, the array may be redimensioned
via DIM.

• Dynamic text line deletion.

• Dynamic text line insertion via MERGE, which with dynamic DELETE,
allows use of overlays.

• SWAP contents of 2 variables of the same type.

• Single Stepping starting at specified text line number.
• Iri-memory sort of up to 9 arrays in either ascending or descending order

• RENEW function to reinstate NEWed program.

• Full BASIC error messages, including associate DOS error message, if

applicable

• With default start up parameters and no reserved high rtienlory, 481^

RAM has 38261 bytes available.

• SUPERZAP, DIRCHECK and other programs using only memory from

5200H to 6FFFH can be executed directly from BASIC without disturb-

ing the program text or variables (if 8K BASIC free memory available,

exclusive of string area).

FEATURES of NEWDOS/80 enchanced BASIC disk file I/O.

• In addition to TRSDOS sequential and r^mdom file types, NEWDOS/80
has two new file types (Marked Item and Fixed Item) divided into five

subtypes (MF, MU, Ml, FF and Fl)

• These five subtypes do hot require LSET, RSET, MKI$, MKS$, MKD$j
CVI, CVS orCVD; instead,GETs land PUTs are done directly to/from the

variables named in a list.

• The string separating character sequence ;

"
,

" ; used with PRINT is not

used with the new file types; instead only a comma is used as the

separator.

» MU files are used as an option to the older PRINT/IMPUT files. ^

> FF files are used as an option to the older RANDOM files.

» Record lengths up to 4095 bytes supported.
> Records may be aill of the same length (MF and FF), of varying lengths

(MU) or unknown length (Mi and Fl).

> Sequential files may be accessed randomly.

» Files may be accessed by Relative Byte Address to allow accessing of

variable length or unkown length records.

> Existing files may be extended.

UTILITY PROGRAMS INCLUDED WITH NEWDOS/80

• SUPERZAP is a disk/memory display and rhodification program, also

used as the vehicle for installing patches to NEWDOS/80.

• DISAS^EM isaZBO load module (CMD) disassembler that builds cross

reference tables for all location references including those by JR
instructions, includes in thedisassembly printable characters for all hex

bytes to help locate character strings and sends the disassembly to the

display, printer or a disk file. The disk file can then be edited and/or

assembled using EDTASM, if it is not too large.

• DIRCHECK is a program that displays directory contents and checks
directory integrity (its primary function), displaying specific error codes
to assist user attempts at directory trouble shooting and/or repair.

Optionally will zero out unused (dead) file names.

• EDTASM is Apparat's enchancement of Radio Shack's 1978 tape

editor/assembler program to operate from disk and with disk files.

Requires purchase of that Radio Shack program (not a newer one) as a

pre-condition of use of Apparat's EDTASfVI.

• LMOFFSET allows load module (CMD) transfer between disk and tape.

Displays program start, end and entry addresses. Optionally allows load

address relocation (not execution relocation) and subsequent execution

as from non-disk BASIC via SYSTEM.

• CHAINBLD is a mini-text editor for creating/maintaining chaining files.

• NEWDOS/sb manual chapter titles and page counts

1. Introduction (5)

2. DOS Library Commands (52)

3. DOS Routines (12)

4. DOS Features (14)

5. DOS Modules, Data Structures, and Miscellaneous

Information (12)

6. Additional Programs Supplied on NEWDOS/80 Diskette (22)

7. Disk BASIC, non-1/0 Enhancements (17)

8. Disk BASIC I/O Enhancements and Differences (21)

9. Error Codes and Messages (2)

10. Glossary (9)

1 1. Error Reporting, Incompatibility Handling, and Patching (8)

12. Conversion Information and Miscellaneous Comments (9)

13. ZAPs (increasing with time)

14. Appendix A: Marked and Fixed Item File discussion (47)

15. Appendix B: Marked and Fixed Item File examples (18)

16. Index (4)

Full time suppoil staff

information, minor enhancements and corrections to NEWDOS/80 are

issued, at no charge, to registered owners only.

NEWDOS/80 Version 2.0 for the model I is a separate and distinct

product from the model 111. Each is sold separately. $149.00

''On-going Support for Microcomputers"
'REGISTERED TRADEMARKS OF^PPARAT, INC. CIRCLE 124 ON READER SERVICE CARD



Electric Pencil 2.0
David H.Ahl

0peattv6 GoiRpzitlRfiS
SOFTWARE PROFILE

Name: Electric Pencil 2.0

Type: Word Processing

System: TR S-80 M odel I and 11 1 , LNW
Any operating system

Format: Cassette or disk

Language: Machine,( transparent

to user)

Summary: Comprehensive, user

friendly word processing

package

Price: $89.95

Manufacturer:

IJG, Inc-

1260 West Foothill Blvd.

Upland, CA 91 786

' "" " ""
I I—>

Why, you might ask, would we do a

review of Electric Pencil in 1982? After all,

the program has been on the market for six

years and it has been reviewed in Creative

Computing several times previously.

Indeed, I have been using "PenciP off and
on for the past five years.

But there are several reasons for a new
review at this time. First, we are reviewing

a new, modified version (2.0) for the

TRS-80. Second, it is now being marketed
by IJG, Ine. rather than Michael Shrayer,

the original author. Third, this is the

first version available for the TRS-80
Model III.

"Software packages, like people, usually

have 'personalities,'" we are told in the first

line of the manual. How true! Users of

Pencil on the Altair, Imsai, Sol-20 and
other early S-lOO bus computers will

remember the friendly personality of

Pfencil. Here, for the first time was a word

processing package that didn't require the

user to be on a first name basis with every

IC, connector and board in his computer.
Oh yes, certain special pieces of hardware
were required such as a memory mapped
video display board and a printer with the

Diablo 1620 control codes. But for the

most part Pencil was easy to use,

reasonably forgiving, and reliable.

42

On the other hand, early users will

remember the end of line problem. In

particular, when the end of a line was
reached on the screen and the word being

typed had to be moved (by the software) to

the line below so it would not be broken.
Pencil would generally drop a character or

two. Sirriilarly, characters would be
dropped when the user typed quickly while

inserting. Thus, most users learned to sense

the approaching end of a line and slow
down their typing speed for a word or two.

Needless to say, this was the very first

thing I tried with Pencil 2.0. Hurrah!
Typing at full speed, it dropped characters

only very infrequently and not until the

document was quite large, and the screen

was full of text. So it parsed tny first test.

Not with flying co1q1;§3 Bkfit pissed. How \

does' the rest of it &ta6ic4i{)?

Character Oriented Word l^Mcessing
In Pencil, text is typed in as a continuous

"string" of characters and handled as such.

Since the lines that will be sent to the

printer are not specified in advance, any
number of characters, words, sentences or

paragraphs may be inserted or deleted

anywhere in the text. The entire, text is i

shifted down or up as the user inserts or

deletes material. Everything appears on
the video screen as it occurs so the user can

;

see exactly what happened.
Carriage returns at the end of a line on

the screen and word hyphenation is not

required since Pencil formats each line

• ' ' ' i

Creative Computing Buyer's Guide f

Electric Pencil 2.0 is

one of the most
user friendly

word processing
packages available.

i

V



Our Users asked for it, and we made the

best TRS-80 disk assembler even better!

Now M-ZAL has:

Recursive MACROS with full symbolic parameter
substitution

Conditional assembly with unlimited nesting

Text Editor warm-start/r^overy option

Support for all popular source file formats

Load Module inspect/superzap using LINKER

and the features that made it famous:

True multi-pass assembly
Full Screen Option IVIenus

ENTRY/EXTERN symbols, relocation,dnd object

module linking

8 character labels with sorted symbol table

Built-in symbol table cross-reference

Nested * INCLUDES (source file chaining/nesting)

Lower case support (Model 3 only)

Over 175 pages of documentation including

Z-80 Technical Manual
Full Screen Text Editing and much, much more!

M-ZAL provides o modular, structured development
environment that makes programming your TRS-80

a truly enjoyable experience. Order yours today

(Requires 32k 2 disk system)

#1050-10 Mod 1 $149.00

#1250-10 Mod 3 $149.00

CAU Development Software

The ProtessiopglgChQice:

Full Screen Text Editor for BASIC: we were the first to

give the TRS-80 this indispensable ability! A must for

every BASIC programmer:
#1010-20 Mod 1 $24.95
#1210-20 Mod 3 $29.95

T-ZAL: custom designed for the Model 3, this tape
based assembler has many of M-ZALs most
desired features.

#1 250-20 Mod 3 only $49.95

XBUG: for machine language analysis and
debugging—this tiny (2.5k) but powerful program
lets you do it all!

#1020-10 Mod 1 $1995
#1220-10 Mod 3 $19.95

"WeVe been using M-ZAL heavily for

Bver twd months now, and ifs been
worth Its weight in goldr

—Chuck Tesier

PROSOFT

"The documentation is excellent..:"
—Jim Klapfoth

- 80-U.S. Journaf

BASIC Edltof Review

'Lwell written software that is long
overdue/' -Bruce Douglass

80 Mtcrdcomputing
BASIC Edrtor Review

''During the first 3 days of use, M-ZAL
saved more money in programmers
time than we had paid for the

product.'' -WiHiom Denman
Author of Asylum

MED SYSTEMS
.

'7he editor has at least doubled my
productive capacity..,Having spent a
good deal of mont.y on so called
'utilities' that don't work it'§ a delight

to find one that not only lives up to Its

claims but surfxisses the advertising."

-BASIC Editor user

Call or write for rhore information.

All products require level II.

Mail orders specify catalog ^.

Send check, money order, or MC/VISA
numbers and^xpiration date to:

Computer Applications Unlimited

P.O. Box 214, Dept. PBM Rye, New York 10580

(914)937 6286

N.Y. State residents add applicable sales tax.

Outside USA and Canada add $7.00 shipping.

Dealer Inquiries Invited.
miii^i^imi'

ViSA

FILEXFER: transfer any disk file between two TRS-80s.

Use direct cable link or RS modems. Mod 1 and
Mod 3 can be mixed. RS-232 and disk reqd.

#1040-10 Mod 1 and 3 $49.95

CIRCLE 125 ON READER SERVICE CARD

nt I COMPUTER
JlJ APPLICAriONS

UNLIMITED TM
a div. of CAU, Inc.

TRS-80 is a TM of Tandy Corp. M-ZAL is a TM of CAU, Inc.

Z-80 is a TM of Zilog, Inc.



Current value

Abbreviated command function

Command and value range

0

0

65

1

58

1

1

0

TIE ELECTRIC PENCIL
RGHT JUSTFY
LEFT MARGIN
LINE LENGTH
LINE SPACNG
PAGE LENGTH
PAGE SPACNG
PRNT RECttbS

PAGE NUMGER

RJ0-1
LM0-2 55.

LLl-2 55.

LSl-2 55

PLl-2 55.

PSO-255
PRO-2 55

PNl-65536

PRINT MENU mmm^mmmmmm
0 HALT FMFEED HF0"

1

1 LFED OFF/ON LF0-1

0 CRTN OFF /ON CR0-1
300 BAUD SETTNG BSnnnn

0 NULL NUMBER NN0-2 55

M UART PARITY UPE-O-M
8 UART WORDLN UW7-8
1 STOP BITS. SBl-2

ACTIVE PRINT DRIVER; PA PARALLEL=PA TRS2 32 =TR UART=UA

PRESS <ENTER> TO PRINT / PRESS <BRMK> TO EXIT

COMMAND ?

print driver status line command input line

Pencil, continued...

automatically when it goes to the printer.

Of course, specifying right justification on
very short lines can lead to awkward
spacing between words since F^encil will

justify even a line with just two words. In

general, "ragged right" (no right justifica-

tion) is more pleasing to the eye for line

lengths less than 60 characters or for text

with many long words.

By using the Search or Search and
Replace function, any "string" of char-

acters may be located and replaced with

any other string of characters. More about
this later.

Control and Editing Functions

The text entry mode commands and

functions are divided into six groups.

Some contain simply the "expected'*

commands while others are unusual in one

or another respect.

The eleven cursor control cdmttiands are

what one might expect in a comprehensive

word processing package. Commands are

included to move the cursor up, down,
right and left; to the beginning and end of

the file; to scroll up and down; to move to

the beginning of a line; and to tab eight

spaces right. Most are two keystroke

commands, i.e., the control (clear) key held

down while pressing a letter key. However,

up, down, right and left are controlled by

single keystrokes of the four arrow keys.

Holding a key down repeats its function.

Nine editing functions are included for

deleting and inserting characters, lines and

blocks. Especially convenient is the

insert character mode. Upon pressing

Control / F, the user enters insert mode and

all subsequent characters are inserted until

Control/ 1 cancels insert mode. Scripsit, in

comparison, requires the user to press

Control/X (for line insert), insert chat-

acters and press Clear to close up the text.

I find this less desirable for correcting

passages since the text following the insert

disappears off the bottom of the screen.

The five utility functions include string

search, continue search (after finding an

occurrence of the search character or

word), and a repeat function for typing or

deleting the same character many times.

Two other functions select the system

menu and print menu.
Special purpose functions are included

to abort and exit the current mode, to lock

and release upper case, and to turn the

cassette port on and off. This last function

is intended for typing dictation from an

audio cassette tape. While I don't

ordinarily type my own dictation, it seems

that this might be a useful function for

those who do transcribe tapes.

Special characters may be embedded in

the text to go to the printer or storage,

These include the "Enter" character, form
feed, a null and a "wild card" for string

searching. I found this less than useful

since the beginning and end character of a

string must be specified. The example in

the manual shows how amateur radio call

letter sequences can be selected and also

mentions the possibility of selecting ranges

of dates. I would find a function to select a

portion of a list alphabetically much more
useful, i.e., all those last names beginning

with C.

The only functions with which I was
particularly disappointed were those for

underlining and boldface. Underlining

requires the user to type a group of

Control/ 0 characters above (!) the word to

be underhned. The remainder of the line

containing the underline characters must
be blaiik. This procedure contrasts with

Electric Pencil H (for S-iOO systems) which
simply requires one underline character at

the beginning of the text to be underhned
and another at the end. Boldface in

Pencil II is handled similarly. In Pencil 2.0,

boldface is achieved by overstriking a line

or overstrikiiig with a 1/ 120th inch space

between overstrikes. Not at all convenient.

Printer Menu and Control

When the user is ready to print out text^

pressing Control/ K causes the printer

menu to be loaded and appear. It allows

the user to set 17 functions such as right

justify on or off, page length in lines,

printer baud rate, etc.

The printer routine has the ability to

send output to the parallel, serial or UART
(serial communications) port of the

TRS-80. Pencil II (S-100) had printer

drivers built in which took advantage of

the specific capabiUties of printers such as

the Diablo 1620, Qume Sprint 5, NEC
Spinterm, etc. If a printer could print in

two directions, Pencil II used it. If a printer

had a large buffer, Pencil II used it. Not so

with Pencil 2.0. To take advantage of

special printer capabilities, the user must

write his own print driver, not something

that the average TRS-80 owner is likely to

do.

Nevertheless, I found that using my
Diablo 1641 at ,300 baud (it can run at

1200), was not too onerous given all the

other familiar and friendly features of

Pencil 2.0.

System Menu and Commands
The System Menu gives the user three

pieces of information about the text being

created, in particular, the numbei* ofwords
in the file, records in the file (paragraphs or

heads terminated by '*Enter")» and
available fre^ memory. As a wi*iter, I relate

more readily to number of words as

reported by Pencil than to number of

characters as reported by Scriptsit and
some other word processing packages.

Eight system commands are provided

related to cursor speed (default speed 5

seemed fine to me), print drivers, and
clearing text. These latter commands are

the ones most often used and allow text to

be cleared totally or from the cursor to the

beginning or end of a file. This feature is

one which is most useful when appending
one document to another.

File load and save commands are

provided for cassette tape, Exatron
Stringy Floppy, and disk. Obviously most

users will use only one file device. While it

is difficult to imagine doing any serious

volume of word processing with just a

cassette tape, at least the commands are

provided for those who have not upgraded

their mass storage.

Special Features and Techniques

A section in the manual discusses special

techniques and tricks (in the inimitable
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style of H. C. Pennington). Writing Basic

programs with Pencil is described. The
main reason for doing this is to take

advantage of the full screen editing

capabilities of Pencil. Of course, one can't

debug the program while it is being written

with this technique. However, for pro-

ducing easy to read documentation, Pencil

is outstanding.

Pencil also has the ability to use VisiCalc

files saved under the data interchange

format (DIF). However, Pennington also

describes a way to make listings of the row
and column formula entries of VisiCalc.

The technique is creative but somewhat
cumbersome. Although I use VisiCalc

regularly, I did not see the advantage of

listing formulas with Pencil instead of

using the /SS:P command sequence in

VisiCalc. But perhaps I'm missing

something.

The manual also discusses ways to

embed Une printer codes within text. Of
course, a "smart" printer such as a Diablo,

Qume, NEC, Epson, etc. is required to use

these codes. Codes are not provided in ithe

Pencil software or manual for different

printers; these can be found in printer

manuals. We use this technique at Creative

Computing to embed typeset codes within

text so that it may be transmitted directly

to a typesetting machine.

During the wrap-around
process, Pencil is so
busy rearranging
ttie screen tliat it

ignores ttie Ifeyboard
and keystroi^es

are missed.

It's Not All Perfect

While Electric Pencil 2.0 is quite

marvelous, it still has some flaws. Inserting

and deleting occasionally behave differ-

ently than they ought to. These glitches

occur mostly when deleting at the

beginning of a line (on the screen) or

inserting at the end. Also, rapid typing

while inserting is not possible. During the

wrap-around process, Pencil is so busy

rearranging the screen that it ignores the

keyboard and keystrokes are missed. This

is the same reason that characters are

occasionally dropped during fast typing at

the end of a line, although, as mentioned
earlier, this glitch was much more evident

in earlier versions of Pencil.

The number of continuous characters

that can be typed withoujt a space is Umited

to the screen length. This makes it

somewhat difficult to do long underlines,

dotted lines and the like. To do these, a

Concatenate character (Control/ right

arrow) must be used; this frequently causes

me to lose count of the total number of

characters.

Automatic centering is no longer a

feature of Pencil 2.0. I used this exten-

sively in Pencil II and I miss it.

Pencil only saves material after the

cursor position. Thus, upon completion of

a document, if the user siniply calls the save

routii]e and leaves the cursor where it was
at the end. Pencil will save nothing.

Fortunately, unlike previous versions of

Pencil, this one warns the user that he is

saving nothing or just part of a file. The
user, of course, must be attentive to these

screen messages or face up to re-creating

a document (as I have done many times

with Pencil II). To the credit of the

authors, the manual provides an excellent

procedure for making back-up copies of

disks.

Despite these glitches, I feel Electric

Pencil 2.0 is one of the most user friendly

word processing packages available.

Furthermore, the new lower price of

$89.95 makes it an outstanding value. For
more information, contact IJG, Inc., 1260

West Foothill Blvd., Upland, CA 91786.a

Power Tools
for Programiners

creative
GoriepatiRg
software

Shape Master
This powerful utility allows you to rapidly create, combine,

display, edit, save, and print out high resolution shapes
for use in your Apple programs. Two separate, convenient
entry methods on five user-selected grid sizes ranging

from 13 by 23 to 39 by 69 allow for easy definition of

many different shapes. A built in character set in three

different sizes makes it easy to mjx text and graphics in

your displays. The "smart" printout routines allow you to

make a hard copy of your shapes, even with a non-

graphics printer. A reverse command allows a quick mirror

image of any one of your shapes. The edit commands
allow you to edit shapes and shape tables, thus you can

create, load, merge and delete individual shapes from OfCjOf TOCIBV
your shape table. The illustrated, comprehensive manual ^ , ,

J

includes tips on using shapes in your programs. Four

games and two graphics demos are included on the

diskette to illustrate what you can 66 with this program;

This package was reviewed in Creative Computing, June
1981, page 44.

Requires 48K Apple II Plus or Applesoft in ROM, Diskette

CS-4805 $24.95

Apple Di$k Doctor

Read and modify Apple diskettes with this easy-to-use

diskette track-and-sector editor, whether they were created

by DQ3 3.2, DOS 3.3, the Pascal system or Apple CP/M.
Simple editing commands dilow you to display any sector

and freely edit it on screen, entering changes either as
hex or character data. Special commands ajlow you to

print a hard copy of the sector in either 40- or 80-column
format. Disk Doctor will also test your diskettes, verifying

every sector, whether vacant or filled with data. You can
also format and verify a disk in one operation.

This powerful tool should be in your library. Wh^ther
you need to verify the reliability of your diskettes, patch

DOS, eclit a data file in place, or repair a darhaged sector,

you can't afford to be without Qisk Doctor.

32K or larger Apple II or Apple H Plus, diskette CS-
4806 $19.95

Creative Computing Software
Morris Plains, New Jersey 07950
Toll-free 800-631 -81 12
In N.J. 201-540-0445

To order send payment* plus $2.00 postage and handling

to Creative Computing, Dept. SG2A,39E. Hanover Avenue,
Morris Plains, N.J. 07950. Orders may also be charged to

your Visa, Mastercard or American Express account—by
mail includecreditcard name, number and expiration date,

or if you prefer, use our toll-free number, 800-631-8112.

In N.J. only 201-540-0445.
.

-

*N.J. Residents add 5% tax.

^^^^^^^

iPi!
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Scripmod

Impiwing cm Scripsit
Stephen Kimmel

creative compatitRa
SOFTWARE PROFILE

Name: Scripmod

Type: Word processing

System; Model 1 or Model 111 TRS-80,

32K or 48K, 1 disk drive

Format: Disk

language: Z-80

Summary: Good

Pripe: $39.95

Manufacturer:

The Computer Store

4949 S.Peoria

Tulsa, OK 74105

I discovered the deficiencies of Scripsit

about halfway through chapter 15 of my
third novel Lord of High Places. The

alien hero, a green, semi-intelligent, dino-

saur-like creature, is trying to bluff his

way out of certain disaster. Standing on

his rear four legs he screams "Rhapaka is

nothing compared to the JStar Lord!" J

decided that bit of deathless prose needed

added emphasis and should be under-

lined.

Although 1 had dutifully listened to the

six-hour course that came with Scripsit, I

couldn't remember how to do that. After

three more hours of searching through

the manual, the reason became clear. I

couldn't remember how to underline

because Scripsit doesn't allow under-

hning.

"Ah come on!" 1 bellowed. "You sold

me a $100 program that won't make the

S2(XX) printer you sold me underline? Or

backspace. Or print a copyright character.

Or. Or. Or."

Filling the vacuum
Two programs have apeared to fill this

vacuum. Superscript is reviewed elsewhere

in this issue. Less well-known (read "not

Stephen Kimmel, 4756 S. Irvington Place, Tulsa,

OK 74135.

as heavily advertised") is Scripmod, $39.95

from The Computer Store (4949 S. Peoria,

Tulsa, OK 74105). It is a single program

that modifies your Scripsit each time you

use it. While the Scripmod system may
seem awkward. 1 have no difficulty with

it. I simply put the program as an Auto

statement and it takes perhaps two extra

seconds. I can't tell the difference.

Scripsit 's deficiencies come in two basic

classes: the missing directory from within

Scripsit and the lack of ability to send the

various printer control codes. Scripsit

doesn't bother to send anything but the

minimal set of control codes to the printer.

If you are going to write a program to

modify Scripsit, you have to solve the

problem of how to tell the printer where

to start uhderiining and where to stop all

the other things that printers do in their

heart of darkness.

Enter Scripmod

In Scripmod you type < Control> <T>
at the point you want to begin or end a

special function and a British pound sign

(a fancy L) appears. (You can't get that

character from within Scripsit under normal

circumstances.) When the computer
encounters the sign it goes to a special

control character instruction that you have

built into the text to find out what the

pound sign means this time. For example,

the instruction

>CC==0,N,0,N will tell the program to

send control code 14 (O is the fourteenth

letter) to the printer the first time it

encounters the special instruction, 13 the

second, 14 the third an4 13 the fourth. On
my particular printer, a Daisy Wheel II, a

14 control code means to start underlining

and a 13 means to stop. So,

CC=O.N
LScripmodL
will print the word "Scripmod" and under-

Hne just that word.

Scriprnod can send any control code

that your printer is capable of receiving

since it isn't limited to just those built into

the program. That's also why there are no

extra drivers; the one program will support

46

anything that can be supported by a

TRS-80.

O and N represent underline-related

instructions on the Daisy Wheel II and

the Line Printer IV but they may well be

subscripting on a Qume or a Diablo. With

Scripmod you have to figure out which

functions are represented by what letters.

It's a learning process and the authors

encourage you to experiment. Perhaps

your printer has control codes the manu-

facturer neglected to tell you about.

As for the other deficiency; to display

a directory from within Scripsit. use a

< Control> < M > . The program then asks

which drive you want and gives you the

appropriate directory.

Future Modifications

There are still more features that would

be useful for a word processing package.

My Daisy Wheel printer is capable of

printing twice as many characters as Scripsit '

will show. How about somebody writing a

modification to do that? 1 don't know
about anybody else but I frequently do

articles too long for even a 48K machine.

Scripmod's next version will enable one

section of text to load the next one, thus

permitting an infinitely long document. I

doubt that I'll need one that long, but 1

could use one capable of handling 300

pages of text. 1 suspect that they'll use a

final control command at the end of a

section to load the next section.

Let's go wild. What else would be nice

to have? TRSDOS has a date function.

Why not permit Scripsit access to that?

Haye the letter date itself. Or how about

letting Scripsit access external mailing lists?
j

Has anyone done these thing yet? <
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THE WORLD'S LARGEST COMPUTER MAIL ORDER FIRM

Computer Exchange
ALL MAIL:P.O. Box 1380, Jacksonville, OR 97530^

WAREHOUSE AND OFFICES, BY APPOINTMENT AT 6791 APPLEGATE ROAD.

Ad#
931

C

HARDWARE for

Apple il/ll4

CLOSEOUt oh
'

Apple Computer, Inc. products

Kippkz supplu center

SAVE
Apple II 48K or64K p.*
Apple III 128K QV^'
Disk Drives, 1 1 and 1 1 1 r\V
Profile III, Hardisk ^ ^ vV ^2750 22%
Interface Cards O*^ - CALL 25%
Sllentype II or III Up to 25%

Direct Substitute for Apple Drives

Micro-Sci A2 is a direct substitute for Apple 1

1

drives. It will run all Apple II software. Salve

1
$350onadual A40disl< systenn.

SAVE
1 Mwro-Sei 5 Drives for Apple rl

1
A2Drive, 5", 143K $395 18%

1 Controller with DOS for A2 $ 95 15%

1
A70Drive,5",286K $489 20%

1 A40Drive, 5", 160K $ 369 18%
1 Controller Card for A70 or A40 $ 79 21 %
1

Sorrento Va|jm^-f

8" Disk Drive Controller 2 + 2 $199 60%
MONITORS: SAVE
NEC 12" Color $359 24%

12" Green $ 169 22%
SANYO. 9 B&W $ 149 31 %

9" Green $ 159 31 %
5> ^: 1 y oU yo

12" Green $ 229 30%
iS' Color $399 28%

ZENITH 12" Green $119 20%
DISKETTES 5" boxof io-

MavAll 33%
Memorex $ 25 45%

on f*c\i 1 iRiiM \#mc/\ AoneoU LULUMN ViUcU UAnUo
yidex Videoterm $ 249 28%
M&R Sup R Term $ 295 22%
ALo. omarierm mo/

MISCELLANEOUS: SAVE
CCS: Serial Interface 7710A $139 22%

Parallel Interface 7720A $ 99 20%
Other CCS Cards In Stock, CALL CALL

Hayes: Micronnodem II $289 25%
Smartmodem $229 20%

ISC Videostick Paddle $ 35 23%

Keyboard Company:
$ 45Joystick II 10%

Game Paddle $ 25 17%
Numeric Keypad $119 21%

M&R: RF Modulator $ 25 27%
U SUP R FAN

Microsoft: ZBOSoftcard

$ 39 25%
$279 33%

16K RAM Card $159 20%
Mountain:

CPS Multifunction Card $209 13%
Clock/Calendar $239 15%

Novation Applecat Modem $329 16%
Orange Micro Grappler $129 21%
Dan Paymar LCA New rev. $ 34 33%

Saturn System 32K RAM Card $ 149 36%
64K RAM Card $375 12%
128K RAM Card $525 12%

VC-Expand for Vislcalc $ 75 25%
SSM AlO Serial /Para. Interface •$159 20%

If^ ALS: Smarterm 80 Col Card $269 30%
Z-Card (Z-80) $209 22%
Addram 16K Card $119 20%
Synergizer Package $549 27%

Videx Videoterm 80 col. $249 28%
Soft Video Switch $ 25 29%
Enhancer 11 $ 99 34%
Full Vide)i Line. Call up to 35%

PAPEfl: Fan Fold, Call for sizes,

thickness and prices

LETTER QUALITY PRINTERS:
Qume Letter quality printer

SAVE

Sprint 9 45RO
Sprint 5 45RO

$2195
$2395

$1995

23%
20%

20%

CLOSEOUT on
Apple Computer, Inc. products ouiri wainc Apple 11/11+

NEC 3510 RQ Serial

^Olympla (Typewriter/ Printer)

ES-100, 18CPS, with fuM cable and
interface to Apple I i $1695 22%

PRINTERS:
Epson, See special Epson section at right

Intergral Data

Prism 132, Color Printer w/Graphics $1695 16%
Prism 80, B&W, ASF, W/Graphics $ 995 12%
445 Tiger W/Graphics &2K $ 695 23%
560 Tiger W/Graphics $1095 22%
Okidata Microline82A $ 495 25%

ORDERING INFORMATION:
Minimum order $100. Cashiers Checks and
Money Qrders welcomed. Personal Checks
allow 20 days to clear. Add 3% for shipping,

msuranceand handling. UPS is standard.
Additional 7% for US Postal or APQ-
Additional 3% for VISA or MC. Include
telephone #. No'COD. Prices subject to

change and typo errors. Call to verify.Order
desk hours are 8 to 6 PDT, 10 to 3 Saturdays.

Apple Software: SAVE
Apple Plot $ 49 30%
The Controller $495 21%
Dow Jones News & Quotes $ 69 28%
How to! $ 39 22%
Microcourier $189 24%
Many others CALL CALL

Artsci Magic Window $ 75 25%
Ashton-Tate CP/M

dBase II for Apple II $495 30%
Aurora Systems

Executive Secretary-WP $189 25%
Beagle Bros. DOS Boss $ 18 25%
Broderbund Software

Payroll $269 30%
General Ledger $349 30%
Apple Panic $ 21 30*i>i.

Arcade Machine $ 32 30%
Red Alert $ 21 30%
Space Warrior $ 18 30%
Many Others In Stock CALL CALL

Budgeco, Raster Blaster $ 22 27%
Calf. Pacific, Ultima $ 30 25%
Central Point Software:

Copy II Plus ver. 4 $ 35 10%
Will copy most copy protected software
for your backup in 45 seconds! MEW

Continental Software
Home Accountant -$ 56 25%
Home Money Minder $ 26 25%

Data Most
Snack Attack $ 22 25%
Thief $ 22 25%

Denver Software
Financial Partner $185 25%

Epson, MX 80 Graphics Dump $ 9 30%
Hayden, Sargon II (chess) $ 29 22%

Apple Pie (specify brd.) $ 99 25%

High Technology

Store Manager $ 189 25%
Job Control System $469 40%

Howard Software
Tax Preparer $ 115 25%
Real Estate Analyzer $145 25%
Creative Financing $145 25%

$ 25
$110
$110
$355
$ 69

Infocom Zork II $ 29

info Unlimited,

Easywriter (PRO) $139
innovative

Apple Spellguard CP/M
Insoft: . ^

Electric Duet NEW ^
ALD System II or III

TransFORTH li or III

Insoft Accountant CP/M
GraPORTH NEW!

LJK Letter Perfect

Micro Lab
Data Factory, ver. 5.0
Invoice Factory

Tax Manager

MicroPro all CP/M ^
Word Star

Mail Merge
Spell Star

Data Star

Calc Star

Super Sort
Microsoft

A.L.D.S.
BASIC Compiler
Cobol 80
Fortran 80
Olympic Decathlon
TASC Compiler
Typing Tutor II

Muse
Super Text II

Castle Wolfenstein
Robot War

On-Line
Expediter II $ 75
Superscribe I i / Screen-
writer 1 1 $ 95
Lisa 2.5 $ 59
Pegasus II $ 22
Threshold $ 30
Cranston Manor $ 26
Mission Astroid | 15
Mystery House $ 19

SAVE

30%

25%

$219 26%

20%
10%
10%
66%
25%

$112 25%

$249
$ 129

$ 95

$239
$ 79
$159
$ 189

$189
$129

$ 110

$299
$559
$ 149
$ 24

$159
$ 19

$113
23
29

$
$

20%
35%
38%

36%
36%
36%
36%
36%
36%

10%
25%
25%
25%
24%
22%
30%

25%
25%
25%

25%

27%
26%
25%
25%
25%
25%
25 y«

Osborne (Disk and Book)
Some Common Basic Programs,
75 Business, Statistics and Math
programs for the Apple II $ 49

Peachtree Software all CP/M
Magic Wand $250
GL, AR, AP, PRor Inv $189

Personal Software/VisiCorp
VisiCalc3.3' $189
VisiDex $ 189
VisiFile $189
Desktop Plan H $189
VisiPlot $159
Desktop Plan III $209
VisiSchedule $ 239
VislTrend and VIslPlot $ 239
VisiTerm $ 79
Zork $ 33

Softech Int'l

Stockfile $250
Stockseller $423

Software Publishing:

PFSIi(NEW) $ 89
PFSIII $ 69
Report II or III $ 69

Sorcim SupercalcCP/M $219
Stoneware,

DB Master (new version) $ 1 79

Sub Logic Flight Simulator $ 28

SAVE

50%

37%
38%
SAVE
25%
25%
25%
25%
20%
30%
20%
20%
20%
2p%

60%
30%

26%
26%
26%
25%

22%
20%

OTHER BRANDS IN STOCK:
Accent, Adventure International, Astar,
Auto, SImm., Avalon, Avant-Garde, Beagle,
CPU, Cavalier, Datasoft, Delta, Edu-Ware,
Info Com, Lazer, LJK, Phoenix, Quality,
Sensible, Sentient, Sirius, Straitegic,

Synergistic and United.

CP/M Software 8" and 5''

All Ashton-Tate, Insoft, Micro Pro, and
Peachtree CP/M software available for

most 5" and 8" drives, and computers at

similar discounts.

3101-10 CLOSEOUT
Terminal $ 995

SAVE
30%

Ql. commodore
VIC 20 Home Computer $249 16%

HEWLETT H/P85A
PACKARD

if $1,995
SAVE

H/P 85 IVIIcrocomputer/ Monitor/ Printer $1995 27%
H/P87CP/M Microcomputer NEW! $1995 20%
H/P 125 CP/M Microcomputer NEW! $1995 27%
H/P 82901M 5" Dual Drives $1650 27%
H/P 7225B Professional Graphics Plotter $2060 25%
H/P7470A Graphics Plotters $1249 19%
H/P 41C Calculator $ 185 25%
H/P41CV Calculator 2.2K $ 245 25%
Full Accessories and Software Line CALL pALL

HI 800 16K $666 17%
Jwi 400 16K $333 26%
ATA rti® M icrotek 16K RAM
AlAKI ' M icrotek 32K RAM

$ 75 25%
$ 149 25%

410 Recorder $ 79 17%
810 Disk Drive $449 26%
850 Interface $169 25%
Other Hardware 20 to 30%
Full Line of Software 25%
Visicalc $159 21%
Pac Man Avail 5/82 $ 34 25%
Communicator Kit $345 25%
Educator Kit $129 27%

CLOSEOUT
COMPUTER SYSTEMS

8000-15 208K, 4 User, 2 Disk Drives
MTU-1 Tape Backup for Hard Disk
8000-10 2O8K74 User, 10 Meg
Others in Stock

$3995

$2795
$6495
CALL'

20%
25%
25%
CALL

INTE^TEC
DATA
SYSTEMS

SUPERBRAiN
64K QD

While They Last

$2795 30%

EPSON PRINTERS
MXBO $449 31%
MX80F/T $555 25%
MX100 F/T w/graphics $729 27%
70/80/100 Apple Interface and Cable $ 95 15%
MX80 Friction feed adapter $ 59 22%
MX80 Graftra^ Chip $ 79 20%

^fEC Microcomputer
8001 32K Computer $ 750 25%
286K Total Dual Drive PC8031 $750 25%
32K addon and I/O Unit PC8012 $495 24%
Ren Tec "The Wedge" 32K $495 17%
8023 Impact Printer F/T $595 25%
Impact Printer Gable $ 49 25%
3510 Letter Quel. Printer $1995 20%
NEC PC Software CALL CALL

^^^|^W||Q 5 Meg Hard DiskWW" ^^'^ 10 Meg Hard Disl<

$2995
$4345

21%
20%

CLOSE OUT 20 Meg Hard Disk $5245 20%
PRICES Omni-Net, Constellation, Mirror, In Stock

STAR INDICATES
BEST BUYS

REFERENCES:
We have been a computer dealer since 1978. Our bank
reference is First Interstate Bank (603) 776-5620. We
belong to the Chamber of Commerce, (503).77'2-6293.

* Apple is a registered trademark of Apple Computer

NO SALES TAX
Oregon Order Desk
(503) 772-3803

TOLL FREE

^ster charge

Inc.

VISA

NATIONAL
ORDER DESK

(800)547-1289
CIRCLE 127 ON READER SERVICE CARD
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CP/M COMPUTER OWNERS,

CREATE PERFECT DOCUMENTS!

EDIT THE TEXT:
WORDSTAR $299

CORRECT THE SPELLING:
SPELLGUARD $239
SPELLSTAR $169

CHECK THE GRAMMAR AND
ANALYZE YOUR WRITING
STYLE:
GRAMMATIK $139

ADD FOOTNOTES:
FOOTNOTE & PAIR $119

CREATE A CUSTOM MAILING
LIST PROGRAM:
QUICKSCREEN $149

SEND A PERSONALIZED COPY
TO ALL OF YOUR FRIENDS:
MAILMERGE $ 99

IF YOU NEED HELP:
WORDSTAR
TRAINING GUIDE $ 20
FREE WITH WORDSTAR

WORD PROCESSING CLASSES
REGISTER NOW FOR BOSTON

SOME ADVICE FOR SOFTWARE
BUYERS:

EVERYONE WANTS TO SELL
YOU SOFTWARE. MANY CLAIM
TO OFFER THE GREATEST
NUMBER OF PROGRAMS IN THE
COUNTRY. THEY LEAVE IT UP TO
YOU TO FIND OUT WHICH ARE
BEST.

AT SOFTWAREBANC WE
EVALUATE EVERY PROGRAM
ON THE MARKET AND THEN,
ONLY OFFER YOU THE BEST. OF
COURSE, WE PROVIDE FREE
SUPPORT FOR ALL OUR
PRODUCTS.

46 Bianca Road, Duxbury, Mass. 02332

To Order Call: Technical Support:

(617) 58M65S (617) 64M235

Shipping Charges: $5.00 for software

$2.50forl3ool(S
(S Mtg-Yradomcirk

r

IfOnly Scripsit Could

With Superscript, It Can!

Carl Iseli
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GPeative Gompiittii({
SOFTWARE PROFILE

Name: Superscript

Type: Word Processing Utility

System: TRS-80 Model I, Disk Drive

Format: Disk

Language: Machine Language

Summary: Enhancement to Scripsit

Price: $50.00

Manufacturer:

Acorn Software Products, Inc.

634 N. Caroline Ave., S.E.

In general, the Scripsit word processing

system for the TRS-80 Model I from Radio
Shack has received rave revie'^s. It is just

about the most versatile such program
available for anything near its price. If

you plan to use a word processor profes-

sionally, however, "just about" doesn't quite

make it. Scripsit comes up lacking in several

areas—some of them major, others rela-

tively trivial. But that was before Acorn
Software Products, Inc., 634 North Caroline

Ave., SB, Washington, D.C..20003, intro-

duced a daridy modification called Super-

script by Richard Wilkes.

Underlining, superscripting and sub-

scripting, special characters and boldface

type are some of the more obvious abilities

Superscript adds to your word processing.

Others, like the ability to prodce either

"slashed'' zeroes(0) or the regular variety

(0), forced spacing, keyboard text insertion

Carl Iseli. 2108 Kin^shouse Rd.. Silver Spring.

MD 2(W()4.

48

during printout and type pitch selectability,

can come in handy more often than you
might expect. Finally, Superscript has
added a couple of features that I can
credit with having saved what's left of my
sanity!

Until you've experienced the thrill of

trying to save a twenty-page manuscript
on disk, only to have the "DISK AREA
FULL" message pop onto the bottom of

the screen, you won't fully appreciate the

ability of Superscript to read a disk

directory and kill files. Don't be smug, it

will happen to you—probably at 3 a.m.—
and your spare diskette box will be empty.

After modifying Scripsit with Super-Script,

you will be able either to find a disk with

enough free space or kill some unnecessary

files. And all the while your text remains
safe and sound, waiting to be dumped
whenever you are ready.

Superscript is not a word processing

system by itself , nor does the disk supplied

even contain a complete Scripsit program.
It combines with and modifies your copy
of Scripsit, giving it all the capabihties

you've wished for. The Superscript disk

contains the basic Scripsit modification,

driver routines for several popular printers

and a file transfer utility, with a versatile,

general duty lower-case driver thrown in

as a free extra. You transfe;r your Scrip-

sit/LC program to this disk— using the

file transfer option if you have only one
disk drive. Then specify which print driver

you will use, and the program will combine
Scripsit, the modification and the print

driver into one program, called "SCRIPT/
CMD." SCRIPT can now be copied onto

any disk using the COPY command if

you have two or more drives, or the file

transfer utility on Superscript for single

drive owners.

a
ft

mc
pu
tar

shi

pie

cai

the

the

onl

not

the

fro

ne(

spe

yoi

usi]

fine

it is

loa

in ]

the

Suf
eac

Prii

I

Th(

eml
as £

und

Creative Computing Buyer's Guide Cre



In order to use Superscript, you must

have the disk version of Scripsit and your

TRS-80 must have a lower-case modifica-

tion installed. The reason for the first

restriction is that the tape version of Scripsit

uses different memory locations than does

the disk version. The lowercase require-

ment shouldn't bother too many people;

after all, a word processer without lower-

case is like Perrier without bubbles! To
utilize the printing capabilities fully, you

need one of the daisy-wheel, thimble type,

or other letter-quality printers: Radio

Shack's Daisy-II and Lineprinter IV (and

its clone, the Centronics 737), Diablo

(parallel or serial), NEC Spinwriter (5510

or 5530, Qume, Sanders, and Anderson-

Jacobson. Superscript will support other

printers with underlining and slashed zeros

only, provided the printer is capable of

backspacine.

Table 1 . Superscript Functions.

Active text insertion

allows you to put in text

from ttie i^eyboard while

you are printing a
Scripsit file.

One of my questions in evaluating any

modification is: Does it accomplish its

purpose without introducing bugs in the

target program? In this, Superscript really

shines. The modification is almost com-
pletely invisible to the Scripsit user; you
can use Scripsit exactly as described in

the Radio Shack documentation and ignore

the added capabilities if you like. The
only exceptions to this are in the copyright

notice that appears at the beginning of

the program, and in the "L" (load file

from disk) command. Normally, you
needn't use a disk filename when you
specify the "L" command, assuming that

you have previously loaded or saved a file

using its name. Since "L" is also used to

find the length of the document in memory,

it is conceivable that you might accidentally

load a file— thus destroying whatever is

in memory— while simply trying to find

the length of the current file. Under
Superscript, you must specify a file name
each time you load it.

Printing Options

Using the new features is simpUcity itself.

The print modifying commands are

embedded into the text using the "@" key

as a "control" key. For example, to start

underlining a section of text, you press

CONTROL CHARACTERS

Letters enclosed in brackets indicate that they are typed while holding down the

"control" (@) key.

Pontrnl Function Remarks

|U| UnderUne Used to begin & end function

|Y||U| Boldface Used to begin & end function

[Tl Superscript Used to begin & end function

Subscript Used to begin & end function

Slashed Zero [Y] must precede each zero

to be slashed

|N| Required Space See text

|0| Left Bracket
[

Appears as up-arrow

|P| Right Bracket
\

Appears as left-arrow

IKl Left Braces
|

[LI Right Braces
}

[11 Caret A Appears as right-arrow

miB] Set 10-Pitch

[Yim Set 12-Pitch

lYllYl . Insert Text from Keyboard During Printout

COMMAND FUNCTIONS

These are added functions that can be used by pressing the BREAK key,

followed by the command.

Command

?D

K filename

Function

Displays the disk directory and amount of free disk space.

Text is restored by pressing ENTER or space bar.

Kills the named file from the disk and frees its space, "file-

name" can be any valid DOS name: TVPROD/SCR.O, etc.

the "U" key while holding down "@"

(control). At the point where you wish

the underlining to end, just press "control-

U" again. Similar control codes are used

for other print operations (Table 1). Each
of the new control codes has a unique

graphic block associated with it that

becomes embedded in the text you see

on your screen. Even these blocks have

been chosen to indicate, as well as possible,

the functions they perform. The underlining

indicator is a small square below the print

line. Superscripting and subscripting indi-

cators are tiny rectangles above and below

the line, respectively. The indicator for

boldface even resembles a "b" in block

graphics.

Active text insertion allows you to put

in text from the keyboard while you are

printing a Scripsit file. Thus you can insert

names or other information in a form
letter, etc. This can only be done in

unjustified text, and is accomplished by
typing "control-V twice. When these

characters are encountered during a

printout, the printer pauses and the bottom
line of the screen (the "Command Line")

awaits keyboard entry of the text to be
inserted; after typing the desired insertion,

pressing ENTER causes it to be printed

and the printout to resume. Neat!

The purpose of the "required space"

command is a little less apparent. When
printing justified text, Scripsit randomly

inserts spaces as necessary to make the

lines come out even. Occasionally, this

puts two or more spaces between words
that really need to "go together," like

"Atlantic City" (which looks strange if it

is printed as "Atlantic City"). By typing

"Atlantic <control-N> City," Superscript

sees one 13-letter word (where one of the

letters happens to be a space) rather than

an eight-letter word, a space, and a four

Creative Computing Buyer's Guide 49



Fiviure 1. Example of Superscript Text.

Here are some of Superscript's special functions:
With Superscript, anv text — even i£

—

justi£ie<3 — gan
underlined. Horizontal lines can also be drawn
easily. Likewise, you can specify boldface for any

section of copy and underline the boldface text, if you

like. For research works or mathematical papers, you

can call for superscr ipting or subscripting, and to

make the distinction between the letter "0" and the

number "0" perfectly clear, you can specify slashed
zeros:

+ = Log 3.1£)00331

For special emphasis on indented text material, Super-
Script allows you to "toggle" between 10- and 12-pitch
type, and to insert a printer pause to change type

wheels.

The resulting document can be very impressive

looking when you use appropriate Superscript

features. But don't overdo it — like this

example — or it will simply be distracting and

difficult to read.

All the features of Superscript have not been used in

this example, but it should offer enough of an example
to show the utility of this clever modification to

SCRIPSIT.

Superscript, continued...

letter word. It will always print with only

one space. Another place where the

required space comes in handy is when
you want to be sure that a group of words

appears on the same line. Since the group

is seen by the program as one big word, it

will print on the same line no matter how
you format your text.

Other print control codes allow the

printing of brackets ( | ] ), braces ( { } ),

and carets (A). With some printers.

Superscript lets you toggle between ten

characters per inch (10-pitch) and twelve

characters per inch (12-pitch). Though
you would normally set your type pitch at

the beginning of the text, this, combined
with the printout pause capability, lets

you do some pretty fancy printing: You
could start printing in 10-pitch. then pause

the printer, switch type-wheels, change to

12-pitch. and print indented material with

a completely different look than the main

text (see Figure 1).

Directory and Kill Commands
Superscript gives you many clever

printing options, but the special commands
available during text entry/editing will be

used even more often, perhaps. These

are the Directory and Kill commands,
and add immense ease-of-use and power
to Scripsit.

You can see the disk directory at any

time by simply pressing the BREAK key

(to put you in command mode) and typing

"?D." The directory will replace the text

on screen and will show all files with

regular and 'Invisible'' attributes (but not

"system" files), plus an indication of the

amount of disk space available in grans.

Great, you say. but what happens to the

text that was replaced by the directory?

Press either the space bar or the ENTER
key and the directory disappears, to be

replaced by your text—even the cursor is

just where you left it.

The combination of thie

Kill and Directory

commands alone make
Superscript worth

its price.

Killing files without leaving Scripsit is

even simpler than killing them from DOS.
Just enter the command mode by pressing

BREAK, then type "K filename." The
disk whirs in the drive and it's done. The
beauty of this command is that you can

make room for your text to be stored on
disk without the Scripsit Catch-22: with

unmodified Scripsit, you must exit the

program—and thus lose the text— to make
room on the disk for the copy you just

lost! The combination of the Kill and
Directory commands alone make Super-

script worth its price.

When Radio Shack first released Scripsit,

there was a tremendous flurry of interest

among business people. The furor was

quickly dampened, however, when people

discovered that the limitations of Scripsit

were simply unacceptable in a business

environment. Had SuperScript been avail-

able at that time — and recommended by

Radio Shack personnel — sales to the

business and professional communities

would have increased significantly.

Disadvantages

But is everything about Superscript ']\xsX

peaches-and-cream? Well, almost. There

are some areas that could stand improve-

ment. The program documentation, while

very complete, is not easily digestible by

computer novices and needs to be read a

couple of times before it can be fully

understood. I would dearly love to have

seen included a separate card with a

summary of the new commands and control

characters. A set of stickers to use in

labelling the new control keys would also

be nice. It's little touches like these—
however trivial— that make life easier for

the end-user of a fine product like Super-

Script, especially if that end-user is not a

computer hobbyist.

Summary
All told. Superscript represents a very

significant improvement over Radio Shack's

unmodified Scripsit. But even amid this

wealth of added capabilities, there have

been a few perfectionists who still suffer

from the dread 'if only..." syndrome. To
satisfy them. Acorn Software will be

releasing an expanded (and more expen-

sive) version of Superscript. It should be

available even as you read this review,

and will include user-defined special

characters and control codes; variable

repeat speed; automatic saving of the

window width, tab stops, and paragraph

indentation settings; an indication of how
many grans of disk space will be needed

to save the current text; and the ability to

load both Scripsit and the desired text file

directly from DOS by typing "SCRIPT
filename."

Additionally, Acorn will include a sep-

arate program titled, appropriately,

"OOPS." This little gem will allow you to

recover all or most of your Scripsit text

after you accidentally press the reset

button, issue the "END" command, or if

the system "hangs up" for just about any

reason before saving your copy on disk.

If you don't need the extra bells and

whistles, the original version of SuperScript

continues to be a super bargain at $50.(X).

On the other hand, the combination of

Radio Shack's Scripsit and Acorn Soft-

ware's expanded SuperScript promises to

be a word processing system that will be

hard to beat at any price.
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ASAP Has
The Oames*

IHple Play.

and much
much morB!

Make ASAP your source for recreational software. ASAP carries all the

most popular lines: Dakin 5, Muse and On-Line Systems, and a complete

selection of Atari. Whether you're looking for Pac-Man, Centipede or

Space Invaders, ASAP has the games you want most.

But ASAP goes beyond fun and games. We also carry a full line of

educational software — for spelling, math, typing, statistics and much,
much more. Check the list of software and manufacturers below. Then
call ASAP to place your order today.

ATARI®

Adventure International

Adventure#1,2&3 disk 34.95

Adventure #4, 5 & 6 disk 34.95

Adventure #7, 8 & 9 disk 34.95

Adventure #10, 11 & 12 disk 34 95

Adventures 1-12 disk 90.00

Star Trek 3.5 disk 19.95

Lunar Lander disk 17.95

Rear Guard disk 19.95

Adv #1 — Adventureland cass 17.95

Adv #2 — Pirate's Adventure cass 17.95

Adv #3 — Mission Impossible cass 17.95

Adv,#4 — Voodoo Castle cass 17.95

Adv #5 — The Count cass 17 95

Adv #6 — Strange Odyssey cass 17.95

Adv #7 — Mystery Fun House cass 17.95

Adv #8 — Pyramid of Doom cass 17.95

Adv #9 — Ghost Town cass 17.95

Advil^lO — Savage Island I cass 17.95

Adv #11 — Savage Island II cass 17.95

Adv #12 — Golden Voyage cass 17.95

Adventures 1-12 cass 80.00

Angle Worms/Crolon Diversion .... cass 1 1 95

Deflection cass 11.95

Mountain Shoot cass 11.95

Sunday Golf cass 11.95

Galactic Empire cass 17.95

Galactic Trader. cass 17.95

Star Trek 3.5 cass 17.95

Lunar Lander cass 12.95

3D Tic Tac Toe cass 17.95

Treasure Quest cass 17.95

Rear Guard cass 17.95

Arcade Plus

Ghost Hunter ' disk 25.00

Ghost Hunter cass 30.00

Automated Simulations

Temple of Apshai disk 34.95

Star Warrior disk 34.95

Rescue at Rigel disk 25.00

Datestones of Ryn disk 17.95

Crush, Crumble & Chomp disk 25.00

Invasion Orion disk 19.95

Ricochet disk 17.95

Temple of Apshai cass 34.95

Star Warrior cass 34.95

Rescue at Rigel cass 25.00

Datestones of Ryn cass 17.95

Crush, Crumble & Chomp cass 25.00

Invasion Orion cass 19.95

Ricochet cass 17.95

ATARI®

Basketball ROM 27.00

Super Breakout ROM 30.00

Educational System ; ROM 19.95

Video Easel ROM 25.00

Music Composer ROM 42.00

Computer Chess ROM 32.00

3D Tic Tac Toe ROM 25.00

Star Raiders ROM 36.00

Kingdom cass 12.95

Blackjack cass 12.95

Biorhythm cass 12.95

Assembler/Editor ROM 45.00

Mortgage Loan Analysis cass 15.95

Stock Analysis disk . 19.95

Stock Charting disk 22.95

Bond Analysis disk 22.95

Mailing List cass 19.95

Touch Typing 2 cass 19.95

Graph It 2 cass 17.95

Energy Czar cass 12.95

Telelink ROM 24.00

Space Invaders ROM 30.00

Scram cass 18.95

Word Processor disk 119.00

Asteroids ROM 32.00

Missile Command ROM 32.00

Personal Finance disk 64.95

Microsoft Basic disk 75.00

Caverns of Mars disk 32.00

Centipede disk 35.00

Pac-Man call

Avahm Hill Game Company

Empire of the Overmind disk 29 95

Tanktics
'

disk 25.00

B-1 Nuclear Bomber cass 12.00

Midway Campaign cass 12.00

North Atlantic Convoy Raider cass 12.00

Nukewar cass 12.00

Conflict 2500 cass 12.00

Planet Miners cass 12.00

Lords of Karma cass 16.96

Empire of the Overmind cass 25 00

Tanktics cass 19.95

Innovative Design Software. Inc.

Pool 1.5 (HI-RES) 28.95

On-Line Systems

HI-RES Adv #0 - Missn: Asteroid . . . disk 19.95

HI-RES Adv #2 - Wiz & Prmcess disk 25.00

Roadwork disk 29.95

Jawbreaker disk 25.00

Softporn Adventure (X-rated) disk 25.00

The Next Step ...disk 29.95

Personal Software

Visicalc disk 169.00

United Software of America

Atari World disk

3D Supergraphics disk

Survival/Adventure disk

3D Supergraphics cass

Survival/Adventure cass

ATARI VIDEO COMPUTER SYSTEM

(For Home Entertainment Systems)

Acttvlsion

Dragster Cartridge

Boxing Cartridge

Checkers Cartridge

Fishing Derby Cartridge

Skiing Cartridge

Bridge Cartridge

Tennis Cartridge

Laser Blast Cartridge

Freeway Cartridge

Kaboom! Cartridge

Stampede Cartridge

Ice Hockey Cartridge

49.95

34.95

19.95

34.95

19.95

19.95

19.95

1995

19.95

19.95

25.00

19.95

19.95

19.95

19.95

19.95

25.00

FOR APPLE USERS . .

.

Avalon Hill Game Company

DakIn 5/Levei 10

Datasoft

Denver Software

EOU-Ware

Imfocom

Innovative Design Software. Inc.

Micro Pro International

Microsoft

Muse

On-Line Systems

Personal Software

Quality Software

SIrlus Software

Softape

FOR TRS-80 USERS

Datasoft

EDU-Ware

EDU-Ware East

Hayden S(^are

Microsoft

Personal Software

FOR CP/M USERS . .

.

Adventure International

Datasoft

ISA

Micro Pro International

Microsoft

Quality Software

FOR IBM USERS . .

.

Personal Software

computer
products, inc.

1198 E. Willow St.. Signal Hill, OA 90806

All pricM sublect to changt without notice. CaM for iMtt price.

ASAP offers a 1 5-clay buyer protection policy: full money-t>ack guarantee
if not totally satisfied.

Ordering Information: name, address, phone, ship by: UPS or Mail.

Shipping charge: add $2.50 up to 1 lb. for UPS blue; add $1 .50 for U.S. Mail

(U.S. only) ($25.00 minimum order). Call for larger sfiipments.

Terms: We accept cash, check, money orders, Visa & Master Charge (U.S.

Funds only). Tax: 6% Calif, res. CCD's and terms available on approval

(school PO's accepted).

Toll free outside California: (800) 421-7701 . Inside California; (213) 595-6431 (714) 891-2663.
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DYNACOMP
Quality software for

4c.

ATARI
PET/CBM

APPLE II Plus

OSBORNE-1

ALTAIR****

TRS-80 (Level II)**

NORTH STAR***

CP/M Disks/Diskettes

(see Availability box)

CARD GAMES
BACCARAT (AUurioDly) Prict: $11.95 CMwtte/$22.9SDtakctte

Thu ii the European card game which is the favorite of the Monte Carlo jet let. Imagine yourself at the gaming table with 007

to your left and Ooldfinger to your right. Learn and play BACCARAT at your leisure on the Atari. Contains full high resolu-

tion color graphics and matching sound. Runs in I6K. Requires one joystick.

GIN RUMMY (Apple oaly) Price: $18.95 Caisette/$22.9S DUkette

This is the best micro computer implementation of GIN RUMMY existing. The computer plays exceptionally well, and the

HIRES graphics are superb. What else can be said?

POKER PARTY (Available for al computers) Price: $17.95 Cuictte/$21.95 Diskette

POKER PARTY is a draw poker simulation based on the book, POKER, by Oswald Jacoby. This is the most comprehensive

version available for microcomputers. The party consists of yourself and six other (computer) players. Each of these players

(you will get to know them) has a different personality in the form of a varying propensity to bluff or fold under pressure.

Practice with POKER PARTY before going to that expensive game tonightl Apple cassette and diskette venions require a

32 K (or larger) Apple II.

GO FISH (Available for all computers) Price: $14.95 Cassette/$18.95 Diskette

GO FISH is a classic children's card game. The opponent is a friendly computer with user inputs that are simple enough for

small children to easily master. The Apple and Atari versions employ high resolution graphics for the display of hands. A must
for children!

THOUGHT PROVOKERS
MANAGEMENT SIMULATOR (AUri, North Star, OSB(HtNE aad CP/M oaly) Price: $19.95 CaMctte

$23.95 Dtokette

This program is both an excellent teaching tool as well as a stimulating intellectual game. Based upon similar games played at

graduate business schools, each player or team controls a company which manufacturers three products. Each pUyer attempts

to outperform his competitors by setting selling prices, production volumes, marketing and design expenditures etc. The most

successful firm is the one with the highest stock prKC when tlie simulatiaa ends.

FUGHTSIMULATOR (AT^takk for al conpaten) Pricr. $17.95 CaaMttc/$21.95 Ditkctte

A realistic and extensive mathematical simulation of Uke-off, flight and landing. The progrsim utilizes aerodynamic equations

and the characteristics of a real airfoil. You can practice instrument approaches and navigation using radiab and compass

headings. The more advanced flyer can also perform loops, half-rolls and similar acrobatic maneuvers. Although this program

does not employ graphics, it is exciting and veiy addictive. See the software review in C(MPUTRONICS. Runs in 16K Auri.

VALDEZ (Available for aUcompatcra) Price: $15.95 Cassette/$19.95 Dbkette

VALDEZ is a computer simulation of supeitanker navigation in the Prince William Sound/Valdez Narrows region of Alaska.

Included in this simulation is a realistic and extensive 236 x 2S6 element map, portions of which may be viewed using the

ship's alphanumeric radar display. The motion of the ship itself is accurately modelled mathematically. The simulation also

contaias a model for the tidat pattern* in the regim, as well as other traffk: (outgoing tankers and drifting icebergs). Chart

your course f^om the Gulf of Alaska to VaMez Harbor! See the software reviews in 80 Software Critique and Personal Com-
puting.

BACKGAMMON 2.0 (AUri, North Star, OSBORNE and CP/M only) Price: $14.95 Casactte/$18.95 Diskette

This program tests your backgammon skills and will also improve your game. A human can compete against a computer or

against another human. The computer can even play against itself. Either the human or the computer can double or generate

dice rolls. Board positwns can be created or saved for replay. BACKGAMMON 2.0 plays in accordance with the offkial rules

of backgammon and is sure to provide many fascinating sessions of backgammon play.

CHESS BISTER (North SUr and TRS-80 only) Price: $19.95 Casactte/$23.95 Diskette

This complete and very powerful program provides five levels of play. It includes castUng, en passant captures and the promo-

tion of pawns. Additionally, the board may be preset before the start of play, permitting the examination of "book" plays. To
maximize execution speed, the program is written in assembly language (by SOFTWARE SPECIALISTS of California). Full

graphics are employed in the TRS-80 version, and two widths of alphanumeric display are provided to accommodate North

Star users. See review in onComputing.

SUPER SUB CHASE (Atari only) Price: $19.95 Cassettc/$23.95 Diskette

SUPER SUB CHASE simulates a search and destroy mission. Set your course and keep an eye on the sonar readings as you

hunt for the hidden submarine. Set the depth charge explosion depth and watch them sink towards the sub. This is an addictive

game which takes advantage of the Atari's graphics and sound capabilities. One or two players. Joystick(s) required.

FOREST FIRE! (Atari only) Price: S15.95 Cassette/$19.95 Diskette

Using excellent graphics and sound effects, this simulation puts you in the middle of a forest fire. Your job is to direct opera-

tions to put out the fue while compensating for changes in wind, weather and terrain. Not protecting valuable structures can

result in sUrtling penalties. Life-like variables are provided to make FOREST FIRE! very suspenseful and chaUenging. No two

games have the same setting and there are 3 levels of difficulty.

BLACK HOLE (Apple only) Price: $14.95 Cas8ctte/$18.95 Diskette

This is an exciting graphical simulation of the problems involved in closely observing a black hole with a space probe. The ob-

ject is to enter and maintain, for a prescribed time, an orbit close to a small black hole. This is to be achieved without coming

so near the anomaly that the tidal stress destroys the probe. Control of the craft is realistically simulated using side jets for

rotation and main thrusters for acceleration. This program employs Hi-Res graphics and is educational as well as challenging.

SPACE EVACUATION! (Apple, Atari aad TRS-M only) Price: S15.95 Caiicttc/$19.95 Diskette

Can you colonize the galaxy and evacuate the Earth before the sun explodes? Your computer becomes the ship's computer as

you explore the universe to rek>cate millions of people. This simulation is particularly interesting as it combines many of the

exciting elements of classic space games with the mystery challenge of ADVENTURE.

MONARCH (Atari oaly) Priee: $11.95 CaMCMe/$lS.9S DWiette

MONARCH is a fascinating economic simuhttion requiring you to survive an 8-year term as your nation's leader. You deter-

mine the amount of acreage devoted to industrial and agricultural use, how mudi food to distribute to the populace and how
much shouM be spent on poUution control. You will find that aU decisions faivolve a compromise and that it is not easy to make
everyone happy. Runs in I6K Atari.

CHOMPELO (Atari oaly) Priee; $11.95 Ca8wtte/$15.95 Diskette

CHOMPELO is really two challenging games in one. One is similar to NIM; you must bite off part of a cookie, but avoid tak-

ing the poisoned portion. The other game is the popular board game REVERSI. It fuUy uses the Atari's grairiiics capability,

and is bard to beat. This package wiU nm on a 16K system.

SPACE LANES (Avalabk for al conpateri) Price: $10.95 Castctte/$14.95 DUkette

SPACE LANES is a simple but exciting space transportation game which involves up to four players (including the computer).

The object is to form and expand space transportation companies in a competitive environment. The goal is to amass more net

worth than your opponent. The economics include stock purchases and company mergers. Watch your wealth grow!

AVAILABILITY

DYNACOMP software is supplied with complete documentation containing clear explanations and examples. Unless otherwise

specified, all programs will run within 16K program memory space (ATARI requires 24K). Except where noted, programs are avail-

able on ATARI, PET, TRS-80 (Level II) and Apple (Applesoft) cassette and diskette as well as North Star single density (double

density compatible) diskette. Additionally, most programs can be obtained on standard (IBM 3740 single density/double density

compatible format) 8" CP/M floppy disks for systems running under MBASIC (for example. Altos, Xerox 820 and many others).

51/4" CP'M diskettes are availahlt for thf North Star and Osborne computer systems.

*A TARI. PET/CBM. NORTH STAR, CP/M, IBM, OSBORNE and XEROX are registered tradenames and/or trade marks.

"Except where noted, all TRS-SO Model I software is available on cassette (only) for the TRS-80 Model III. Exceptions:

VALDEZ, CRIBBACE, GRAFIX, CHESSMASTER. TRSSO diskettes are not supplied with either DOS or BASIC.

***For most North Star disk-based systems. DYNACOMP presently does not support the new North Star Advantage.
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DYNACOMP OFFERS THE FOLLOWING
• Widest variety

• Guaranteed quality

• Fastest delivery

• Friendly customer service

• Free catalog

• 24 hour order phone

AND MORE...

STARTREK 3.2 (Available for all computers) Price: $ll.9S Cassctte/$15.9S Diskette

This is the classic Startrek simulation, but with several new features. For example, the Klingons now shoot at the Enterprise

without warning while also attacking starbases in other quadrants. The Klingons also attack with both light and heavy cruisers

and move when shot at! The situation is hectic when the Enterprise is besieged by three heavy cruisers and a starbase S.O.S. is

received! The Klingons get even! See the software reviews in A.N.A.L.O.G., 80 Software Critique and Game Merchandising.

LIL' MEN FROM MARS (Atari only) Prkc: $19.95 CaMeMc/$23.95 Dtakette

Defend yourself! The little men from Mars are out to get you if you don't get them first. This is a hilarious high resolutmn

animated graphics (arcade) game which exercises much of the Atari's power. Requires one joystick.

SPACETILT (Apple aad Atari oiriy) Prlcc:$M.9SCaaaeMe/S14^DMM«e
Use the game paddles to tilt the plane of the TV screen to "roll" a ball into a hole in the screen. Sound simple? Not when the

hole gets smaller and smaller! A built-in timer allows you to measure your sktti against others in this habit-forming action

game.

ESCAPEFROM VOLANTIUM (Atari oaly) Priee: $15.95 Caaiettc/$19.95INskcMe

Bring the action and excitement of an arcade into your home with ESCAPE FROM VOLANTIUM! To escape you must

maneuver your space ship around obstacles and htser blast the dragon (without being eaten). If he is killed with a direct shot

(not just a leg lopped ofO, a door opens to the outside. However, the door does not stay open indefinitely. If you fail to escape

in time, the door closes and a new dragon appears. Sometimes you can smash through the door by repeatedly diipping away at

it. Other times it is impervious. At the higher levels of play more obstacles and dragons appear, adding to the excitement. Uses
high resolution graphics and sound. Runs in 16K.

ALPHA FIGHTER (AUri only) Price: $13.95 Cassette/$17.95 Dtokette

Two excellent graphics and action programs in one! ALPHA FIGHTER requires you to destroy the alien surships passing

through your sector of the galaxy. ALPHA BASE is in the path of an alien UFO invasion; let five UFO's get by and the game
ends. Both games require the joystick and get progressively more difficult the higher you score! ALPHA FIGHTER will run

on 16K systems.

THE RINGS OF THE EMPIRE (Atari only) Price: $15.95 Cassctte/$19.9S Dtokette

The empire has developed a new battle station protected by rotating rings of energy. Each time you blast through the rings and

destroy the station, the empire devek>ps a new station with more protective ring}. This exciting game runs on 16K systems,

employs ncteiuive graphics and sound and can be played by one or two players.

INTRUDER ALERT (AUri only) Price: $15.95 Casselle/$19.95 Dtokette

This is a fast paced graphics game which places you in the middle of the "Dreadstar" having just stolen its plans. The droids

have been alerted and are directed to destroy you at all costs. You must find and enter your ship to escape with the plans. Five

levels of difficuhy are provided. INTRUDER ALERT requires a joystick and will run on 16K systems.

MIDWAY (Atari only) Price: $14.95 Cassctte/$1S.9S Dtokette

MIDWAY is an exciting extension of the game of Battleship. It mixes the challenges of strategy and chance. Your (Opponent

can be another human or the computer. Color graphics and sound are both included. Runs in 16K.

TRIPLEBLOCKADE (Atari only) Price: $14.95 CasMtte/$lS.95 Dtokette

TRIPLE BLOCKADE is a two-to-three player graphics and sound action game. It is based on the classic video arcade game
which millions have enjoyed. Using the Atari joysticks, the object is to direct your blockading line around the screen without

running into your oppoiicnt(s). Although the concqM is simple, the combined graphics and sound effect lead to "high

anxiety".

GAMES PACK I (Available for aU computers) Price: $10.95 Caa8ctte/$14.95 Dtokette

GAMES PACK I conUins the classic computer games of BLACKJACK, LUNAR LANDER, CRAPS, HORSERACE,
SWITCH and more. These games have been combined into one large program for ease in loading. They are individually ac-

cessed by a convenient menu. This collection is worth the price just for the DYNACOMP version of BLACKJACK.

GAMES PACK IKAvaOaMe for aBcoBMtatm) Price: $M.95 Caaietn/SMJ5 Dtokette

GAMES PACK II inchides the games CRAZY EIGHTS. JOTTO, ACEY-DUOBY, LIFE. WUMPUS and others. As with

GAMES PACK I. all this games are loaded as one program and are called from a menu. You will particularly enjoy

DYNACOMP's version of CRAZY EIGHTS.

Why pay S7.9S or more per program when you can buy a DYNAC(M4P coBectitm for just S10.9S?

MOON PROBE (Atari and North SUr only) Price: $11.95 Cassette/$15.95 Dtokette

This is an extremely challenging "lunar lander" program. The user must drop from orbit to land at a predetermined target on
the moon's surface. You control the thrust and orientation of your craft plus direct the rate of descent and approach angle.

Runs in 16K Atari.

SPACETRAP (Atari only, 16K) Price: $14.95 CaaMt<e/$ll.95 Dtokette

This galactic "shoot'em up" arcade game places you near a black hole. You control your spacecraft using the joystick and at-

tempt to btast as many of the alien ships as possible before the black hole closes about you.

CHIRP INVAoiaSS<PET/CBM oaly) Price: $14.95 CaMCtle/SM.95 Dtokette

CHIRP INVADERS is an addictWe game usuig action graphics. A Federation space station must be reached before the Chirps

conquer the Earth. Statioiuuy obstacles, moving meteors, and the attacking Chirps must all be avoided for a successful

journey. Good luck.

ADVENTURE
CRANSTON MANOR ADVENTURE (North Star and CP/M only) Price: $19.95 Dtokette

At last! A comprehensive Adventure game for North Star and CP/M systems. CRANSTON MANOR ADVENTURE takes

you into mysterious CRANSTON MANOR where you attempt to gather fabulous treasures. Lurking in the manor are wild

animals and robots who will not give up the treasures without a fight. The number of rooms is greater and the associated

descriptions are much more elaborate than the current popular series of Adventure programs, making this game the top in its

dass. Phiy can be stopped at any tune and the status stored on diskette. Not avaiUible in 5 '/i
" CP/M format.

GUMBALL RALLY ADVENTURE (North StWMly,48K) Price: $21.95 Dtokette

Take part in this outlaw race from the east coast to the west coast. The goal is to find your way to the finish line while main-
taining the highest possible speed. You may choose one of Tive cars available at the garage. The choice will affect your speed

and range. Remember to take spare parts and don't get caught speeding!

UNCLE HARRY'S WILL (North Star only, 40K) Price: $24.95 Diskette

Uncle Harry has died and has left you everything. However, he has neglected to mention where everything is! Instead, his will

consists of a poem which contains clues. You will have to travel all over the United States both by car and on foot to solve the

puzzle, and there are over 300 locations to probe. Be careful and watch out'for red herrings!

SPEECH SYNTHESIS
DYNACOMP is now distributing the new and revolutionary TYPE-'N-TALK^^ (TNT) speech synthesizer from Votrax. Simply
connect TNT to your computer's serial interface, enter text from the keyboard and hear the words spoken. TNT is the easiest-to-

program speech synthesizer on the market. It uses the least amount of memory and provides the most flexible vocabulary available

anywherel

List price $375. DYNACOMP'S price $319.93 phis SS.OO for shipping and handling.

TALK TO ME (T'N'T Atari only. 24K) Price: $14.95 Cassette/$18.95 Dtokette

This program presents a superb tutorial on speech synthesis using the Atari 800 and TYPE 'N TALK^^. TALK TO ME will

illustrate normal word generation as well as phoneme generation. The documentation Hicludes many hdpful programming
tips. TALK TO ME has been demonstrated on network (CBS) TV!

MISCELLANEOUS
CRYSTALS (Atari only) Price: $ 9.95 Casseite/$13.95 Dtokette

A unique algorithm randomly produces fascinating graphics displays accompanied with tones which vary as the patterns are

built. No two patterns are the same, and the combined effect of the sound and graphics are mesmerizing. CRYSTALS has been

used in local stores to demoiMtrate the sound and color features of the Atari. Runs in 16K Atari.

NORTH STAR SOFTWARE EXCHANGE (NSSE) LIBRARY
DYNACOMP now distributes the 23 volume NSSE library. These diskettes each contain many programs and offer an out-

standing value for the purchase price. They should be part of every North Star user's collection. Call or write DYNACOMP
for details regarding the contents of the NSSE collection.

Price: $9.95 each/$7.95 each (4 or more)

The complete collection may be purchased for $I49.9S
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BUSINESS and LfnLITIES

MAILMASTn (AttMt ttkcMC Wrijr) Wce: $39.95 Dbkette

MAILMASTER it a very venadle loftwue packafe for HfBgfag and manipulating mail lists and mini dau bases. Each disk

can hoM over 700 cunonMr aauriet oontainini naaM, addrcu. three 3-letter key words and a phone number. The display is

mariced so that entries may be made and edked with ease. The status (e.B., disk space left, options, etc.) is shown at all times.

Labels may be printed 1 ,2 or 3 up, and all sorting (rip code and alphabetic) it performed by a fast machine language program.

PERSONAL FINANCE SYSTEM (Atori and North Stof only) Prtee: $39.95 Dtokette

PFS is a single diskette, menu-oriented system composed of ten different programs. Besides recording your expenses and tax

deductible items. PFS will sort and summarize expenses by payee, and display information on expenditures by any of 26 user

defined codes by month or by payee. PFS will even produce monthly bar graphs of your expenses by category! This powerful

package requires only one disk drive, minimal memory (24K Atari. 32K North Sur) and will store up to 600 records per dUk

(and over 1000 records per disk by making a few simple changes to the programs). You can record checks plus cash expenses so

that you can finally see where your money foct and eliminate guesiwork and tedious hand calculations. Conuins high speed

machine iMgiiage tort. PFS hat bem demonstrated on network (CBS) TVI

FAMILY BUDGET (Applaud Atari oaly) Price: $34.95 Wskette

FAMILY BUDGET is a very convenient financial record-keeping program. You will be able to keep track of cash and credit

expenditures as well as income on a daily basis. You can record ux deductible items and charitable donations. FAMILY

BUDGET also provides a continuous record of all credit transactions. You can make daily cash and charge entries to any of 21

different expense accounts as well as to S payroll and tax accounts. Data are easily retrieved givlns the user complete control

over an otherwise complicated (and unorganindl) subject.

INTELINK (Atari only) Prke: $49.95 Diskette

This software package contains a menu-driven collection of programs for faciliuting efficient two-way communications

through I full duplex modem (required for use). In one mode of operation you may connect to a dau service (e.g., The

SOURCE or MicroNet) and quickly load dau such as stock quoutions onto your diskette for later viewing. This greatly re-

duces "connect Ume" and thus the service charge. You may also record the complete contents of a communications session.

Additionally, programs written in BASIC, FORTRAN, etc. may be built off-line using the support text editor and later "up-

loaded" to another computer, making the Auri a very smart terminal. Even Atari BASIC programs may be uploaded.

Further, a command file may be built off-line and used later as coS'trolling input for a time-share system. That is, you can set

up your sequence of time-share commands and programs, and the Atari will transmit them as needed; batch processing. All

this adds up to lavtaii both oonncct time and your ttane.

TEXTEDITORn (CP/M) Mm:*»M Dbkette/$33.45 Disk

This is the ttcond itlcate version of DYNACOMP's popular TEXT EDITOR I and contains many new features. With TEXT

EDITOR II you may builil text files in chunks and aatemble them for later display. Blocks of text may be appended, inserted or

ddded. Filtt may be saved oo ditlc/ditkettc in right justified/centered format to be later printed by either TEXT EDITOR II

or dK CP/M ED facility. Futher, ASCII CP/M fliat ^ichiding BASIC and assembly language programs) may be read by the

editor and proeeiied. In fact, text filet can be built using ED and later fonniated using TEXT EDITOR II. All in aU. TEXT
EDITOR II it an inexpensive, easy to use.'but very flexible editing system.

PAWIVE (Apple II phis diskette, two drives required) Price: $149.95

ftis is in enormously fiexible employee payroll system with extraordinarily good human engineering features. PAYFIVE

prints checks and compiles the required federal, suu and local forms for up to 148 employees. The pay methods may be hour-

ly, salary, commission or any combination. There are multiple options for pay periods, and they also can be used in any com-

bination. PAYFIVE includes many other features and conies extremely weU documented with a 200 page manual. The manual

may be puirchased separately for $30, and that payiient later applied to the software purchase.

SHOPPING LIST (Atari only) Price: $12.95 Casiette/$16.95 Diskette

SHOPPING LIST stores information on items you purchase at the supermarket. Before going shopping, it will remind you of

all the things you might need, and then display (or optionally print) your shopping list and the total cost. Adding, deleting,

I and storing data is very easy. Runs with 16K.

TAX OPTIMIZER (North SUr only) Price: $59.95 Diskette

The TAX OPTIMIZER is an easy-to-use, menu oriented software package which provides a convenient means for analyzing

variofis income ux strategies. The program is designed to provide a quick and easy dau entry. Income ux is computed by all

tax methods (regular, income averaging, maximum and alternate minimum tax). The user may immediately observe the tax

effect of critical financial decisions. TAX OPTIMIZER has been thoroughly field tested in CPA officat and comes complete

with the current ux ubles in its daU files. TAX OPTIMIZER is tax deductible!

UTIL (Apple only, 4«K) Price: $19.95 Diskette

UTIL is a disk -oriented utility system which permits examining and changing of the contents of DOS 3.2 and 3.3 diskettes at

the bit (nibble or byte) level. With UTIL you can eatUy examine the contents of a diskette sector by sector, restructure the sec-

tor pointers, reallocate sectors (e.g. bad tecton may be "hidden"), and perform many other sophisticated operatkms. For the

experienced programmer. w

TURNKEY AND MENU (Atari only) Price: $17.95 Diskette

TURNKEY is a utility program which allows you to create autoboot/autorun diskettes easily. Simply load and run TURN-

KEY, load the program diskette to be modified, and answer the questions! The TURNKEY diskette also comes with DOS 2.0

and includes another program, MENU. MENU lists the contents of your diskette alphabetically, and permits the running of

any BASIC program on the diskette by typing a single key. TURNKEY and MENU provide you with the abiUty to run any

program on your diskette by timpiy tammf on'the computer and ptetsint a thtgle key.

ST<X:KAID (Atari only) Price: $»,«Dlsketle

STOCKAID provides a powerful set of tools for stock market analysis. With STOCKAID you can display point and figure

charts, as well as bar charts with oscillators. You can also examine k>ng term moving averages and on-balance vohnnc features.

STOCKAID allows you to input daily data with a single diskette storage capability of 239 days x 16 stocks. Inchided ate

stock dividend and split adjustment capabilities. A very professkHial packagel

SHAPE MAGICIAN (Apple II, 4SK,dlakc(te paly) Price: $».9S

At last! An utiUty for painlessly creating graphics shapes for the Apple. Creatt, edit and save up to 30 shapes which can then be

used to devek>p arcade games or to timpiy enhance your programt. Add that professional touch!

EDUCATION

ORDERING INFORMATION
All orders are processed and shipped within 4t hours. Please enclose payment with order and faiclude the appropriate computer in-

formation. If paying by VISA or Master Card, inchide aU numbers on card. Purchase orders accepted.

Shipping aad HaadHng Charges

Within North America: Add $2.00

Outside North America: Add 15% (Air Mail)

PsBvery

Ail orders (exchiding books) are sent First Class.

HODGE PODGE (Apple otjly, 4SK Applesoft or Integer BASIC) Price: $14.95 Cas«eMe/$18.95 Diskette

Let HODGE PODGE be your child's teacher. Pressing any key on your Apple will result in a different and intriguing "hap-

pening" related to the letter or number of the chosen key. The program's graphics, color and sound are a delight for children

from ages 1 to 7. HODGE PODGE is a non-intimidating teaching device which brings a new dimension to the use of com-

puters in educatkm. See die excellent reviews of this very poptdar program fai INFOWORLD and SOFTALK.

TEACHER'S AIDE (AUri only) Price: $13.95 Caaaette/$17.95 Diskette

TEACHER'S AIDE consists of three basic modules contained in one program. The first module provides addition and sub-

traction exercises of varying levels of difficulty. The second module consists of multiplication problems in which the student

may be tested both on the final answer and/or on the subtotal answers in the long hand procedure. Several levels of complexity

are provided here as well. The third module consists of division problems; one particularly nice feature of the division module

is that the long hand division steps can be displayed along with the remainder in order to clearly demonstrate the procedure by

which the lemainder is derived. Using TEACHER'S AIDE is not merely a drfll, but radier a learning OQwrience.

PHARMACOLOGY UPDATE (PET only) Price: $1«.95 Cassette/$153.95 Diskette

This is DYNACOMP's first educational software entry for the medical profession (more are coming!). PHARMACOLOGY
UPDATE wa.s written by a R.N. as a masters project, with the aid of a practicing pharmacologist and an electronics instructor.

This package comes in two parts. The first part is a 200 page manual which is divided into 10 sections. Each of these sections

provides both concise information and probing questions. The second part consists of 10 programs that are keyed to the text

and which test the degree of your understanding of the text material. This package has great educational value for the begin-

ning student as well u the professk>nal interested in an efficient way to review and update his or her knowledge.

z

Quandiy DtscoMats
Deduct 10% when ordering 3 or more programs. Dealer discount schedules are available upon request.

t" CP/M Dtekn

Add S2.S0 to the listed diskette price for each 8" fioppy disk (IBM soft sectored CP/M format). Programs run under

MKroioft MBASIC or BASIC-80.

SM" CP/M DMs
An software availabte on 8" CP/M disks is also available on 5M" disks. North Star and Osborne format.

Ask for DYNACOMP programs at your local software dealer. Write for detailed descriptkms of these and other programs from

DYNACOMP.

DYNACOMP, Inc. (Dept. c)
' 1427 Monroe Avenue
Rochester, New York 14618

24 hour order phone: (716)442-8731 recording

Office phone (9AM-5PM EST): (716)442-8960

New York SUIc retidcBla please add 7« NYS sales Ux.
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STATISTICS and ENGINEERING

DIGrrAL HLTER (Available for all computers) Price: $39.95 Casaeite/$43.95 Diskette

DIGITAL FILTER is a comprehensive daU processing program which permits the user to design his own filter function or

choose from a menu of filter forms. The filter forms are subsequently converted into non-recursive convolution coefficients

which permit rapid data processing. In the explicit design mode the shape of the frequency transfer function is specified by

directly entering points along the desired filter curve. In the menu mode, ideal low pass, high pass and bandpass filters may be

approxima^d to varying degrees according to the number of points used in the calculation. These filters may optionally also be

smoothed with a Hanning function. In addition, multi-stage Butterworth filters may be selected. Features of DIGITAL
FILTER include plotting of the dau before and after filtering, as waU as display of the chosen fUter functions. Also induded

are convenient dau storage, retrieval and editing procedures.

DATA SMOOTHER (Not available for AUri) Price: $19.95 Caaaette/$23.95 Dbkette

This special daU smoothing program may be used to rapidly derive useful information from noisy business and engineering

daU which are equally spaced. The software features choice in degree and range of fit, as well as smoothed first and second

derivative calculation. Also hichided is automatic pkMUng of the faiput datt and smoothed rcsultt.

FOURIER ANALYZER (Available for al COMpaters) Price: $19.95 Casfc«tte/$23.95 Diskette

Use this program to examine the frequency spectra of limited duration signals. The program features automatic scaling and

plotting of the input dau and results. Practical appUcatioiu include the analysis of complicated patterns in'such fields as elec-

tronics, communications and business.

TEA (Transfer Function Analyzer) Price: $19.95 Cassene/$23.95 Diskette

This is a special software package which may be used to evaluate the transfer functions of systems such as hi-fi amplifiers and

filters by examining their response to pulsed inputs. TFA is a major modification of FOURIER ANALYZER and conuins an

engineeringoriented decibel versus log-frequency plot as well as data editing features. Whereas FOURIER ANALYZER isde-

signed for educational and scientific use, TFA is an engineering tool. Available for all computers.

HARMONIC ANALYZER (Available for aU computers) Price: $24.95 Caaactlc/Stt.95 DiskeHe

HARMONIC ANALYZER was designed for the spectrum analysis of repetitive waveforms. Features inchide data file genera-

tion, editing and storage/retrieval as well as dau and spectrum plotting. One particularly unique facility is that the input dau
need not be equally spaced or in order. The original dau is sorted and a cubic spHae hiterpolation is used to cnate thedaU file

required by the FFT algorithm.

FOURIER ANALYZER, TFA and HARMONIC ANALYZER may be purchased together for a combined price of S49.9S

(three cassettes) and $59.95 (three diskettes).

REGRESSION I (Available for aU computers) Price: $19.95 Casicne/$23.95 Diskette

REGRESSION I is a unique and exceptionally versatile one-dimensional least squares "polynomial" curve fitting program.

Features include very high accuracy; an automatic degree determination option; an extensive internal library of fitting func-

tions; daU editing; automatic dau, curve and residual plotting; a statistical analysis (eg: standard deviation, correlation coeffi-

cient, etc.) and much more. In addition, new fits may be tried without reentering the dau. REGRESSION I is ceruinly the

cornerstone program in any dau analysis software library.

REGRESSION II (PARAFTT) (AvaHable for aD computers) Price: $19.95 Caasette/$23.95 Dtakcttc

PARAFIT is designed to handle those cases in which the parameters are imbedded (possibly nonlinearly) in the fitting func-

tion. The user simply inserts the functional form, including the parameters (A(l), A(2), etc.) as one or more BASIC statement

lines. Dau, results and residual; may be manipuUted and plotted as vrith REGRESSION 1. Use REGRESSION I for

potynomial fitting, and PARAFTT for dMse complicated functions.

MULTILINEAR REGRESSION (MLR) (Available for all computers) Price: $24.95 Ca8aette/S2S.95 Dbkette

MLR is a professional software package for analyzing data sets conuining two or mofe lineariy independent variables. Besides

performing the basic regression calculation, this program also provides easy to use clau entry, storage, retrieval and editing

functions. In addition, the user may interrogate the solution by supplying values for the independent variables. The number of

variables and dau size is limited only by the available memory.

REGRESSION I, II and MULTILINEAR REGRESSION may be purchased together for $S1.9S (three cassettes) or $63.95

(three diskettes).

ANOVA (Not avallabie on AUri cassette or for PET/CBM) Price: $39.95 Caaaettc/$43.95 Diskette

In the past the ANOVA (analysis of variance) procedure has been limited to the large mainframe computers. Now
DYNACOMP has brought the power of this method to small systems. For those conversant with ANOVA, the DYNACOMP
software package includes the 1-way, 2-way and N-way procedures. Also provided are the Yates 2'^"'' factorial desiaps. For

those unfamiliar with /VNOVA, do not worry. The accompanying doctimenution was written in a tutorial fashion (Hy a pro-

fessor in the subject) and serves as an excellent introduction to the subject. Accompanying ANOVA is a support program for

buiklmg the dau base. Inchided gic several convenient features inchidhig daU editing, deleting and appcndtag.

BASIC SCIENTIFIC SUBROUTINES, Volumes 1 and 2 (Not avalabie for Atari)

DYNACOMP is the exclusive distributor for the software keyed to the popular texts BASIC SCIENTIFIC SUBROUTINES,

Volumes I andiby F. Ruckdeschel (see advertisements in BYTE magazine). These subroutines have been assembled aeeerdtag

to chapter. Included with each collection is a menu program which selects and demonstrates each subroutine.

Volume 1

Collection 01 : Chapters 2 and 3 - DaU and function plotting; complex variables and functions.

Collection #2; Chapter 4 - Extended matrix and vector operations.

Collection 03: Chapters 5 and 6 - Random number generators (Poisson, Gaussian, etc.); series approximatwns.

Price per coUection: $14.95 Cassctte/$18.95 Diskette

All three collections are available for $39.93 (three cassettes) and $49.95 (three diskettes).

1 - Linear, polynomial, multidimensional, parametric least squares.

2 - Series approximation techniques (economization, inversion, reversion, shifting, etc.).

3 - Functional approximations by iteration and recursion.

4 - CORDIC approximations to trigonometric, hyperbolic, exponential and logarithmic

functions.

5 - Table interpolation, differentiation and integration (Newton, LaGrange, splines).

6 - Methods for finding the real roots of functions.

7 - Methods for finding the complex roots of functions.

8 - Optimization by steepest descent.

$14.95 Cassette/$ 18.95 Diskette

All eight collections are available for $99.95 (eight cassettes) and $129.95 (eight diskettes).

Because the texts are a viul part of the documenuUon, BASIC SCIENTIFIC SUBROUTINES. Volumes I and 2 are avaiUble

from DYNACOMP:

BASIC SCIENTinC SUBROUTINES, Vol 1 (319 pages): S19.9S -« 75« postafe

BASIC SCIENtinC SUBROUTINES, Vol 2 (790 pages): S23.9S + SIM postage

See reviews in KILOBAUD and Dr. Dobbs.

SOFTNET (Apple II 4SK, diskette only) Price $129.95

SOFTNET may be used to create models of liquid pipeline systems to evaluate their flow performance. Up to 150 nodes with

up to ISO connecting elements may be simulated, and models may be combined to form yet larger models. If you a(C involved

in water distribution systems, chmical fluid flow problems, buikling phimbing, or sunilar situations, this is an kieal analysis

tool. ^

ACTIVE CIRCUrr ANALYSIS (ACAP) (4«K Apple only) Price: $25.95 Ca»eit«/$29.95 Dtokette

ACAP is the analog circuit designer's answer to LOGIC SIMULATOR. With ACAP you may anfflyze the response of an ac-

tive or passive component circuit (e.g., a transistor amplifier, band pass filter, etc.). The circuit may be probed at equal steps in

frequency, and the resulting complex (i.e., real and imaginary) voltages at each component juncture examined. By plotting the

magnitude of these voluges, the frequency response of a filter or amplifier may be completely determined with respect to both

amplitude and phase. In addition, ACAP prints a sutistical analysis of the range of voltage responses which result from

tolerance variations in the components. ACAP is easy to learn and use. Simply describe the circuit in terms of the elements and

their placement, and execute. Circuit descriptions may be saved onto cassette or diskette to be recalled at a later time for execu-

tion or editing. ACAP shouM be part of every circuit designer's program library.

LOGIC SIMULATOR (Apple only; 48K RAM) Price: $24.95 Cas8eitc/$2S.95 Dto|^ette

With LOGIC SIMULATOR you may easily test your complicated digiul logic design with respect to given set of inputs to

determine how well the circuit will operate. The elements which may be simulated include multiple input AND, OR, NOR,

EXOR, EXNOR and NAND gates, as well as inverters, J-K and D flip-fiops, and one-shots. The response of the system is

available every clock cycle. Inputs may be clocked in with varying clock cycle lengths/displacements and delays may be intro-

duced to probe for glitches and race conditions. At the user's option, a timing diagram for any given set of nodermay be plot-

ted usfaig HIRES graphics. Save your breadboarding unti] the qrcuit is checked by LOGIC SIMULATOR.

NUMBERKRUNCHER (TRS-80 only) Price: $69.95 Caaaette/$73.95 Diskette

This program is the most complete numerical analysis system available for the TRS-80. It can handle up to 255 dau sets, each

set having a six character name. It includes complete data editing facilities and convenient data input/output capability. The

analyses available are multiple linear regression and correlation determination of residuals, data transformations and extensive

graphics generation, including axis naming, and more. The supporting documentation is extremely well writteq and well

organized, and includes appendices which describe the numerical procedures used in the program.

STATSORT (TRS-80 only) Price: $39.95 Cassette/$43.95 Diskette

STATSORT consists of several menu selected programs which allow the user to create (build, edit, merge), format and print

files, (machine) sort them on any field, and numerically analyze (maximum, minimum, average, variance, standard deviation)

tabulated data. STATSORT is well documented and easy to use. The cassette version can also be employed to create a dau
type which can be read by the Radio Shack Advanced Sutistical Package.

STATTEST(TRS-Monly) Price: S19.9SCaasetle/$a3.99Dlskclte

This is a sutistical inference package which helps you make wise decisions in the face of uncertainty. In an interactive fashion

you can build and edit dau files and test the differences in means, variances and proportk>ns. STATTEST will glso perform

dau analysis as well as do linear correlation and regression. This menu-directed sUtisticai workhorse is rounded out wkh a chi-

square contingency test and a (uniform and normal) random sample generator. The documenUtion is written by a college pro-

fessor who gindes you through the various tesu.

Vohimc 2

Collection #1: Chapter

Collection #2: Chapter

Collection #3: Chapter

Collection #4: Chapter

Collection #5: Chapter

Collection #6: Chapter

Collection ri: Chapter

Collection 18: Chapter

Price f>er collection:

ABOUT DYNACOMP
DYNACOMP is a leading distributor of small system software with sales spanning the world (currently in excess

of 50 countries). During the past three years we have greatly enlarged the DYNACOMP product line, but have

maintained and improved our high level of quality and customer support. The achievement in quality is apparent

from OIK many repeat customers and the software reviews in such publications as COMPUTRONICS, 80 Soft-

ware Critique, A.N.A.L.O.G., Softalk, Creative Computing and Kilobaud. DYNACOMP software has also

been chosen for demonstration on network television. Our customer support is as close as your phone. It is

always friendly. The staff is highly trained and always willing to discuss products or give advice.
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Lazy Writer

George Bond

qpeattve compatiu^
StWPTWARE BROFILl

Names /La25? Writer'

Type: Word Processing

System: 32K Model I TRS-80.

Disk Drive

Format: Dis^k

Langmige: Machine Language

Summary: Very easy to use

Price: $175

Manufacturer: SSM. Inc.

6250 Middlebelt

Garden City. MI 48135

This is being written on a TRS-80 Model
I computer with ease and flexibility that

previously had been available prily on larger

computers with much more expensive word
processing programs. What has moved
the Model I up into at least the Triple-A

League, if not the true Big Leagues, of

writing is a modestly priced word proqesser

called Lazy Writer.

The best thing about Lazy Writer, from
the viewpoint of a professional writer and
editor, is not that it does exotic things,

undreamt of by users of Electric Pencil

and Scripsit. It is that it does the same
things in a much simpler way.

Gone is the vexing problem of how to

get a control key on the minimal keyboard

of the TRS-80— control keys are not

George Bond, 328 8th St. SE, Washington, D.C.
20003.

needed. More important, gone is the need
to remember what the control key does,

or to stick those sticky little reminder
labels on the keys. And gone is the need
to have the manual dexterity of a Mississippi

River cardsharp to manipulate control-

shift-character key combinations.

The program comes on a TRSDOS disk,

which can be backed up as many times as

necessary. Lazy Writer can also be run

using the Dosplus 3.3D double-density

operating system with a Percom Doubler
board in the expansion interface. It also

seems to run with the Percom DBLDOS
system (which cOmes free with the doubler

board), but I have not checked this

combination extensively yet. Unfortunately,

it will not work with NewDOSSO and
DoubleZAP/II for double-density opera-

tion.

After booting the disk, the main menu
for the program is loaded by pressing the

"L'' key. The main menu gives the choice

of starting in "Text Entry" or "Edit/' or to

recover text from memory.
Switching between Text Entry and Edit

is the key to Lazy Writer's simplicity. To
switch from one to the other, you need
only press the break key. The 15th line of

the screen carries a message noting that

the program is in Text Entry and the

break key will move it to Edit. The 16th

line in Text Entry lists the number of

characters in your text, the maximum
number of characters your computers
memory can handle, the location of the

cursor and the length of the line the cursor

is on.

Entering Text
To write, start the program in Text

Entry and begin. The only basic differences
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from writing on a typewriter are that instead

of using shift-lock (which doesn't exist on
the TRS-80 keyboard) to stay in capital

letters, shift-clear is used, and the right-

1

arrow key provides a five-space indentation I

after the enter key marlgs^the end of a I

paragraph. That's it, all you need to know i

about Lazy Writer for bread-and-butter

banging out of The Great American
Novel.

Things are a bit more complicated in

Edit, but not much. Typing "H" calls up a

help file, wjiich explains in detail what
functions are available and how to use

them (and you can add your own messages

to fill in any personal blind spots about

the system's operation).

The screen remains split in Edit, but

the 15th line become a dashed separator

and the 16th line tells only cursor position

and hne length, until one of the editing

comniands is used. Then the 15th line

disappears and the function—"INSERT-
ING," "DELETING," etc.-is printed as

the 16th line.

The editing commands are extremely

simple: "i" to insert, "d" to delete, "o" to

overtype, "c" for change ca§e (to make
"DOG" into "dog" type the lower-case c

over the D, O and G and there it is).

Pressing the enter key makes your changes

permanent; pressing break cancels them.

The cursor can be moved up, down, right t

and left as usual with the arrow keys.

One of the really nice features of Lazy

Writer allows skipping the cursor from

word to word by pressing the space bar,

sentence to sentence by pressing the period

(".'') and paragraph to paragraph by pressing

the lower-case "p." The cursor can be

moved backward in the text by using the

shift key and the space bar or period.

Creative Computing Buyer's Guide



These same functions can be used when
deleting— "d" and space bar erase the

next word, ''d" and erase the next

sentence, "d" and "p'' erase the next

paragraph. Single characters can also be
deleted.

Equally simple commands allow Lazy
Writer to search for strings of characters,

words or strings of words; to search and
delete; and to search and replace. Moving
blocks of type is easy, too, and requires

few keystrokes.

When using the print functions—you
can select standard Centronics parallel,

serial or special drivers from the key:

board— there are two choices for estab-

lishing the format of what you print.

The simpler method is to use a menu
that appears when the print function is

selected. Using the menu, you can change
margins, line spacing, page length and
such, as well as order multiple copies of

your printing.

The more complicated method of enter-

ing printing instructions requires putting

them directly into the text— "imbedding"
them. This has several advantages, chief

among them that the commands are

permanent. This means that if you neecj

to send put promotional form letters, for

example, with some regularity, they will

be uniform in appearance without any
extra effort by you after the initial set-up.

You also can imbed commands to tell

your printer— if it is capable of doing

so— to switch to double-wide characters,

underiine, overstrike for bolder letters,

change line width and margins in the micjdle

of text, and work all sorts of graphic iliagic.

With enough patience, you could eveh
set up Httle indented boxes for later

insertion of illustrations.

Another nice feature of Lazy Writer is

an auxiliary program to send what you
write over telephone lines (using, of course,

an RS-232 port and modem) to other
computers. It also allows taking a read-

only look at files from disk— in effect,

listing them as you would from the DOS
level—without leaving the editing program
or destroying text in memory.

Documentation

All the functions of Lazy Writer are

covered well in its documentation, which
ranks among the best I have seen. It is on
a par with the construction manuals for

Heathkits and Dynakits.

Finally, a covering note in the docu-
mentation from Dave Welsh, who wrote
Lazy Writer, bodes well for its future:

"We view widespread misunderstanding

(of how to use the system) as a program
or a documentation fault to b^ corrected
if possible."

If more authors, and computer people
in general for that matter, y/ould take

such an attitude, life among the bi^s £(nd

bytes would be infinitely more enjoy-

able.

Creative Computing Buyer's Guld^



A Very Smart Program.,.

G. /?- Boynton

SOFTWARE PROFILE

Name: The Paper Mate

Ty|ie: Word Processor

System: 16 or 32K PET

Fomat: Disk or Tape

Language: Basic

Sitmmaryt Good, inexpensive

word processor

Price: $40

Manufacttirer:

A B Computers

252 Bethlehem Pike

Cc^tesar,PA 18915

I am an aficionado of inexpensive word
processors for the PET. I do a great deal

of writing, and ever since I found out how
easy it is on the PET I have been a fan. In

searching for the "perfect"' word processor

I have 'investigated most of the not-too-

expensive ones on the market. This is a

review of the Paper-Mate by Michael Riley;

a word processor written for the 16K and

32K 2001 series and the 16K and 32K
8000 series of Commodore machines.

Before describing this program I would

like to give one overall evaluation. This is

a very smart program. In addition to all

the options there are many ways in which

this program makes life easier for the

user. One illustration: when loading or

saving text the program begins by assuming

that the user is employing a disk. Put, if

you use tape as 1 do, once you have

instructed the program to use the tape

drive it will continue with that assuniption

until you instruct it differently. It remem-
bers what you did the last time. Now, this

is not so important by itself, but it does

indicate the care taken in the. development

of the program to make life nice for the

user.

Any word processor must be able to

perform the following operations: let you

type text; let you edit the text that has

been typed; let you save the text so it can

G.R. Boynton, Department of Political Science,

The University of Iowa, Iowa City, lA 52242.

be worked on later; and let you format

the text for printing. In some cases this

set of operations is split between two
programs, a text editor and a formatting

program. In this case text editing and

formatting are combined in the same
program.

There are two strategies for carrying

out these operations. One involves the

use of line numbers, and many of the

operations center around sending the

program to a given line for corrections,

insertions or other operations. The other

strategy lets you see what you are doing

on the screen, letting you scroll or page

through the text and use screen or cursor

controls for editing and other operations.

Paper-Mate is screen-oriented rather than

line<)riented.

The program handles
hyphenation in a very

niqe [and economical]
manner.

Typing
Typing with Paper-Mate is straight-

forward. After the program is loaded, you
tell it you want to write pather than ^dit,

and begin typing. ^

The text is centered on the screen. The
first and last columns of the screen are

reserved for program operations, so the

text appears in lines 37,characters long

for 40-chl^racter screens and 78 characters

long on the 80-character screens of the

8000 series.

While you are typing yoii can use the

delete key to backspace and make cor-

rections. You type continuously: just keep

typing until you come to the end of a

paragraph or other segment of text which

requires a carriage return. By hitting the

return at this point, a back arrow is left in

the text, forcing a carriage return when
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the text is printed. When you are about to

fill up memory with text the program says:

9 lines left; 8 lines left; etc. At this.point it

is time to save the text.

Editing

Anyone familiar with editing programs

on the PET will find the most basic editing

features of this program familiar: you use

cursor controls to proceed forward or

backward through the text. With the cursor

controls you can go anywhere in the. text.

Then you can type over what is there, or

use "delete'' or "insert'' to make correc-

tions.

There are some extras, however. The
cursor control characters have automatic

repeating. Hold the key down for a half a

second and the cursor goes scooting across

the page. This little bonus is provided for

all keys, not just the cursor controls.

You can page through the text. The
"< " and the " >" are used to send you

rapidly backward or forward through the

text faster than is possible with the cursor

controls.

You can transfer or delete a block of

text or enter a blank line at a block in the

text. First, you use "[ and to define

the block of text. Then you go to a menu
(by hitting CLEAR), and type T (for

transfer) or D (for delete) or I (for insert

blank).

The formatting commands are extensive.

Each begins with the "up arrow," and

they can appear anywhere in the text.

You can set left an0 right margins, and

change them in the text as needed. You
can set page size so the program will

automatically skip to the next page on

continuous paper, or have the printing

pause while you insert a new piece of

paper. If you want, the program will

automatically print a header at the top of

each page and a page number at the bottom

of the page. There is a command for

centering text and another for justifying

text. And the list could go on.

Loading and saving text are done using

the menu. Hit CLEAR and type either L

or S. Then you are asked for the name of

the file, and the device number to be

used.

Creative Computing Buyer's Guide
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Printuig

Printing the text has some rather nifty

features built into it. You go to the menu.
and type P. You are asked if the device

number is 4; you can change it if it is not.

Then it asks if it is the Commodore printer,

and, if not. whether a line space command
is necessary, and whether the interface

translates PET ASCII into standard

ASCII.

There are two printing features which
are real bonuses. At the end of the text

you can type " 'up arrow nt= (name)."

and after it has finished printing the current

text it will automatically load the text

with the file name given. That means
printing texts which require more than

one file to save them becomes more or

less automatic* There is a hidden benefit

in this command. The second text file

does not have to include all of the format-

ting commands. The program remembers
the instructions given in the first file, and
continues to use them for the second file.

The second bonus feature is for people

who use form letters. While the program
is printing one file, it can be instructed to

stop and add something from a second
file. Thus names and addresses can be
added from a second file and even para-

graphs can be inserted. For small businesses

this will make form letters very easy to

construct and produce.

In all there are 60 cornmands in this

program, too many to review. But there

are a few additional nifty features which
should be noted.

If you would like to convert a profes-

sional model PET into a "normal" type-

writer model, give the correct instruction

and the program will redefine the

keyboard.

Perhaps you do not want to redefine

the whole keyboard; you would like to

redefine only a few keys. If you know the

ASCII value for the characters it is a very

simple matter to redefine any key.

The program handles hyphenation in a

very nice (and economical) manner. You
insert a format command which says you

do not want more than some number of

spaces between the end of the printed

line and the right margin. When the

program is printing and comes to a line in

which splitting a word would be necessary

to carry out the instruction it prints the

end of the line on the screen. Then the

operator decides where to hyphenate or

not to hyphenate at all. Hyphenation from

a dictionary would be impossible on a

small machine like the PET, but this is a

pretty good substitute.

A Few Negatives

Okay, what are the bad features? One
is that you are limited to 100 lines of text

in a given file on the 16K machines. And
that is 100 lines of 37 characters for the

2001 series. The program is 8.4K before

initializing anything so that does not leave

much room for text with a 16K machine.

For all the nifty features you have to pay

a price in shuttling text back and forth to

tape or disk.

It takes a good deal of learning to use

this program. There are lots and lots of

options, and it takes a while to learn all of

them and how to use them effectively. I

have found it somewhat difficult to adjust

the automatic page size and the header
and page number neatly. But the finished

product is worth the effort.

The instructions that come with the

program are rather terse; they packed
the whole thing into 11 pages. Careful

reading and practice is required, but

everything seems to be explained ade-

quately (if not at great length). With the

instructions comes a list of all variables

and their functions. The manufacturer
has tried to make it easy for individuals

predisposed toward fiddling with the

program to do just that. And on the back
page of the instructions is the full list

commands. The cover is clear plastic—

mine is yellow. So there is not even any
glare.

This is a very good program. And the

real clincher is it costs only $40. It must
be the buy of the year.

Complete FORTH program development systems

for the IBM® Personal Computer. Packages

include interpreter/compiler with virtual memory

management, line editor, custom screen editor,

assembler, decompiler, utilities, file and record

access modules, and many demonstration pro-

grams. 100 page user manual . , . . $100.00

Floating point arithmetic extensions and cross

compiler available at additional cost.

Ready to run under PC-DOS or CP/M-86®.

Standalone version available soon. 64 kbytes

RAM and two disk drives recommended. (IBM

is a registered trademark of International

Business Machines Corp. CP/M is a registered

trademark of Digital Research, Inc.)

Laboratory Microsystoms
41 47 Beethoven Street

Los Angeles, CA 90066
(213)306-7412

L I S P
The gnosis version ol P-LISP

has been acknowledged- as
the finest and most complete
available tor Apple micro-
computers, and, with the addi-
tion ot floating point moth and
HI-RES graphics, it becomes an
indispensable tool lor edu-
cators,* scientists, business ex-
ecutives, mathematicians, or
applications requiring artificial

intelligence This excellent pro-

gram is now available for only

$199 95 (DOS 3.3 only)

Included in an attractive

binder is a ninety page user's

manual which will aid you in

creating your P-LISP programs-
This manual is also available
separately for $2000. which is

fully refundable on purchase of

the program.

P-LISP will run on a. 48K or

larger APPLE II/II + , and will

take advantage ot ALL avaH-

'

for the Applo II

able memory Supplied with the
interpreter are several sample
programs including a complete
ELIZA

For those of you who do not

fully understand P-LISP we htn/e

available the P-LISP Tutorial lor

$25 00 This expertly written text

is bound in a handsome binder
and IS packaged to include a
disk containing oil the sample
programs referenced in the text

at no extra chxirge.

m m
Appiesolt in BOM oi a language caid is needed

loi floating point math

formerly Pegasys Systems, Inc.

4005 Ghostnut Stroot—Philadelphia, PA 19104
Orders Only: $00-S23-0725—Perina. R«tid«nts: 2i5-387-1500
Pennsylvania residents add 6% sales tax Apple ts a tiadennark ot Apple Computet Inc
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Four Innovative Approaches

In the interest of diversity, this roundup

will stray somewhat from the hallowed

path of drill and practice, covering some
programs that attempt innovative

approaches to education. In most of the

cases below, the innovation is in the form

of turning learning into a game. Whether

this is desirable is up to the individual

teacher to decide.

Crossword Magic creates what is known
as the British style of crossword puzzles.

This format has fewer intersections, and

lacks the symmetry of American puzzles.

The advantage of the British style is that it

is harder to solve since the solver gains

only a few clues with each new word. And
words outside the topic needn't be included

just for padding. Another advantage is

that this style is easier to construct.

The program accepts words from the

user, and attempts to fit them into a grid of

up to twenty by twenty squares. Words

cpeaUve GOiiipa%tR|{

Nftm^t Crossword Magic

Type: Puzzle utility

System: 48K Apple, Disk Drive,

Silentype or Epson with

graphics capability

Langttage: Machine Language

Summary: A fitting program for puzzle

Rrlce: $49.95

Manufacturer:

L+S Computerware
RO. Box 70728

Sunnyvale, CA 94086
.1 .,i

cross only when there is a letter in common.

The program is fast, though it seems to

seek the first acceptable fit rather then

searching for the fit with the most crossings.

Once the crossword is generated and the

user has supplied a cue for each word, a

printout can be generated on an Epson.

Puzzles can be saved on either the master

disk or a player disk. Each player disk can

hold twenty puzzles, and additional player

disks are available. It would have been

nice if the program allowed puzzles to be

saved to any disk.

When solving puzzles on the Apple, the

user moves through the grid with the arrow

keys. The program is smart enough to skip

The Education Game

David Lubar

over areas that aren't part of the actual

puzzle grid. When the solver is finished,

the answers can be displayed. Mistakes

are shown, along with an error count.

As far as educational applications, that

is up to the user. The program will fit the

words and print or present the puzzle, but

the teacher is responsible for any educa-

tional value in the puzzle. Basically, the

user will get out whatever he puts in. With

the proper thought, the puzzles can be put

to good use in many classes, reinforcing

both vocabulary and concepts. If a teacher

likes the idea of using crossword puzzles

in class, this program has a lot going for it.

Fellow two-finger typists, there is hope.

Mastertype adds some fun to the drudgery

of educating the fingers. The concept

follows the classical approach of starting

with the "home" letters (the row the fingers

Mastertype adds some
fun to tiie drudgery

ofeducating fAie fingers.

rest on), and expanding from there in a

methodical manner. The fun comes in the

form of a game. The player has a base in

the center of the screen. Words or letters,

depending on the level, appear in the

comers. Enemy ships approach from each

comer. Correctly typing a word results in

a shot being fired at that comer. If a ship

gets too close, it damages the base.
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Specialized lessons, containing forty

words, can be created by the user, and

may be saved to either the Mastertype

Disk or any initialized disk.

GPeattve compatiiiiif

SOFTWAEEWOmE
Name: MasterType

Type: Typing instruction

System: 48K Apple, EHsk Drive

Format: Disk

Language: Machine Language

Siimmary: A fun way to learn

Lightning Software

P.O.Box 1172S

A selection of nice features augments

this program. Typing speed is displayed at

the end of a series, and the user can slow

the program if he has trouble. While the

idea that having fun while learning to type

goes against all tradition, I Uke it.

Vocabulary Baseball from J&S contains

a pool of 1000 words, along with multiple

choices for definitions. Each time he goes

to bat, the player can attempt a single,

double or triple. The more bases he tries

for, the harder the word. A correct answer

puts a man on base. A mistake is an out. At

the option of the player, a game can last

one, two, or three innings. The high score

for each length game is saved on disk,

(Continued on page 67)
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software

Complete line of MECC software for

Apple computers now available. .

.

Educational Excellence
Excellent educational software is the

exception rather than the rule.

Excellence in educational software.

It's not easily achieved.

Many large publishers have entered
the computer software business. Many
have flopped. Why? Because producing
good software is not the same as pro-

ducing a textbook.

Tough Criteria

Good educational software must
meet specific objects in the teach-
ing/learning process. It must motivate
and hold the attention of the students. It

must not bore the gifted students nor be
over the heads of slowei' students. It

must be "user friendly" to both the
teacher and student. And it must be ac-
companied by clear support material,

worksheets and all the materidi neces-
sary to use it effectively.

A tall order.

But one which MECC has met.

The Minnesota Educational Com-
puter Consortium (MECC) was founded
in 1973 with the goal of extending the
benefits of computers to every school in

the state. Over the years, MECC has de-
veloped procedure^ for finding and per-

fecting programs from contributors
throughout the state. %'

Few Programs Qualify

Before a program is accepted for the

MECC library it is judged on specific
criteria. For example:

1) Accuracy ... Is all spelling and
grammar correct? Does each question
provide for a correct and appropriate
response?

2) Audience... Is the intended audi-

ence (grade level and subject) served
by the degree of difficulty and scope of

the program? id the reading level of the
text material suitable?

3) Clarity. . . Are explanations and in-

structions sufficient, clear and straight

forward? Is the presentation well-

formatted?

4) Graphics. . Are the graphics ap-
propriate and sufficient in quantity?

Other criteria include documentation,
function, programming, and the like.

Similar criteria are applied to the docu-
mentation. This insures that the reading
level is appropriate, that objectives are

well-stated and that.associated materi-

als are available.

What this all means is that the educa-
tional software packages from MECC
are among the best available anywhere,
they are pedigogically isound. thor-

oughly tested and well docuhriented.

Now the MECC software library is

available to both schools and indi-

viduals through Creative Computing
Software.

MECC software is currently available

only on disk for the Apple II. All disks run
under DOS 3.2 and require a minimum of

32K memory and Applesoft in ROM or
an Apple II Plus.

Software using a printer uses the
Apple serial, parallel or communications
card.

Apple Demonstration Diskette
MECC-701, $19.95

A sample of the different kinds of

applications available on the MECC
diskettes is shown. The software dem-
onstrates applications in drill and prac-
tice, tutorial, simulation, problem
solving, and worksheet generation.
Samples from music, science, social

studies, industrial arts, reading and
mathematics are provided.

Elementary—Volume 1 (ly/lathematics)

MECC-702, $24.95

The first elementary diskette contains
programs to be used in the elementary
mathematics classroom. Games of logic

such as BAGELS, TAXMAN and
NUMBER, drill and practice programs,
such as SPEED DRILL, ROUND, and
CHANGE, and programs about the met-
ric system such as METRIC ESTIMATE,
METRIC LENGTH, and METRIC 21 are
included on the diskette.

Elementary—Volume 2 (Language Arts)

MECC-703, $24.95

The teacher can enter lists of spelling

words in the computer and have them
used by the program SPELL, which
drills students on the spelling, MIXUP
which presents the word in mixed up
order, or WORD FIND, which will create
a word find puzzle for the teacher to du-
plicate. If words and definitions are en-
tered, a CROSS WORD puzzle can be
generated or a WORD GAME can be
played. Two other programs included on
this diskette are TALK, a program de-
signed to introduce students to the
computer or AMAZING which prints out
worksf^eet mazes. Several programs on
this diskette use a printer.

Elementary—Volume 3 (Social Studies)
MECC-704, $24.95

The sell series, SELL APPLES, SELL
PLANTS, SELL LEMONADE and SELL
BICYCLES which appears on the ELE-
MENTARY VOLUME 3 diskette can be
used to teach elementary economics to

Students in grades 3-6. CIVIL will re-

enact battles of the CIVIL war while
STATES and STATES 2 provide drill and
practicie on the location of statiss In the
U.S. and their capitals.

Elementary—Volume 4 (Mathematics
And Science)
MECC-705, $24.95

Two mathematics programs ESTI-
MATE and MATHGAME provide rein-

forcement on estimating and basip
facts. Food chains in fish can be studied
through ODELL LAKE while ODELL
WOODS deals with food chains in an-
imals. SOLAR DISTANCE teaches the
concepts of distances in space and
URSA provides a tutorial on constel-
lations.

Elementary—Volume 5 (Language Arts)

MECC-719. $24.95

ELEMENTARY-VOLUME 5 deals
with the reading concept of prefixes.

The diskette contains five lessons
which both teach the prefixes of UN, RE,
DIS, PRE, and IN. Two review drills,

DRAGON FIRE and PRE-APP II, are
also contained on the diskette.

Elementary—Volume 6 (Social Studies)
MECC-725, $24.95

Historical simulations, OREGON,
VOYAGEUR and FURS are included in

the ELEMENTARY-VOLUME 6 disk-

ette. Along with these programs are
NOMAD which teaches map reading
and SUMER, a simulation of ancient
Sumeria.

Special Needs—Volume 1 (Spelling)
MECC-727, $24.95

This diskette is designed to drill

handicapped students on frequently
misspelled primary and intermediate
words. Students answer problems by ei-

ther using the game buttons, the game
paddles or any key on the keyl>oard.

Science—Volume 2 (Senior High)
MECC-709, $24.95

Many of the programs on this diskette

were developed by Minnesota teachers.
PEST, which deals with the use of pesti-

cides, and CELL MEMBRANE, in which
the user takes the part of a cell mem-
brane, can be used in biology classes.

SNELL plots light refraction demon-
strating SNELL's law while COLLIDE
simulates the collision between two
bodies. Diffusion deals with the diffu-

sion rates of various gasses. NUCLEAR
SIMULATION shows radioactive decay
of nine different radioisotopes, ICBM
and RADAR teach angles and projec-
tions on a coordinate system.

>

Science—Volume 3 (Middle School)
MECC-707, $24.95
The FISH program through the use of

low resolution graphics shows the cir-

culatory system of a fish. Simulations
like ODELL LAKE which is used to ex-

plore food chains, URSA which teaches
about constellations, and QUAKES
which simulates earthquakes are on the

diskette. MINERALS can be used in the
area of earth science to identify 29 niin-

erals by having students perform simple
tests.

Mathematics—Volume 1 (Senior High)
MECC-706, $24.95

BAGELS, SNARK, ICBM, and RADAR
will teach students logic while reinforc-

ing the concepts of plotting prints or
angle measurements. ALGEBRA pro-
vides a drill and practice in solving
equations. Three programs on the disk-

ette can be used in plotting equations
on a grid: SLOPE which is designed for

use in ninth grade with linear functions,

POLYGRAPH which will plot any equa-
tion on a rectangular coordinate sys-

tem, and POLAR which graphs
functions on polar coordinates.

Aestheometry—Volume 1

MECC-716, $24.95
Aestheometry teaches the topic of

curves by viewing curves from two per-

spectives. The first method demon-
strates the "space concepts" of

eiliptical. parabolic, and hyperbolic
curves. Curve sketching designs are
developed to provide an aesthetic view
of geometric shapes. The second
method uses a mathematical approach
and defines a curve as tlie intersection

of planes with a cone. The support
booklet provides worksheets and
classroom ideas.

Teacher Utilities—Volume 1

MECC-715, $24.95
The TEACHER UTILITIES diskette is

designed to aid the teacher and would
not be used by the student unless the
teacher creates questions using the
REVIEW program. This program allows
the teacher to set up a list of questions
which can be used either by the RE-
VIEW program or the TEST GENERA-
TOR program. The teacher can also
make CROSSWORD puzzles, WORD
FIND puzzles, BLQCK LETTER banners
and POSTERS using this program.
FREQUENCY and PERCENT can be
used to calculate grades and to do sta-

tistical analysis. A printer is needed for
some of the programs on this diskette.

Programmer's Aid—Volume 1

MECC-720, $32.95
The PROGRAMMER'S AID diskette

provides help for the programmer. Pro-
grams to be able to UPLOAD and
OWNLOAD to the MECC system, pro-

grams that work with text files including
FP TO TEXT, RANDOM EDITOR, SE-
QUENTIAL EDITOR, and TEXT LIST
along with programs to work with bindry
files, BINARY FILE INFO, BINARY FILE
TO FP are included. Two programs
TABLES and MERGE allow the user to
create, change and merge graphic
shapes for use in a program. FREE
SPACE will tell the amount of space on
the diskette while HIDDEN CHARACTERS
will locate control character. STARTER
will put standard routines sucti as space
bar, music, graphic characters or input
into a user's program which is just being
created or already created.

MiCAS-Volume 1 MECC-721, $49.95
Microcomputer Integrated Compu-

terized Accountinq System requires
dual disks and 132 characters width
printer. The MICAS computerized ac-
counting system provides a realistic ex-
perience with automated accounting
systems. The package consists of four
integrated systems: (1) general ledger,

(2) accounts payable, (3) accounts re-

ceivable, and (4) inventory control.

Shape Tables-Vol.1 MECC-724, $24.95
The SHAPE TABLES diskette in-

cludes 12 files of IST'ifhapes than can
be incorporated in abuser's program.
Also included are aids needed to work
with shape tables.

Order Today— Prices effective
through Septeml>er 1 5, 1982

.

Order in confidence at no risk. All

MECC software is covered by an un-
conditional 30-day money-back
guarantee from Creative Computing
Software.
To order software packages, send

payment* indicated plus $3.00 post-
age and handling to Creative Com-
puting, Dept. SG25, 39 E. Hanover
Avenue, Morris Plains, NJ 07950.
Orders may also be charged to
your Visa, MasterCard or Ameri-
can Express account—by mail in-

clude credit card name, number and
expiration date, or If you prefer, use
our 24-hour toll free number, 800-631-
8112. In N.J. only 201-540-0445. In-

stitutional purchase orders shoutd
include an additional $1.00 billing

fee.

*N.J. residents add 5% sales tax.

Order MECC software today for
the highest quality and best value in

educational software available
anywhere.



Arith'Magic

Problem Solving Programs for

Older Students

Dan Isaacson

Whenever I go into a bookstore I

always loqk for a new book by an author I

have read before and liked. I am seldom

disappointed. I'm finding that idea carries

over into quality software, too. I liked

Quality Educational Designs' earlier prod-

uct, Math Problems, and, not surprisingly,

I like their current effort, Arith-Magic.

There are three problem-solving pro-

grams in this set: Diffy ,
Tripuz, and Magic

Squares. All give practice in mental arith-

metic with addition, subtraction, multipli-

cation, or division. AU are motivational

and different from most usual drills.

Diffy

In Diffy, the student selects four natural

numbers which are printed on the screen

as the comers of a square. Then he finds

the difference between each successive

pair of numbers. The four differences

become the comers of the next square.

The student continues finding differences

and creating new squares until the num-

ber in each corner is zero. The objective is

to find four original numbers which will

require as many moves, as possible to

reduce to zero.

A sample game asks for four numbers.

The numbers are displayed like this:

?
3* 27

13 31

What is the difference between the two

numbers on each side of the "?"? The

student is given two chances to respond

Dan Isaacson, School of Business, California State

University, Fresno, CA 93740.

Nm^: Arith-Magic

32K TRS-80 with Disk

or Apple*A|^!
Drive

Drive

Disk

: Basic

: Different and well

Quality Educational

P.O. Box 12486

Portland, OR 97212

correctly and then the correct answer is

printed. The next frame would look Uke

this:

24

3 27

?

13 31

Diffy keeps track of the largest number

of moves by any player so far, along with

the player's name, which is an excellent

motivational reward.

Tripuz

Tripuz asks the student to choose addi-

tion or multiplication for practice. The

computer generates three numbers:

? 18 ?

24 48
7

60

and asks for a value of the ? where the

middle numbers (i.e. 24 and 18) are found

as the product of the two numbers on

either side. The final solution to tiiis prob-

lem is:

3 18 6

24 48

8

At the secondary level, algebra stu-

dents are encouraged to look for a general

algebraic solution for both the addition

game and the multiplication game.

Although additipn and multiplication

are the modes available, students must

use the inverse concepts of subtraction

and division to solve the puzzles.

Magic Squares

Magic Squares leads the student to an

intuitive understanding of averages and

arithmetic sequences. In 20 years of

teaching I have never been motivated by

magic squares, but now, after using the

Magic Squares program, I have painlessly

learned the concepts involved in design-

ing a magic square; a big hand for QED. /

Magic Squares provide an example of

the power of computer simulation in prob-

lem solving. The computer eliminates

computational drudgery and allows the

user to concentrate on concepts and

hypotheses.

Commentary
I can't end a review without com-

menting on programming style in general.

Software producers, like students, learn

by doing—eacff new program is better

than the last from a style point of view, but

it is the reviewer's job to keep producers

Creative Computing Buyer's Guide



on their toes. I make the following obser-

vations hoping that future courseware for

schools will show increased awareness of

the psychological considerations in

courseware design.

QED has correctly allowed users to

press one key to mean a whole word (such

as Y for Yes), but the program also

accepts YED as YES. 1 suggest rejecting

more than one character as a response,

thus short-circuiting this problem.

Long, animated title pages (sometimes

with sound) are great—the first time

through. But users get exasperated with

them if the program is used often. (Title

pages seem to take longer and longer each

time one uses them.) Fve had comments
on some programs like: "After the fifth

time, I turned off the sound because it

drove me nuts!" Title pages in these three

games are slightly too long. It would be

nice if a user could skip the title page after

the first use.

Because everyone reads at a different

speed, I would recommend that no
message leave the screen until the user

allows it to leave. In almost all cases, that's

how QED has programmed. Several

times, though, a praise message is not

under user control and leaves the screen

unexpectedly, which jars the user.

It is desirable that users be able to page

backward as^ell as forward in a tutorial.

We all have read a paragraph and then

realized that we didn't remember a thing

in it. A book allows us to go back and re-

read it. Many educational programmers
have not recognized that necessity yet. I

felt a desire, several times in Magic
Squares, to return to a previous frame—
which I couldn't do. Fortunately, later on,

the program cycled through those frames

I wanted, but I was temporarily frustrated

as I couldn't get the help I needed exactly

when I needed it.

As a final note, I found no way to exit

from the program menu without turning

off the computer and re-booting. This is

an understandable consequence of the

author's attempt to protect his copyright

and prevent piracy, but it makes programs
less user-friendly. I hope this problem is

shortly overcome.

Now if programmers have heeded my
concerns, prospective purchasers may
ignore this reviewer's wishful suggestions

and consider buying a copy of Arith-

Magic. I, for one, look forward to finding

more, new releases from QED at my
friendly, neighborhood computer store.D

KARELTHE ROBOT
COMESTOTHE

PROGRAMMING IS
AS mSCiNATING
AS PLAYING
A VIDEO GAME.

Karel speeds through his LOGO-like environment.

Introducing The Karel Simulator, a complete
programming/de-bugging environment for Apple II

computers running Pascal. It helps you master vital

programming skills by making you the master of a
very versatile robot. He can be programmed to

escape mazes, run hurdle races, and more.
And while you help him avoid walls, he helps
you break down learning walls.

Karel's language is an expertly tailored version of

Pascal that serves as an excellent introduction to

structured programming and computer literacy.

A Course Disc is also available, offering a clear,

step-by-step program of increasingly challenging
problems and solutions for Karel the Robot to

accomplish. It is invaluable when used to help

develop a classroom curriculum, or as a personal
learning tool. Already, it is being used in universities

and high schools.

Karel the Robot's creator is Richard E. Pattis,

author of the book, "Karel the Robot: A Gentle
Introduction to the Art of Programming," recently

published by John Wiley & Sons. Arthur Luehrmann
acclaims the book "A gem," and says that educators
will find the Karel package "both entertaining and
truly instructive."

You can enjoy this unique, hands-on learning

experience that Karel the Robot now makes possible
by mailing in this coupon today.

Please send me The Simulator, Karel the Robot, at $85.00. Quantity.

__The book, "Karel the Robot," at $7.00. Quantity

_The Course Disc, at $150.00. Quantity
40 column version ^^80 column version

Name or Institution^ a

Attn of:

Address
City State Zip^
Daytime Phone.

I enclose:

Acct. No.

Signature

Check. AmEx_
.Exp. Date

.Visa/MasterCard

Creative Computing Buyer's Guide

cyberUonics international, inc
999 Mount Kemble Ave., Morristown, N.J. 07960 Call : (212) 532-3089
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Educational Software
David Lubar

Almost every software house in existence

seems to be producing something for the

educational market. Since it is impossible

to cover every program, we have chosen

a random sampling-of software to review;

some of the programs were requested from

the manufacturers, others came in unsoli-

cited.

On the Dotted Line

Sentence Diagramming gives a good

presentation of a difficult subject. This

Apple disk was developed using the ZES

authoring system which, along with several

other authoring systems, will be reviewed

in a future issue. The diagramming program

offers the teacher a selection of options

for each student, such as level of difficulty,

percent correct before moving to the next

level, and whether to present only the

question part and skip actual diagramming.

The program contains twenty sentences

for each of three levels, each level has

four segments, any one of which can be

used by itself in the classroom.

In the first section, the student must

determine the part of speech for each

word in a sentence. If a mistake is made,

the correct answer is shown. Once all the

words have been classified, the student is

given a chance to pick the usage for words

and phrases. Since this is more complex

than picking parts of speech, the student

has the option to select only those with

which he is familiar, and to move to the

next section at any time. In the third

segment, the student must identify the

sentence type. Finally, he gets to the

diagramming portion. This segment puts

an unfilled diagram form on the text screen.

cpeattve compatlRtf
SOFTWARE PROFILE

Nmet Sentence Diagramming

Type: CAI English

SyMem: 48K Apple, ROM Applesoft,

Disk Drive

Fornifttt Disk

Language: Basic

Sttmmary : Can be used in whole or in

parts to teach grammar
concepts.

Price: $24,95

Mattttfactarer:

Avant-Garde Creations

RO. Box 30160

Eugene, OR 97403

The student must fill it in with the correct

words from the sentence.

If the teacher selects the record-keeping

option, he can see a student's entire record,

or the latest record for each student. The

record contains the level and the per-

centage score of the student. It should be

mentioned that this particular program is

for drill only; it doesn't provide tutorial

material. But for what it does, Sentence

Diagramming is a good presentation of a

tough subject.

For the Very Young
Sammy the Sea Serpent is a computer-

ized story book for children ages 4 and

up. The program combines graphics on

the Atari with an audio track on the cassette

to tell the odyssey of Sammy. The child

interacts by means of a joystick, guiding

Sammy through mazes, helping him catch

fhes, and moving him from one story

segment to the next. While the program

helps develop eye-hand coordination, its

main function is to act as a storyteller. It

succeeds in this task. The fUp side of the

cassette contains two games that can be

SOFTWARE PROFILE
Name: Sammy the Sea Serpent

Type: Entertainment

System: i6K Atari, Joystick

Format: Cassette

Laugui^e: Basic

Summ^: Interactive picture story*

Price: $!6.95

Manufacturer:

Program Design, Inc.

11 Idar Ct.

Greenwich, CT 06830

(

\

played with Sammy. The games (one where

the player leads the serpent through a

maze and the other where the player helps

Sammy catch flies) appear in the story,

but can be played repeatedly by themselves.

Though no replacement for a human
storyteller, Sammy the Sea Serpent is

definitely a step above Saturday morning

cartoons. Parents who are concerned

whether the program will be used more

than once should remember how often

children will sit through a rereading of a

favorite storybook.

Rewarding Figures

The Math Machine takes drill and

practice a step above the usual drudge

level. This Apple disk contains a full system

including record-keeping capabilities. At

the start, the user is asked for a password.

If a student is using the program, his

password starts the drill. The teacher's

password gives him access to the options

menu. Here, he can add or delete a student

from the files, review records, obtain a

list of students, or change a student record.

To make an assignment, the teacher first

selects from one of seven categories, which

range from pre-math for kindergarteners

to multiplication for 7th grade and above.

62 Creative Computing Buyer's Guide Ci



WHEN IT COMES TO
dBASE II

WE WROTE THE BOOK!

The program then lists and describes the

levels within the category. Pre-math has

the fewest with nineteen levels, addition

has the most with 29 levels. After selecting

the desired level, the teacher selects the

number of correct answers the student is

required to make before receiving rein-

forcement. This reinforcement is in the

form of games. Whenever the student has

achieved the required number of correct

answers, he gets to select from a menu of

six games. The games, while not of arcade

quality, are adequate for reinforcement

purposes.

The math problems are presented with

large lo-res numbers. If any problem is

missed twice, the correct answer is dis-

played. The program does not provide

any help or branch to different difficulty

GPeattve computing
SOFTWARE PROFILE

Name: The Math Machine

Type: CAI Math

System: 48K Apple with ROM
Applesoft, Disk Drive

Fannat: Disk

Language: Basic

Summary: Well-designed math
system

Price: $79.95

Manufacturer:

SouthWest EdPsyche Services

P.O. Box 1870

Phoenix. AZ

levels. The student can keep going as

long as he desires, or until he or the

teacher hits escape. The student record

contains the category and level, along

with the number of problems attempted,

the number correct, and the number of

reinforcements. While not perfect, The
Math Machine seems to be^ a good pre-

sentation of drill and practice.

Good Grammar
Instead of drill and practice, the format

of English Usage Exercises seems to be
explain and drill. These programs for the

TRS-80 contain approximately one hundred

short sessions per disk. Each session begins

with an explanation and examples of a

concept, followed by questions. The entire

set consists of four volumes. Volumes I

and II were available for review. Each
session sticks to a specific topic, such as

yerbs ending with "ing," or-sentences with

double subjects. The scope and variety of

the lessons provides teachers with a tool

that can be used either as a whole or in

portions. The only problem is that the

computer, aside from immediately teUing

whether the answer to a problem is correct

or not, provides nothing that can't be
obtained through a workbook. It does

Creative Computing Buyer's Guide

GPeattve computing
SOFTWARE PROFILE

Name: English Usage Exercises

Type: CAI English

System: 48K TRS-80. Two Disk Drives

Format: Disk

lAitgtti^e: Basic

Summary: Extensive set of grammar
programs.

Pfkje: $149.95 per volume

Manufacturer:

3R Software

P.O. Box 3115

Jamaica, NY 11413

provide ready-made drills that are con-

venient to use, but seems to be an adapta-

tion of the computer to traditional

techniques rather than an adaptation of

techniques to the capabilities of the com-
puter.

Quizzer

Though outwardly a game, The Wizard

has the potential to turn the TRS-80 into

a fun teaching device. The program

GPeative GOiRputtn^
SOFTWARE PROFILE

Name: The Wizard

Type: Game

System: 48K TRS-80, Disk Drive

Format: Disk

Language: Basic

Summary: Fun and potentially a good
educational tool

Price: $19.95

Manufacturer:

Programs Unlimited

P.O. Box 265

Jericho, NY 11753

presents a quiz game for from one to four

players. In turn, each player is given a

question with four possible answers. If he

chooses the correct answer, he receives a

predetermined number of points. The twist

to the game is that players can steal a

question. A successful steal earns double

the point value. If the thief answers
incorrectly, he loses double. The educa-

tional aspect comes from the ability to

create sets of quizzes. Up to six quizzes

can be stored on a disk, and up to 100

questions can be entered into each quiz

file. With this capability, the program can

be molded to suit almost any classroom

situation. As another plus, The Wizard is

one of the few programs on the market

that allows four people to use one computer

at the same time. And the price is hard to

beat.
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dBASE II USER'S GUIDE $ 29
SOFTWAREBANC

140 PAGES OF ORIGINAL
MATERIAL COVERING NEW
dBASE II VERSION. FREE WITH
ANYTHING IN THIS AD!

QUICKCODE $249
FOX & GELLER ASSOCIATES

DESCRIBE YOUR APPLrCATION
AND LET QUICKCODE WRITE
ALL OF THE dBASE PROGRAMS
AUTOMATICALLY. NO PRO-
GRAMMING SKILL IS NEEDED.

dUTIL $ 75
FOX & GELLER ASSOCIATES

POWERFUL UTILITY PACKAGE
FOR dBASE PROGRAMMERS.
MAKES YOUR PROGRAMS
FASTER, SMALLER, AND MORE
READABLE.

dBASE II $595
ASHTON-TATE

THE BEST DATA BASE AVAIL-
ABLE HAS BEEN MADE BETTER
WITH THESE VALUABLE ADDI-
TIONS. NO RISK 30 DAY MONEY
BACK GUARANTEE!

dBASE II CLASSES
SOFTWAREBANC

TAUGHT BY THE AUTHOR OF
THE dBASE II USER'S GUIDE.
REGISTER FOR BOSTON,
HOUSTON, MIAMI, AND NEW
YORK NOW.

EXPERT TECHNICAL
SUPPORT
OUR SUPPORT LINE IS STAFFED
BY EXPERT dBASE II PRO-
GRAMMERS. CAN ANYONE
ELSE MATCH THAT?

46 Bianca Road, Duxbury, Mass. 02332

Dealer Inquiries Invited

To Order Call:

(617) 56&4655

Technical Support:

(617)641-1235

Shipping Chcvges: $5.00 for software

9 MiaitadMMt $2.50 tor books
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Educational Software, continued...

By the Numbers
Educational Micro Systems, Inc. has a

rather broad set of math programs for

grades two through eight. The programs,

on tape or disk for TRS-80 Models I and

III, cover arithmetic, simple logic, and

metric/English conversions. The basic

appeal of the programs is their flexibility.

Teachers can specify a variety of param-

eters for the programs. For instance, in

addition, there are fourteen types of

addends, including single random digits,

four-digit multiples of ten, and four-digit

numbers with zeroes in the hundreds place.

The teacher specifies whether the student

will receive assistance for each incorrect

digit, or assistance only after the problem

is answered. Also, the teacher has the

option to allow a reward for correct

answers. This reward is in the form of a

rocket that crosses the screen. After the

student answers correctly, he hits the space

bar, sending a missile at the rocket. Finally,

the program can run in either a practice

mode, or in a test mode. The test mode,

of course, doesn't include the reward or

assistance options, but problems can be
' presented with a time limit.

GPeattve coiispattRgl
SOFTWARE PROFILE

Name: EMSI-6

Type: CAI Math

System: 16K TRS-80 (32K if on disk)

Format: Disk or Cassette

Language: Basic

Summary: Comprehensive math
series.

Price: $199.95 for the entire set (individ-

ual programs also available)

Manufacturer:

Educational Micro Systems. Inc.

P.O. Box 471

Chester, NJ 07930

After the student has finished the speci-

fied number of problems a full report is

given showing both the problems and the

answers given, as well as marking those

problems where help was requested or

mistakes were made. The series also

contains four programs that generate

worksheets with math problems.

While the general concept of this pack-

age is good, it is unfortunate that the disk

version is nothing but the cassette version

transferred to a new medium. No record

keeping has been added, thus missing one

of the greatest potential advantages of

the disk.

Backtalk

A classic program with a fair amount

of educational potential has found its way

into compiled Microsoft Basic for CP/M
systems. Mza, the interactive psychoanalyst

is a program that converses with the user,

providing a simulation of a non-directive

therapist. This version, from the Artificial

Intelligence Research Group, contains a

few extra touches which existed in the

original but were absent from previous

Basic translations. Rather than just replying

to the most recent statement, it will

occasionally refer back to previous inputs.

And, since the program is compiled, it

runs fairly quickly. Eliza has potential use

in various subjects. She could obviously

be used in a course on psychology, but

could also provide material for courses in

communications, computer literacy, and

other areas. It should be mentioned that

Eliza has been available for several years

on an 8" disk, along with 49 other games,

electrical, fall, and poison hazards. The
other programs are Income Meets
Expenses, Money Management Assess-

ci^eattve compatin^
SOFTWARE PROFILE

Name: Eliza Version 3.0

Type: Interactive

System: CP/M System, Disk Drive

Format: Disk

Language: Compiled Microsoft Basic

Sitmmai^: Program includes features

from the original Eliza.

Price: $25

Manufacturer:

t Artificial Intelligence ^

' Research Grou

p

' 921 Morth La Jolla Ave.

: Los Angelesv CA 90046

as Bake Gai^s-3 ir(M Creative Coniputing

j(Mic^soft t-equired), and that a listing of

the programis included in the book More
Basic Computer Games, also from Creative

Computing..' •

- -
'

'

A Worthy Project

The majority of educational software is

aim^d at the elementary and high-school

level, with most of the oyerflovs^ hitting

the colleges. One fine exception is a series

of programs covering basic Hving skills

for special learners. The programs cover

important areas such as home safety and

money management. Each program is very

well done and includes all the trappings

of good CAI. There are three levels of

instruction, cpvering reading abilities from

second to fifth grade, and the program

branches to the appropriate level indicated

by the user's response to questions. When
the topic permits, the programs use

graphics, adding to their appeal.

There are presently six programs avail-

able. Job Readiness gives a quiz to deter-

mine work attitudes and attempts to

develop and reinforce positive work atti-

tudes. From there, it goes on to cover job

applications, interviews, and job-placement

resources. Home Safe Home demonstrates -

potential hazards in the home, focusing

on the identification and prevention of

SOFTWARE PROFILE
Name: MCE (Microcomputer Educa-

tional Programs)

Type: CAI Basic Living Skills

System: 48K Apple, ROM Applesoft,

Disk Drive

Formats Disk (from 4 to S diskettes

are supplied per program)

Language: Basic

Summaryt Fills a crucial need

Price: Ranges from $165 to $340

Mittittfacttti^r: .

Interpretive Education

2306 Winters Drive

Kalamazoo, MI 49002

ment. You Can Bank on it, and Poison

Proof Your Home. Each program is sup-

ported by an extensive set of worksheets

for the user. These programs represent a

good start toward filling the needs of a

frequently-neglected segment of the popula-

tion.

PET Drill

Addition -All Levels, and Subtraction -

Alt Levels arc two good drill and practice

programs for the PET. The addition

program has 24 skill levels, and subtraction

has twelve, making the programs suijtable

for grades one through six. The teacher

or student can also specify a time l^mit

and other options. Correct solutions are

greeted by a graphic creature that waddles

onto the screen. The niain appeal here is

a versatile program at a low cost. As a

further bonus, the programs will run on

any flavor of PET, despite the abundance

of incompatible ROMs out there.

SOFTWARE PROFILE
Name: Addition— All Levels,

Subtraction— All Levels

System: SKPet

Language: Basic

$umii^iry: Good drill and. practice

application.

Price: $20 each

Manufacturer:

Teaching Tools:

Microcomputer Services

P.O.Box 50065

Palo Alto, CA 94303

64 Creative Computing Buyer's Guide



The Logo Language is Here
It's the Learning Language

TO SQUIRflL :flNGLE :DISTflNCE
IF :DISTfiNCE > 200 THEN STOP

^-FORUflRD :DISTflNCE

RIGHT :flNGLE

SQUIRflL :flNGLE :DISTflNCE + 3

END

Terrapin, the Turtle Company, brings you the

. Terrapin Logo Language for the Apple II with

J Turtle graphics, now ready for immediate >: -i

delivery. ^ -v;^
-'i;^:- y :

^ The Terrapin Logo language is for students^ v
^jand teachers at every level. It was carefully *

I designed by professional educators and : : >

|. artificial intelligence researchers to promote ^

;^;structured, logical thinking. It encourages "

'"•

^ -exploration and experimentation, helping

.^ students to take an active role in the learning
process. The language is so easy to use that it

quickly overcomes fear of the computer. Simple-
graphics commands make using the computer '

'

.fun and exciting for young children. ......

But it doesn't stop there. Children won't'^^^^:^^^

outgrow the Terrapin Logo language. It grows
vwith them. The Logo language includes many
features common to artificial intelligence V v

^

' research languages permitting programs of : -
:
^

great power to be written quickly and easily.

Writing comparable programs in other
anguages is usually much more difficult and

;

;|time consuming.
"

,
The Terrapin Logo language was developed ^

by the Artificial Intelligence lab at the
Massachusetts Institute of Technology. Terrapin
is now authorized by MIT to distribute the
results of its 12 years of research to you. To '

provide quality support for the language, v-^' ..

Terrapin has assembled a team that includes
,^ two of ^the three authors who developed the
Logo language for the Apple II at MIT.

: / -

' Dr. Wally Feurzeig, the originator of the Logo/
language. Dr. Sylvia Weir, Dr. Nancy Roberts, |
and Dr. Paul Goldenberg, who have been |

..involved with the Logo project for many years, |

think the Terrapin Logo language is so good -f

that they have just joined Terrapin's Board of |
Educational Directors. '

'

\

' "

V Every copy of the Terrapin Logo language
comes with complete documentation. To run the
language, a 48K Apple II with a 16K RAM card 1

or a language card, and one disk drive is re-

quired. J
Terrapin also offers the robot Turtle, and the |

allowing books: Turtle Geometry, Special = I

Technology for Special Children, Mindstorms, |

Katie & the Computer, and Apple Logo from I

Byte Books.

Suggested retail price: $149.95
To order or for mor^ informatipn, .qqll or write:

Terrapin, Inc.

678 Massachusetts Avenue'
Cambridge, MA 02139 . .

^

(617) 492-8816 •

-

"Logo" trademark,under license from Bolt. Boranok & Newman, IriQ^'
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Introduction to Organic Ciiemistry

Carbon Copy

David Lubar
\

GPeattve computing
SOFTWARE PROFILE

Name: Introduction to Organic

Chemistry

Type; Educational

System: 48K Apple, Applesoft, Disk

Drive

Formal: 7 Disks

Language: Applesoft

Summary: Comprehensive package with

I
excellent labs.

Price: $350 (Individual disks available

for $60)

;Man«lactufer$

COMPress
RO* Box 102

^ Wentworth, NH 03282

Introduction to Organic Chemistry is

possibly the most ambitious series of pro-

grams yet written for a small computer.
The set of seven disks contains tutorial

material, demonstrations, and experi-

ments that go all the way from recognition

of simple saturated carbon chains up to

introductory spectroscopy and reactions

of carboxylic acids.

The bulk of the material is tutorial, with

frequent questions occurring throughout.

The information is presented in text on
the hi-res screen, with double-size letters

for chemical formulas. Some new con-

cepts are first introduced as part of a ques-

tion. For instance, in one question, a

linear chain with one branch is shown, and
the student is asked the Jength of the

chain. If the user determines the length by
counting the carbons in the linear portion,

he will be wrong, since the longest chain

follows one of the branches. After the

question has been answered, the program
explains this. By presenting such concepts
in this manner, the student is unlikely to

forget what he has learned.

One weak point is that the full potential

of CAI has not been tapped in these

programs. An incorrect answer will some-
times result in a hint, but often just causes

the program to give the correct answer. A
bit of branching, or some messages telling

the student to go back to a certain segment,

would have increased the strength of these

programs. The student can obtain help

with a question by typing control-A, but

this help is generally the same response

given to an incorrect answer.

Br

Hhich isomer, o, n, or p to you want?

An examplefrom the Multistep Synthesis

of Aromatics section. In this case, the

selected reagent produced three isomers,

from which the student must choose.
Though the selected reagent was incorrect

in this example, the program still carries

out the reaction, allowing the student to

experiment.

The demonstrations are animated and
interesting. One sequence shows the impor-

tance of heat in a reaction by having one
molecule ram another at various speeds.

Finally, when enough energy is involved,

the molecules bond, kicking free a byprod-
uct. The graphics are put to good use

demonstrating such concepts a« rotation

of molecules. This aspect of the programs
definitely makes use of the powers of the

computer, and rises above being merely
an electronic textbook.

The experiments are the highlight of

the package. In one, the student is given a

66

target aromatic and three possible starting

choices. By choosing the proper reagents,

he has to synthesize the target. At each
step, the resulting compound is displayed.

If the reagent is not sufficiently reactive, a

message is 3isplayed. Messages are also

used when the computer is not familiar

with a reaction, or if the reaction is not

possible for other reasons. Not only does
this make full use of the computer, it also

provides a safe and inexpensive way to

experiment with synthesis. Considering the

toxic or carcinogenic nature of many
organic chemicals, this is definitely a plus.

In another set of experiments, the student

is allowed to give different temperatures

or concentrations for a reaction, and then ?

see a graph of the results. This is followed t

by presentation of the appropriate formula

for determining the result.
*

The package has many positive features.

The input routines are good. After asking

how many hydrogens can bond to a carbon,

the program will accept either "four," or
"4." While this might seem like a minor
matter, it shows that the progranmier has

some regard for the user. As mentioned,

the experiments and demonstrations are

very good. The graphics are clear and
clean, and the text is readable.

On the negative side, the program is

very Unear, putting all effort in presenting .

the material, and no effort in recognizing

problem areas or helping a student who is ?

having difficulty. Also, some concepts are

introduced without explanation. In the

section on spectroscopy, C-H stretch is

shown on a spectrum, but not explained.

The user who wants to know more won't

get help from the program. For this reason,

the program would not be well suited to

home study unless the user had other

resources available to fill in the gaps.

Based on the large amount of material

provided in this package, and the high

quaUty of the lab programs. Introduction

to Organic Chemistry would be an excellent

purchase for any college library or chemistry

department, and would also be of value

for any high school that needs resources

for advanced students. ^
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Education Games (Continuedfrom page 58)

allowing students to compete. Though the

banner for the program is in hi-res, the

game is played on the text screen, with X s

for the runners and white rectangles for

the bases.

A clever student, who is more interested

in score than challenge, will quickly discover

how to "beat the system." While every
triple after the first will bring home a run.

so will every single after the bases are

loaded. So, after making three singles, the

player can stick to singles and score a run
every time. Still, the incentive to try for

triples is there, and most students will

probably take a shot at the harder words.
With the large base of words, a teacher

can get a great deal of mileage from the

program, especially since no words are

repeated during a game. And any student

who can get through all the words on the

disk without an out should probably be
writing programs instead of playing with

them.

Meet the Presidents from Versa Comput-
ing is a graphic delight. The program is

somewhat reminiscent of a.television game
show. The student first sees a blank screen.

Then lines appear, crossing in different

geometrical patterns. The lines are actually

unmasking a picture stored in another area
of the Apple. The picture is of an American
president. As the picture appears, clues

are presented at the bottom of the screen.

When the student knows who the president

is, he types the name. The goal is to give

the name before the entire picture has
been revealed. After a series of ten pictures,

the student is given a score based on his

response time. The score for each picture

starts at 100. If it reaches zero for any
president, the student is given another
chance.

The two double-sided disks contain 40
pictures done by Saul Bernstein, the artist

' who did the excellent drawings that come
with Micro Painter. An option in the

program allows the pictures to be presented
in a slide show. Another option allows the
teacher to change the clues. Topping it

off, the input routines are very tolerant of
typing errors. Each name is recognized by
a series of key letters, which can also be
changed by the teacher.

SOFTWARE PROFILE

Name: Meet the Presidents

Type: Educational

System: 48K Apple

Porniat: 2 Disks

Language: Applesoft and machine
language

Snitimary: Gopd graphics highlight this

quiz.

Prfce: $39,95

Manufacturer:

Versa Computing
3541 Old Conejo Rd. Suite 104

Newbury Park, CA 91320

Meet the Presidents makes good use of

Apple graphics and sound. Again, teachers

must decide whether the game fits into a

curriculum. But, with the ability to change
clues, the program could probably be put

to good use in many situations.

GPeative compiittBd
SOFTWARE PROFILE

Name: The Vocabulary Baseball Game
Type: Educational

System: 48K Apple, Applesoft, Disk

Drive

Fomtal:Disk

Language: Applesoft

Summary: Provides competitive

practice on defmitions

Price: $29,50

Manufacturer:

; J^S Software

i40ReidAve.
Port Wsta^tngtQn, NY 1 1050 1

CHEMISTRY COURSEWARE FROM COIVIPress
Excellent Academic Software

for the Apple!!*
with 48K of memory, 3.2, 3.21 or 3.3 DOS and Applesoft*

INTRODUCTION TO ORGANIC CHEMISTRY
by Professor Stanley Smith, University of Illinois

Set (Disks 1-7) $350. Individual Disks @ 60 ea.

These superior programs provide an intro-

duction with practice on nomenclature and

simple reactions of alkenes, alky! halides,

alcohols, aldehydes and ketones, carboxylic

acids and arenes. In addition, the programs

allow students to practice single functional

group multistep aliphatic synthesis and the

preparation of arenes with one or two

substituents.

Infrared and proton nuclear magnetic

resonance spectroscopy is introduced and

practice provided in the identification of

simple unknowns from their IR and NMR
spectra. Spectroscopy is used throughout

the programs in the development of func-

tional group cheniistry.

The relative reactivity of alkyl halides

and the stereochemistry of bimolecular dis-

placement reactions is demonstrated

through simulated experiments and anima-

tions. Other simulated experiments include

the determination of the mechanism of aro-

niatic nitration, lithium aluminium hydride

reductions, aldol condensations, the relative

acidity of carboxylic acids, the hydrolysis of

esters, and the product of the oxidation of a

primary alcohol.

These disks include programs on the fol-

lowing: Alkanes and Alkenes, Substitution

Reactions, IR and NMR Spectroscopy,

Arenes, Alcohols, Aldehydes and Ketones,

and Carboxylic Acids.

(A Demonstration Disk is Available)

THE LimESrPROFESSOR

GENERAL CHEMISTRY by Dr. Ruth

Chabay and Professor Stanley Smith

Topics nearing completion include: The

Periodic Table, Nomenclature, The Gas

Laws, Chemical Reactions, Atomic The-

ory and Structure, and Chemical Bonding.

Additional topics are being developed. Be

sure you are on our mailing list to receive

information about the complete set,

For more information about COMPress

materials, write to COMPress, A Division of

Science Books International. Inc., PO. Box

102, Wentworth, NH 03282 or caU

603-764-5831.

(See review of ORGANIC CHEMISTRY on

opposing page)

Creative Computing Buyer's Guide
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Mathematics B from $RA

Classroom Management System

SOFTWARE PROFILE

Nftioet Classroom Management
System—Mathematics B

Type: Math

System: 48K Apple 11 Plus

or 48K Atari 800

Fpnttat; disk

Languaget Applesoft Basic

Manufactorer:

Science Research Associates

155N. WackerDr.
Chicago, IL 60638

Russell Zausmer

At the beginning of every school year,

classroom teachers are faced with an

awesome task: individualize instruction

for the students in their classes. The average

teacher has about 30 students in his

classroom, so creating an Individualized

Lesson Plan (I.L.P.) for each student in

mathematics and reading is very time

consuming. Every student must be tested,

anci each one placed in an appropriate

group. A prescription must then be given

to each student so that he may learn at

his own pace. All this before the teacher

has even begun to teach.

C.M.S. tests very
spec/fic skills defined
by learning objectives.

While the educational concept is com-

mendable, I.L.P. has placed a tremendous

burden on the teacher. In many cases,

teachers have become clerks and record

keepers rather than instructors. Is there,

then, any help for the classroom teacher

who sees the value of individualized instruc-

tion?

Russell Zausmer, P.S. 16; 80 Monroe Ave., Staten

Island, NY 10301.

Help is here! Science Research Asso-

ciates (SRA) has produced a fine educa-

tional tool which harnesses the full power

of the microcomputer. The courseware is

called "Classroom Management System-

Mathemadcs B." It is designed for students

on a 4th through 8th grade level. The
mathematics content includes: whole

numbers—concepts; whole numbers—
operations; fractions andmixed numerals-

concepts; fractions and mixed numerals-

operations; decimals— concepts; deci-

mals—operations; ratio; proportion; per-

cent; problem solving and estimation;

geometry; measurement; and statistics and

probability.

C.M.S. is a management system for

classroom use that tests students, evaluates

the tests, prescribes work to reinforce

Select, one!

d <> DRILY se-tup

c ^ CLHSS repar-ts
and changes

s ^ STUDENT repor-ts
and changes

b * BEGIN s-tudent.
interact ion

2 * (menu page 2)

Select one! 62')

r RECOVER
the student
di skette

.

X CUSTOMIZE
t.he system

1 (menu p^ge 1)

Figure 1.

1. How^many are shown? (Write the

number.)

2. Write the numeral.

7 hundreds + 9 tens

3.

4.

Write the next two numbers.

596, 597. 598,

Which is the greatest number?
631, 635, 497

5. Write [<J or l>J to make a true

statement. 826 € 841

6. Write the numeral.

9000 +700+3

7. Writ

Figure 2.

specific areas where the student is weak,

and records both individual and class

progress. C.M.S. can actually free the

classroom teacher from the tasks associated

with developing, administering and scoring

tests. It will also free him from searching

for appropriate remedial or enrichment

matiqrials, and from keeping records, while

allowing him to individualize instruction

for students who need extra help and for

advanced students.

C.M.S. tests very specific skills defined

by learning objectives. It evaluates each

student's mastery of the objectives and

pinpoints weaknesses. This system immed-

iately scores, evaluates, and records all

test scores and then routes the student to

the next test or prescribes remedial work

geared exactly to the objectives he has

failed to niaster. The prescriptions are

correlated with six majof basal math
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g Santa Cruz Educational Software * Tricky Tutorials * Santa Cruz Educational Software * Tricky Tutorials * Santa Cruz Educational Software * Tricky

ATARI (tm) GRAPHICS AND SOUND MADE EASY!

SANTA CRUZ EDUCATIONAL SOFTWARE HAS WRITTEN A SERIES OF AFFORDABLE PROGRAMS THAT DEMONSTRATES MANY OF THE
SPECIAL "TRICKS" THAf ONLY THE ATARI 400/800 COMPUTER IS CAPABLE OF DOING. WE OFFER EVERYTHING FROM A PROGRAM
THAT DOES FANTASTIC HIGH RESOLUTION GRAPHICS TO ONE THAT ACTUALLY DIALS YOUR PHONE

«

CO

o
CO

CO

a
ST

CO O

o
CO

c
(O
CO

«

CO

u

CO

o
00

To
c
o
CO
u

MASTER MEMORY MAP(tm) - This is really the key to us-

ing the ATARI'S capabilities. We start out by explaining

how to PEEK and POKE values into memory so that even

new programmers can use this. Then : we give you over 1

5

pages of the memory locations that are the most useful . The

information is condensed frorji both the ATARI'S Operating savlngS.
System Manual and various articles and programs. It is, of

course, useful even for experienced programmers as a
[

reference Also, we highly suggest that dealers offer this

Memory Map to customers who request to be told how to

use the power of the machine. We guarantee it will answer

many of the questions you have about the machine.

Tricky Tutorials (except #5) require 16K
memory for cassette orders and 24K for disk.

The price is $19.95 each. Tricky Tutorials #1

to 6 in a notebook cost only $99.95, a $30

$6.95
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TRICKY TUTORIALS(tm)

#1: DISPLAY LISTS — This program teaches you how to

alter the program in the ATARI that controls the format of

the screen For example: when you say graphics 8 the

machine responds with a large graphics 8 area at the top of

the screen and a small text area at the bottom. Now, you

will be able to mix the various modes on the screen at the

same time. Just think how nice your programs could look

with a mix of large and small text, and both high and low

resolution graphics, this program has many examples plus

does all of the difficult caluculations! $19.95

#2: HORIZONTAL/VERITCAL SCROLLING - The inform

ation you put on the screen, either graphics or text, can be

moved up, down or sideways. This can make some nice ef-

fects. You could move only the text on the bottom half of the

screen or perhaps create a map and then move smoothly

over it by using the joystick $19.95

#3: PAGE FLIPPING - Normally you have to redraw the

screen every time you change the picture or text. Now you

can learn how to have the computer draw the next page you

want to see while you are still looking at the previous page,

then flip to it instantly. You won't see it being drawn, so a

complicated picture can seem to just appear. Depending on

your memory size and how complicated the picture, you

could flip between many pages, thus allowing animation or

other special effects with your text. $19.95

#4: BASICS OF ANIMATION - Shows you how to animate

simple shapes using the PRINT and PLOT commands, and
also has nice little PLAYER/MISSILE Graphics demo to

learn. This would be an excellent way to start making your

programs come alive on the screen. Recommended for new
owners. 519.95

#5: PLAYER MISSILE GRAPHICS - Learn to write your

own animated games and business applications' The

Tutonal begins with many small examples that complement

the 50 page manual, then gradually builds up to a com-
plete game as everything you need to know is explained

fully. Also included are two machine language routines that

you can use to animate Players from Basic. Next we in-

clude one of the best editors currently available, one for

Playfield shapes, and one for Player shapes. All of the ex-

amples and games run with 16K Tape or 32K Disk. Ttie

two utilities require 32K to run. $29.95

THE GRAPHICS MACHINE!! - Turn your computer into an

incredible graphics tool with advanced commands like cir-

cle, box. fill, polygon, line, help. etc. 3 colors in graphics 8

with instant text'" Create colorful business charts or

beautiful drawings and then save or retrieve them from

disk in 5 SECONDS. YES. it's that fast. Needs all 48K,

disk, and costs $19.95

u
CO

c
CO
CO

MINI-WORD PROCESSOR - This is for those of you who
have a printer, but don't want to spend $100 or more for a

fancy word processor. It is suitable for simple editing of

text, accepts most control characters for your printer, and

text is stored on disk for easy retrieval. Holds 2V2 typed

pages at a time. Requires 32K, disk or tape. $19.95

BOB'S BUSINESS - 14 small business type programs for

home or office, all chosen from a mce menu. Supports

printed output 169 sectors of output require 16K tape, or

32K disk. $14.95

KID'S #1 - Includes the following: 1) TREASURE -
search for the lost treasure while trying to keep from falling

into the sea. Nice graphics if you find it': 2)DIAL0GUE -
talk back to the computer about four subjects: 3) MATH
QUIZ — Nice musical and graphical rewards for good
scores'. Parents ihput the level of difficulty.

KID'S #2 — A spelling quiz, a "scrabble" type game, and
a version of Touch with the computer giving all the direc-

tions' Both Kid's programs require 16K tape or 24K disk

and cost $14.95 each.

MINI-DATABASE/DIALER - This unique new program
stores and edits up to 8 lines of information such as nam^,

address, and phone numbers, or messages, inventories or

anything you want. It has the usual sort, search, and print

options, but It also has an unusual feature: If your files in-

clude phone numbers and you have a touch-tone phone,

the program will DIAL THE PHONE NUMBERS FOR YOU'

This is perfect for those who make a lot of calls like

salesmen, teens, or those trying to get through to busy

numbers (acts as an auto-redialer). It is also a lot of fun to

use. Requires 16K cassette or 24K disk and costs $24.95

FONETONE - For those who only want to store name and
phone numbers and have the dialer feature as above, we
offer this reduced version. Same memory requirements,

but only costs $14.95. Don 't forget you must have a touch-

tone phone.

PLAYER PIANO - Turns your keyboard into a mini -piano

and more. Multiple menu options provide the ability to

create your own songs, save or load data files using

cassette or diskette, fix or change any of up to 400 notes in

memory, and play all or part of a song. The screen displays

the keyboard and indicates each key as it is played from a

data file or the notes you type. You don't have to be a musi-

cian to enjoy this educational and entertaining program.
Requires 24K cassette or 32K disk. $14.95

BOWLERS DATABASE - Provides the league bowler with

the ability to record and retrieve bowling scores providing

permanent records. The data may then be analyzed by the

program and displayed or printed in summary or detail

form. Data may be stored on cassette or diskette and up-

dated quickly and efficiently. The program proivdes such
information as highest and lowest scores by individual

game, (first, second, and third games throughout the

season), high and low series, current average, and moi-e.

The program listing and documentation provided are a

tutorial on ATARI basic and record keeeping. Requires 16K
for cassette or 24K for disk, $14.95

#7: DISK UTILITIES TUTORIAL - This Tutorial both offers

you several programs to aid in the use of your 810 Disk

drive, and teaches you how these utilities were written at

the same time. The utilities included are a Menu program,
a Disk inspector (look at sectors on the disk), a Disk Direc-

tory printout program, a Format utility to quickly format

large numbers of disks, and a utility that allows youi" pro-

grams to $tart running by just turning on the 810
(Autorun.sys). Requires 32K of memory and costs only

$29.95

#6: SOUND — From explaining how to create single notes,

to demonstrating complex four channel sound effects, this

newest tutorial is great. Even those experienced with

ATARI'S sound capabilities ^'\\\ find the menu of sound ef-

fects a needed referery^e tbat can^ be used wlienever you

are in the need of a special sound for your programs.

Everyone will learn something new! Written by Jerry

White. $19.95

SEE YOUR LOCAL DEALER
OR

ORDER FROM:

SANTA CRUZ EDUCATIONAL SOFTWARE
5425 Jigger Dr., Soquel, OA 95073

C.O.D. Orders call (408) 476-4901

^Include $3.00 postage ($1.00 for Memory Map)

*ln California, include 6.5% tax

Visa and MasterCard Accepted
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Classroom Management, continued.

textbooks used in schools throughout the

country and with many SRA supplementary

programs. The teacher can select any or

all of the references.

Customizing the Program
The first time the system is used the

classroom teacher inputs or "customizes"

the "Teacher Diskette." The teacher types

in the class name, his own name, and a

code word which allows only the teacher

access to the recorded information.

The next step is tu use the Student

Diskette to record each individual student

in the class (maximum of 40 students).

Information such as name, age, I.D.

number, and nickname are entered here.

To enter a class of 40 students takes about

half an hour, and is the most typing you

will do! (See Figure 1.)

Once the teacher has entered the class

information, he begins to enter information

for the most useful part of C.M.S.: the

Reference Diskettes. These diskettes allow

the teacher to specify from which textbook

How many are shown?
Example:

m

lijj:HIH

-i-L-t

428

How many are shown?

1.

: 1
B 0 •E

o
Odd
o

2.

:! !
1

1

-
-4-

3.

44

+

4.

Figure 3.

Individi ai Student Reportrl>ong Form

SRA/CLASBROCrt hANAGEMEMT SYSTEM~ LEVEL E; PAGE 1

20-AUG-198C
STUDENT'S name: PENNY* HENNY
nickname: men
1.0. number: 0 0

AGE

:

grade:

C) SUkvEY 1

(x) FROE:E
<x) PROBE

(at) PROBE
(>> PROBE
<>) PROBE

< ) SURVEY 2

( ) PaOBE

( ) p;-<oeE

< ) PROBE
( ) PROBE

LEVEL B-1
basic who^e numeers

1— ~place value and countin!^
2—Place value. countinGp

and rounding
3—wh0_e number addition
^—whole number subtraction
5—whole number

multiplication— intermediate whole
NUhBERS

6—WHOLE NUMBER ADDITION
AND SUBTRACTION

7—WHOLE NUM?.ER
MULTIPLICATION

8—WHOLE NUMBER DIVISION
9- -WH0LE NUMBER WORD

PROBLEM'

key:
X —
X —

COMPLETE
TEST NOT TO BE GIVEN
STUDENT IS WORKING IN THIS AREA
POST-TEST STILL TO BE GIVEN

Figure 4.

he would like to take prescriptions (six

major texts are already correlated with

the program) and which SRA supplemen-

tary materials should be correlated. The
instructor can also specify his own mater-

ials, special kits, games, other textbooks,

or any other educational tool.

There are four "open" spots in the

program that allow this to be done easily

by following the excellent instructions in

the guide. Therefore, the teacher is not

locked into using any specific textbook

or material. If a new book comes in, he

can add it to the correlations.

Now the system is customized for the

class and the teacher can start the "student

interaction" phase of the program.

The student's testis are in two parts,

Surveys and Probes. In the teacher's guide

all Survey and Probe tests are reproduced

so that the instructor may make paper

copies for the students. This saves computer

time. The students can work the problems

on paper and then enter them into the

computer when their time is scheduled.

The Surveys test broad areas of mathe-

matical skills. The Probes pinpoint specific

areas of weakness. Students are routed to

the Probes through the Surveys.

Using the Program
Let's say that a student, Brian, is assigned

to take Survey i. (See Figure 2.) Brian

inserts the student diskette and is asked

to enter his name. If this matches a name
stored on the diskette by the teacher, he

can then enter his password. If this pass-

word also matches he will be routed to

the Survey 1 diskette, which contains the

first survey test. If Brian does not type in

the correct information he will be asked

to try again. He will have three chances

to enter the information correctly, after

which he will be told to "see your

teacher."

When question 1, of Survey 1, appears

on the screen, Brian types in his answer.

A correct response will receive an "O.K.";

a wrong answer a "NO." Then Brian will

proceed to the next question. Some ques-

tions may be skipped, depending on how
well he does; this is called the "abbreviation

mode" and is used when a student is not

doing well. It stops the student from
becoming frustrated and saves time. After

Brian is done, the computer routes him to

the next survey test, if he missed no
problems, or sends him on to the applicable

probe test.

It should be noted that

CM.S. was not meant to

teach. It is a
management tool

In this example Brian missed only one

question— question 1. Therefore the com-
puter has told him to go to Probe 1 where

he will work on only those questions which

relate to the missed question (See Figure

3). He will now be tested even further on

his weakness.

If he should miss a question in a probe,

a prescription will be given. He might be

told to go to page 30 of one of the math
texts or to do a certain teacher-made

activity, or anything else that correlates

with the area missed. The assigned pre-

scription is recorded and should be given

to the teacher. After the teacher feels

that Brian has mastered the material, he

will be sent back to the computer and

tested ohly on that section of the probe

that he missed.

If Brian fails in this second attempt a

double fault" mode is set up. Brian must

bring his teacher back to the computer^
type in a special code to allow him to

continue with the probes or surveys. This

insures that he must master any weak
areias before he can continue with C.M.S.

As part of the customization of C.M.S.

by the classroom teacher, he could choose

to skip certain surveys or probes for the

whole class or individually by student.

Also the teacher may decide whether the

student should be assigned a prescription

as soon as a problem is missed or only

when the test is completed.

t
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Are you ready to step into the world of

mm mm

mm

The Ultimate
Fantasy Experience

Wizardry—a revolutionary game for your APPLE II com-
puter. Never before has a game done so much, so well, so
fast! Groups qf up' to 6 adventurers explore a deep and
mysterious maze in s'earch of loot and glory. Brawny
fighters, frail mages, nimble thieves, all must cooperate to

survive. Not only must you battle hordes of monsters, but
you mbst also solve the secret riddles hidden in the
mazes. Starting from the safety of the castle, you must
map the 3D maze as you move through it, swiftly running
down the corridors and smashing through doors! Sud-
denly you encounter a group of monsters in their hideous
lair! Leaping to the attack, swords swinging, your fighters

wreak havoc amongst the monsters! Mages utter spells,

causing destruction! Thieves skulk around in the corners.

and priests attempt to bring the blessings of the gods
upon your party! After the melee, there may be a chest to

open, traps to evade, and loot to be divided!

A partial list of Wizardry features includes—A 10 level

maze—8 character classes—5 races—20 stored on disk—
3D maze display—complete castle—hundreds of monsters
and magic items—monsters appear in mixed groups—50
castable spells, usuable by players, magic items and even
monsters—44 page illustrated manual and much, much
more ail for $49.95 (N.Y. residents add sales tax).

But don't take our word for it. Wizardry received reviews
in the May issue of Creative Computing, the April issue of

Popular Mechanics, page 38, and the August issue of

Softalk magazine.

ir-tee

At Leading Computer Stores Everywhere

SOFTWARE, INC. Dept. J

6 Main Street / Ogdensburg, New York 13669 / (315) 393-6633

Apple is the registered trademark of APPLE COMPUTER, INC.
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Classroom Management, continued.

^RA/CLASSRCCM tif\-hU;7hE-n SYSTEM
CLA55 RrCUK'D

TEACHtR:M£i ANN E:J5H0r-
'

class: RIDi)LF. CkrthFS
27-AJG-l

SJFVrrY AREAS ifZ I 3
S P S P S
1 123*5 2 67B9 3

AUSTEN, JANE
CATRAr CLEO
DENDRCN. PHTLO
FRYUM, TRAha;
GIANTf GREEN
GOLD. MARY
HAHAf minni
HICCUP f EILL
LIHKit* ABRAHAM
OKAY, ANNIE
fANKY, HANKY
PEN'-Y, HENNY

XXXX'X
X * X X X

xxxxx
xxxxx
xxxxx
xxxxx
, . XXX

X

X

X
X

X

X
X

X

X

X X X X

XXXx
X X X X

XXXX
xxx»
XXXX

?80

f
1111
0123
• • • •

xxxt
'^. .

.

X X X '^

X . . X

X. .X

XXXX

key:
X --

X —
f —
/ —

CCMFlETE
TEBT NOT TO EE GIVEN
ACTIV.'E

PCST-TEST TO fcE GIV/£N

Figure 5.

Now that our student, Brian, is done
with his C.M.S. assignment, his teacher

might like to review his records. The
teacher can call up, via the screen or

printer routine, the following choices for

class reports: a) Class List— a simple list

of all students in the class; b) Survey/Probe

Status Report— a graphic list of each
student and his status on all Survey/Probe

areas; c) Individual Student Report—long
form report with content areas and status

(good report for consulations with parents);

d) Class Record— Hsts all students in the

class and shows their status on every

Survey/Probe; e) Grouping Report— lists

all students who are currently working on
the same probes (perfect for "grouping" a

class for small group instruction); f) Graphic

Graph Grouping Report— shows a bar

graph for all the probes and number of

students working on each probe; g) Pre-

scription Reports— these are the same
reports the students get for their next

assignment (See Figures 4, 5, and 6).

Evaluation

In actual use with a fourth grade class

C.M.S. was very easy to use, and required

no previous computer knowledge. The
170-page teacher's guide is quite thorough.

You are led step-by-step through all phases

of operation for both the program and
the computer. There is even a section for

teaching the students a little "computerese";

complete with computer riddles. The
program takes advantage of the graphics

capabilities of the Apple and Atari and
the on-screen directions to the student

are clear and easy to follow. A little smiling

face lets a student know that he is operating

the computer correctly and a frowning

face signals him to try again. The program
runs very smoothly and has never

"crashed."

There are, however, a few problem areas.

When a student misses a problem the

correct answer is not given and there is

no tutorial. However, it should be noted

that C.M.S. was not meant to teach. It is

a management tool.

A more serious problem has nothing to

do with program content, but with the

management of the program diskettes.

SRA has chosen to put the "managemient

portion" of the courseware on a separate

diskette. This program is set up for a one-

disk-drive system. Not only does this

necessitate the constant swapping of

diskettes, but a more serious flaw quickly

becomes apparent. SRA has envisioned

one computer per classroom, and the

system works fine in that environment.

But most schools cannot afford to have
one computer per classroom. Instead they

have a computer room, with many com-
puters being shared by all the classes in

the school.

C.M.S. does not work very well under
these conditions, because SRA has not

provided a way to transfer student data

and records from one diskette to another.

Therefore, if you have one class sharing

five computers, and you wish to have the

Both Forma of the Grouping Report

^"tudents
n

4
1 3

1

1 5
2 HI
7 Zl
1 0 :zi

1 7 ZI

Do you want, "to list
students who need to
take probe •« ?

Ill _ «

SK-A/::LAS=.;o3rt hanagemznt system~ Lf\£L B

GROUPING REPORT
TEACh£R:M3. ANN BISHOP
CLASS : RIDDLE CHA-.PS

27-AUG-1980

FRO£:E ^

^ STUjENTS
F ENr' t f HENNY
RIDOLE* CHICKEN
TAfNiKf PUDOEM
kICf PJGGY

PROE:t 13
STUDENTS

CATRAf CLEO
PRYUrtr FRANK
[i^if^Vf Annie
PDRGYf GEORCE

PROEE 15
2 STUDENTS

HAhAf HInM
TbT TUTf KING

PRQ:-:£ 2

1 STUDENT
PAN»(r» HANKY

Figure 6.
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entire class operate C.M.S. on a rotating

basis, there is no way to transfer student

data from the master student diskette to

another student diskette. The teacher can

make a duplicate student diskette— two
are provided— but this merely makes a

back-up disk.

SRA does sell a management package
consisting of one teacher disk and two
extra student diskettes for $250, but this

does not solve the problem. It simply allows

you to use the courseware with another

class, keeping separate records. You still

cannot "merge" the separate student data

to compile one master class record. A
data transfer routine should be provided

by SRA.

[

The use of this program
in the ciassroom aiiows
every child in the schooi

to have true

individuaiized
instruction in

mathematics, while
allowing teachers time

to do what they do
best—teach.

Another unfortunate feature of this

courseware is that the school does not

buy it; the school must pay a "license

fee." A license arrangement usually pro-

vides better protection for the company
than for the user. Also, since this program
is copy-protected, its use is limited to 40

students per student diskette. I hope that

SRA's license agreement will be modified

to allow a reduction in price for an entire

school which would like to use C.M.S. i

Although most educational computer [

software is far from perfect, this package
comes very close. It is one educational \

software set that deserves an unequivocal

"A." SRA has spent much time developing

this comprehensive program, and it shows.

The use of this program in the classroom

allows every child in the school to have

true individualized instruction in mathe-

matics, while allowing teachers time to

do what they do best— teach.

I believe that what Visicalc has done
for business software, "C.M.S.-Mathematics

B" will do for educational software. ^

SRA's C.M.S.-Mathematics A" (grades

1-3) should be available in the fall. They
are also developing a similar set to improve

reading skills.
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Scene from BETA FIGHTER during creation using tlie DRAWPIC grapliics editor.

HODGEPODGE: by Marsha Meredith
(Atari ami Apple)

NOW AVAILABLE FOR ATARI f I! This captivating
program is a marvelous learning device for children
from 18 months to 6 years. HODGE PODGE consists
of many cartoons, animation and songs which appear
when any key on the computer is depressed. A must

any family containing young children.
ICE $19.95 diskette

?M EDITOR: by Dennis Zander (Atari, 16K)
Create your own fast action graphics game for the

Atari 400 or 800 using its player missile graphics fea-
tures. By using player data stored as strings, players can
be moved or changed (for animation) at machine lan-
guage speed. All this is done with stri,ng variables
(P0$(Y)=SHIP4). This program is designed to permit
creation of up to 4 players on the screen, store them as
string data and then immediately try them out in the
demo game included in the program. Instructions for
use in your own game are included. PM EDITOR was
used to create the animated characters in ARTWORX
RINGSOFJHE EMPIRE and ENCOUNTER AT QUESTAR IV.

PRICE $29.95 cassette $33.95 diskette

ROCKET RAIDERS by Richard Petersen {Atari 24K

)

Defend your asteroid base against pulsar bombs, roc-
kets, lasers, and the dreaded "stealth saucer" as aliens
attempt to penetrate your protective force field. Precise
target sighting allows you to fire at the enemy using mag-
netic impulse missiles to help protect your colony and
Its vital structures.

PRICE ... $19.95 cassette $23.95 diskette

FOREST FIRE!: by Richard Petersen ( Atari.24K)
Using excellent color graphics, your Atari is turned in-

toafire scanner to help vou direct operations to contain
a forest fire. You mu'st compensate for changes in wind,
weather and terrain. Not protecting valuable property
can result in startling penalties. Life-like variables make
FOREST FIRE a very suspenseful and challenging simu-
lation. PRICE $16.95 cassette $20.95 diskette

GIANT SLALOM: by Dennis Zander (Atari, 16K)
BringtheWinterOlympicsto yourcomputer anytime of

the year! Use the joystick to guide your skier's path
down a giant slalom course consistmg of open and
closed gates. Choose from three levels of difficulty.
Take practice runs or compete against from two to
eieht additional skiers.

PRICE $15.95 cassette $19.95 diskette

THE PREDICTOR by Thomas Barker
(Apple, Atari, TRS-80, North Star and CP/M (M-BASIC),
This IS a complete package that covers least squares

fitting of parameters for two or more variables. THE
PREDICTOR can be used for predicting sales and pro-
cess behavior, trend analysis, model building and many
other uses calling for multilinear regression techniques.
Each option in the program is prompted with simple
YES/NO commands malTing it very easy to use.
PRICE .. $29.95 diskette

PILOT: by Michael Piro (Atari, 16K)
'

Pilot your small airplane to a successful landing using
both joysticks to control throttle and attack angle. PILOT
produces a true perspective rendition of the runway
which IS constantly changing. Select from two levels of
pilot proficiency.
PRICE $16.95 cassette |20.95 diskette

TEACHER'S PET: by Arthur Walsh (Atari Apple
TRS-80, PET, North Star and CP/M(MBASIC) systems).

This IS an introduction to computers as well as a learn-
ing tool for the young computerist (ages 3-7). The pro-
gram provides counting practice, letter-word recognition
and three levelsof math skills.

PRICE $14.95 cassette $18.95 diskette

MAIL LIST 3.0: (Atari, Apple and North Star)
The very popular MAIL LIST 2.2 has now been up-

graded. Version 3.0 offers enhanced editing capabilities
to complement the many other features which have made
this program so popular. MAIL LIST is unique in its
ability to store a maximum number of addresses on one
diskette (typically between 1200 and 2500 names!).
Entries can be retrieved by name, keyword(s) or by zip
codes. They can be wntten to a printer or to another
file for complete file management. The program pro-
duces 1, 2 or 3-up address labels and will sort by zip
code (5 or 9 digits) or alphabetically (by last name). Files
are easily merged and MAIL LIST will even find and
delete duplicate entries! The address files created with
MAIL LIST are completely compatible with ARTWORX
FORM LETTER SYSTEM.
PRICE $49.95 diskette

THE VAULTS OF ZURICH: by Felix and Greg Herlihy

(Atari, 24K, PET)
Zurich is the banking capital of the world. The rich and

powerful deposit their wealth in its famed impregnable
vaults. But you, as a master thief, have dared to under-
take the boldest heist of the century. You will journey
down a maze of corridors and vaults, eluding the most
sophisticated security system in the world. Your goal is

to reach the Chairman's Chamber to steal the most trea
sured possession of all: THE OPEC OIL DEEDS'
PRICE $2 1.95 cassette $25.95 diskette

BRIDGE 2.0 by Arthur Walsh (Atari (24K), Apple
TRS-80. PET, North Star and CP/M (MBASIC) systems)
Rated #1 by Creative Computing, BRIDGE 2.0 is the

only program that allows you to both bid for the contract
and play out the hand (on defense or offense!). Interest
ing hands may be replayed using the "duplicate" bridge
feature. This is certainly an ideal way to finally learn to
play bridge or to get into a game when no other (human)
players are available.

PRICE
, . . . $17.95 cassette $21.95 diskette

ENCOUNTER AT QUESTAR IV: by Douglas Mc Farland
(Atari, 24K)

As helmsman of Rikar starship, you must defend
Questar Sector IV from the dreaded Zentarians. Using
your plasma beam, hyperspace engines and wits to avoid
Zentarian mines and death phasers, you struggle to stay
alive. This BASIC/Assembly level program has super
sound, full player missile graphics and real time action.
PRICE $21.95 cassette $25.95 diskette

NEWPROGRAMS!
HAZARD RUN: by Dennis Zander (Atari, 16K)
The sheriff has spotted you and you must make the

treacherous run through Crooked Canyon past
Bryan's Pond to the jump at Hazard CmH and safety.
You can even put the joystick-controlled GEE LEE car
upon two wheels to make it through some tight spots.
A lead foot is not always the answer as you dodg^
trees, rocks and chickens in this nerve-racking game.
HAZARD RUN employs full use of player/missile
graphics, re-defined characters and fine scrolling
techniques to provide loads of fast action and visual
excitement
Pr^4C£ ... .$a7.9S cassette $31.9S diskette

BETA FIGHTER: by Douglas McFarland (Atari, 16K)
See who will be the ace gunner in this action game

set on a spectacular Martian landscape. BETA
FIGHTER can be played with one or two players and
uses player/missile graphics and delightful sound
effects,

^^iCE $16.95 cassette $20,95 diskette

DRAWPIC: by Dennis Zander (Atari 16 K)
DRAWPfC provides the user with an unbelievably

easy way to create screens in graphics modes 3-7.

Just sit back with your joystick and use POINT PLOT,
DRAW LINE, RUBBER BAND fill and COLOR SET to
create beautiful images on your Atari. Full or partial

screen images are saved as string data in the program
and can be instantly recalled and combined into new
images using machine language subroutines. These
graphic images can be easily incorporated into your
own programs. The images of HODGE PODGE and the
ilandscape of BETA FIGHTER were made using
DRAWPIC.
Pl^JCE $29.95Qmm^ $33.95 diskette

T: A TEXT DISPLAY i:^VICE: by Joseph Wrobel

^ ,
(Atari 16K)

I: IS an auto-loading, co-resident assembly lan-
guage routine which greatly expands the display
capabilities of the Atari. It allows you to freely inter>
mix both text and graphics without the use of modi-
fied display lists. PEEKS or POKES. This is done by
defining a new device ("T:")*j printing to that device
puts text onto the screen. The size of the text is
determined by the graphics mode used.mm

,
. . . , . . .$17.95 cassette $17,95 diskette

mm m

CallARTWORX tolt'free number to order
direct:

800'B28'6573
in New York, Alaska. Hawaii call:

(716) 425-2833
All orders are processed and shipped
within 48 tmurs.

Shipping and handling charges:
Within North America: Add $2. 00
Outside North America: Add10% (Air Mail)
New York State residents add 7% sales tax

Quantity Discounts:
Deduct10% when ordering 3 or more
programs

ABk forARTWORX atyour local computer
store.

Write forFRBB Catalogue listing more
information about these andother quality
ARTWORKprograms.

150 North Mam Street Fairport, NY 14450



Games for Clods

Computer Games for People Who Hate Computer Games

David H. Ahl and Betsy Staples

We're hooked. We never thought we'd

see the day when a daily fix of Cosmic

Fighter or Tsunami would temporarily

banish all ills. We never envisioned the

development of a rift in our relationship

over who got to play which game. We
never thought we would postpone dinner

for hours while we played "just one more

game." We never even imagined that we

would score enough points to earn an

extra ship.

But all these things have happened in

the past few months since we discovered

that you don't have to be a fanatic with

the hand/eye coordination of a major

league baseball player to enjoy computer

games.

Don't misunderstand; we're not partic-

ularly good at these games, and our game

playing associates around the office still

laugh when we announce our all-time-

high scores. These scoffers are the same

ones who complain that "the game doesn't

get any harder after you get 100,000 points."

They are the ones who compare notes on

"the really tough zilchbats that finally wiped

me out on level 87."

This article is not for them. This article

is for people who may not have discovered

the fun lurking in their Apples, Ataris,

TRS-SOs and VICs. It is also for people

who are looking for a way to interest

family and friends in the wonderful world

of personal computing.

What Makes A Good Game
The games we have chosen to recom-

mend here are not necessarily easy, nor

are they boring for our more advanced

fanatic friends. The main thing they have

in common is the ability to provide positive

feedback to the player. You won't find

listed here any game that after three

seconds of "play" leaves you sitting in a

cloud of Stardust staring at "GAME OVER"
and wondering what happened.

Computer games, like all games, require

practice, and your first score may not be

the one you want to write home about,

but we found that the games mentioned

here had a reasonable learning curve for

most people and that they were sufficientiy

A noble gesture for

an expert to make
would be to offer to

erase the scoreboard
when playing with a

rwvice.

appealing that most members of our panel

were willing— if not eager—to keep playing

until they achieved a satisfying score.

Having achieved a satisfying score, most

wanted to keep playing until they had

beaten it. (In the course of our research,

we discovered an important axiom of

computer game play : there are few things

as boring and insignificant as the second-

highest score.)
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Since the score is the measure of success

in most of these games, we found that

games which not only saved the highest

score of the session, but maintained one

or more high scores on disk, kept drawing

us back day after day to strive for better

and better performance. The Big Five

games, which store the top ten scores on

disk, are by far the best we have seen

with this feature.

The drawback to this system is that

once one or two players perfect their

skills and fill the permanent scoreboard

with relatively high scores, a novice player

can be discouraged. In essence, the "cost

of entry" has become too high. A noble

gesture for an expert to make would be

to offer to erase the scoreboard when

playing with a novice.

Another feature that makes a game

appeaUng to a learner is the ability to

proceed through the various levels of the

game with less than perfect performance.

Games that present a new board or a new

set of alien creatures each time the player's

base or ship is destroyed are far more

rewarding than those in which he simply

picks up where he left off. A true game

clod can play for hours before he gets his

first gUmpse of even the second species

of attacker in some games. He can then

look forward to many more hours of

frustration before he sees a third. If he is

like some of us, he may never fee anything

beyond the first level.

It is also worth mentioning that games

which are relatively easy at the beginning

get the clod vote. Even if each invader is

worth fewer points, we clods like to start

off at a leisurely pace so that we have at
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Games For People Who Hate Computer Games

Computer/Game Manufacturer

TRSSO

Cosmic Fighter Big Five Software

Galaxy Invasion Big Five Software

Meteor Mission Big Five Software

Scarfman Cornsoft Group

Apple

ABM Muse

Apple—oids California Pacific Computer Co.

The Asteroid Field Cavalier Computer

Asteron Western Micro Data

County Fair Datamost

David's Midnight Magic Broderbund Software

Escape From Arcturus Synergistic Software

Jaw Breaker On-Liiie Systems

Missile Defense On-Line Systems

Phantoms Five Sirius Software

Snack Attack Datamost

Sneakers Sirius Software

Super Invader Creative Computing

Torax Creative Computing

Tsunami Creative Computing

VIC-20

Slot Machine Commodore

VIC Avenger Commodore

Creative Computing Buyer's Guide

least a few points to show for our early
efforts.

Now for the recommendations. Each
of these games was played by at least two
clods and received a vote from at least

one of them. Most of the games also have
fans among our more experienced and
dexterous associates; they simply play at
a different level and don't discuss their

scores with us.

Needless to say, we have just scratched
the surface of games for people who hate
computer games. If there is sufficient

interest, this subject will become the subject
of a regular column in Creative Com-
puting.

Readers: if you have a favorite game or
two that you think ought to be included
in this column, drop us a line noting the
name of the game and manufacturer.

Manufacturers: if you would like us to

review your software for this column or
any other part of Creative Computing,
please send a copy to Betsy Staples, Editor,
Creative Computing, 39 E. Hanover Ave.,
Morris Plains, NJ 07950.

TRS^O

Cosmic Fighter

Cosmic Fighter started the whole thing.
Before we received Cosmic Fighter, we
left all arcade game reviews to the younger,
inore fanatic game players on the staff.

Since our success with Cosmic Fighter
and its relarives, we have joined the
scramble to try out each new game package
that arrives.

Cosmic Fighter features four types of
aliens. The good thing about them is that
there are not many of them in each
wave -between 9 and 20. There are, of
course, the mandatory bombs to be avoided
while shooting at the invaders.

The player moves his ship back and
forth using the arrow keys, and shoots
with the spacebar. An extra ship is awarded
for every 10,000 points scored.
The first onslaught can be dispatched

by hitting each alien once. The second
onslaught requires two hits, the third three
hits, and the fourth and subsequent ones
four hits.

In each onslaught, the player sees one
wave of each type of alien and one nasty
little flagship. The flagship is deadly and
must be eliminated at once. If any of the
aliens in a given wave succeed in getting
by the player s ship, a new wave starts at
the top of the screen, and the ship is

moved up about an inch, making it even
harder to clear the screen.

After the player has eliminated an entire

onslaught of aliens, he must dock with his

mother ship for refueling. This is perhaps
the trickiest part of the game, since a
flagship must be eliminated before the
players ship can be docked in the very
small space provided.
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Clods, continued...

Adding to the excitement is the fact

that fuel is consumed each time the player

shoots or moves his ship. If he runs out of

fuel, the game is over.

Cosmic Fighter can be played by one

or two people. In the two player mode,

play alternates after each ship is destroyed.

This eases the tension of the game a bit,

but we prefer to alternate full games.

Galaxy Invasion

Galaxy Invasion is another offering from

Big Five. It, too, is played with the left

and right arrow keys and the spacebar.

This is a Galaxian-type game in which

a corps of aliens marches back and forth

across the screen dropping bombs. Peri-

odically, one or more aliens leave the

formation and attack the player's ship. If

an alien is hit while attacking, the player

scores double points.

The dreaded flagships appear again, in

Galaxy Invasion. They are worth large

numbers of points if hit while attacking,

but their evil nature becomes apparent

when they stage a "Flagship Alert," during

which the player must shoot one of them
quickly or be eliminated himself.

Each time the screen is cleared, a new
group of aliens appears, and as the score

mounts, more flagships join the attackers
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Galaxy Invasion.

and stage more frequent alerts. The player

wins an extra ship with each 10,000

points.

The two-player mode in Galaxy Invasion

is the same as in Cosmic Fighter.

Meteor Mission

In Meteor Mission, the player has a

mother ship constantly making passes back

and forth across the top of the screen,

supposedly over the surface of a planet

where astronauts are stranded. Inside the

mother ship is a small drone which may
be released by pressing the space bar and

guided down by pressing the right and

left arrow keys to land on one of three

landing pads.

After a successful landing, a stylized

astronaut runs to the drone lander (ac-

companied by delightful sound effects).

The drone immediately takes off and the

player must navigate back to the mother

ship.

Meteor Mission 2.

Sounds easy enough, right? But there is

one catch: meteors of various sizes are

drifting across the screen. Toward the

beginning of the mission there are very

few meteors and it is easy to navigate

through them. However, as the game
progresses more meteors appear and they

must be blasted out of the way. Unfortu-

nately the blaster works only while going

up. To set dowji successfully with a full

field of meteors requires deft steering and

use of the retro-rockets.

The game starts with fairly large landing

pads which get progressively smaller each

time they are used. However, at the end

of three uses the large landing pads are

once again restored. One thousand bonus

points are awarded for successfully rescuing

six astronauts in a row, and extra drones

are awarded for each 10,000 points. Meteor

Mission is an easy game to play and wrings

the maximum in graphics and sound out

of a trusty TRS-80 Model I or III.

Scarfman
This TRS-80 PacMan imitation from

the Comsoft Group is played with either

the four arrow keys on the keyboard or

an Alpha Products Joystick. The game
provides excellent sound effects through

the cassette port.

"That's funny'.-When I left here yesterday, there

was only one machine!!...
"
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There are five "monsters" that start in

a chute at the top of the screen and come
out and roahl around almost immediately.

There are five plus signs Icicated at different

points in the maze. Each time the Scarfman

eats a plus, the monsters lower their eyes,

slow down and try to run away from the

Scarfman. This only lasts for a short while;

then they revert to predatory monsters.

We found it a little difficult to recognize,

in the heat of the game, whether a monster

had his eyes up or down.

Scarfman.

The way to win is to clear the board as

many times as possible. Each time the ^

board is cleared, the level of difficulty

changes: the monsters get better at finding

or hiding from the Scarfman, and they

revert back to monsters after eating a

plus sign in a shorter period of time.

APPLE II

Tsunami
Tsunami has one of the most extensive

menus weVe seen since the local diner

burned down last year. One to four people

can play two different sets of three varia-

tions on two skill levels. The player can

also choose which paddle to use and
^

whether to turn the sound on or off.

For clods, we recommend variation 1,
|

game set A, beginner level. The first wave I

of creatures (which look like a cross f

between a seagull and a starburst) weave

tantalizingly across the screen dropping

bombs as they go. If you get the rhythm

of their motion right and avoid their bombs,

they can be dispatched without much
difficulty. If you eliminate them before

your fuel runs out, you get extra points; if

the fuel runs out first, you lose your base.

There are eight different "battle

situations," each of which offers a different-

shaped creature and a slight variation in

behavior. Some of the aliens simply dis-

appear in a cloud of dust when hit; others

plummet earthward and can squash your
^

base.

Once you have mastered game set A of

variation 1 (the eight "battle situations"

repeat), try game set B which introduces

shifting barriers and bouncing aHens in

basically the same formations presented

in A.
1
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One £i]semove,and
hekills agaia
You are about to investigate one of the dead-
liest plots in the annals of crime. A locked
door A dead man. And 12 hours to solve the
murder That's where you begin. Ahead of you,
a treacherous web of motives and suspicion. And
only by bringing your utmost skills of logic and in-

tuition into play can you successfully solve the case.
Working from a complete dossier on the crime a

the myriad clues along the trail, you'll find yourself h

coming totally immersed in the investigation. Every
scrap of evidence, every lead, every turn of events is far " too realistic for
DEADLINE to be considered a /./ "game" or "fantasy" And its degree of inter-
activeness is so highly advanced /// that, for the first time in the genre, the
characters actually possess in- / f"/ dependent, flesh-and-blood personalities.
In fact, they're so free of ^< ;

? / / your control that should you make the
M-ong move,/ one of them may do you in. Your next great
adventure -W/ is neither under ground nor out in space. The real chal-
!^^^^ !^ $< Just try and beat DEADLINE. You'll find the case awaiting
investi- gation at fine comf)uter stores everywhere.

DEADLINE-First of the D^TERLOGIC™ Mystery Series
from Infocorri, makers of ZORK^^ I and ZORK II.

Now available for Apple® II, ATARI® 400/800, IBM
Personal Computer, NEC PC-8000, CP/M®, and PDP™-II.

inFocom
55 Wheeler St., Cambridge, MA 02138

Apple is a registered trademark of Apple Computer, Inc. ATARI is a registered trade-
mark of Atari, Inc. CP/M is a registered trademark of Digital Research, Inc. PDP is a
trademark of Digital Equipment Corporation.

r openthe casewith^2
fixmt money from bifocom.

To get your $2 DEADLINE rebate by mail, just send Infocom this coupon with your
completed warranty card and sales slip from DEADLINE in their original form. No
reproductions will be accepted. Limit 1 rebate per household, address or organiza-
tion. Offer good only in U.S.A. Void where prohibited, taxed or otherwise restricted.
Rebate request must be postmarked before midnight 7/31/82. Infocom is not respon-
sible for lost, late or misdirected mail. Allow 4 to 6 weeks for delivery.
Infocom, 55 Wheeler St., Cambridge,MA 02138
OFFER EXPIRES JULY 31, 1982
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Clods, continued

Confessions of a Clod

I am a games clod. Oh yes, 1 wrote

Hammurabi and Lunar Lander and a

whole bunch of other games and edited

two best selling games books, but

compared to tie video games and

computer games of today, the games

in these books are like a 1950 Ford

compared to a Brabbham BT 49C
Grand Prix car.

My mother is a games clod too. So

is my father. In fact, so are both of my
daughters. Oh yes, both of them are in

the "gifted and talented" program in

school, but when it comes to video

games, they are clods.

Other games clods I know are : Betsy

Staples, the editor of M% fine magazine;
' her parents; my doctor; my dendst;

his assistant; my secretary; the editor

of Microsystems; and on and on.

You might say to yourself, "These

are not dumb people^ Why are they

gamfes clods?"

There is no simple answer* Some
people Just plain don't like games. Other

tjeople just plain don't have any

Rand/eye coordination. But by far and

away the majority of people do, in

fact, enjoy games, but feel Uke clods

when they play.

They fee! like clods because they

see other people playing the games

better than they. They feel like clods

because they see astronomical scores

recorded on the opening of the game

/ want to feel good
atfoutmy game

playing ability or at
least not feel

frustrated by a lack
thereof.

and get shot down in the first wave of

alien invaders with a score 1/ 100th as

high as the top score.

Or, they feel like a clod when some-

one else who knows the game is hanging

over their shoulder giving them tips on

how to avoid the oncoming missiles or

other obstacles when they wish that

:::;::^:::;::^:;;:;:;;:;:;:::::-;.;.^^:.:.;V.:../.:.:.:.::-^:.y-;-:-;:-:--:^ :- :y-;-. v:-:::: ^:^:::.^:::"::^^;y

he would just shut up and go away.

In my case, I feel I can "afford"

perhaps an hour a week to play games.

At the end of that hour (or four periods

of fifteen minutes each) I want to feel

like I have had some fun. I don't want

to feel frustrated. I don^t want to spend

hoiirs practicing the first level of a

game just to get to the second level

where I have to spend hours practicing

to get to the third level and so on. I

want to have fun. I want to feel good

about my game playing ability or at

least not feel frustrated by a lack

thereof.

That is not to say that I am looking

for an "easy'' game. I am looking for a

game that Is interesting, challenging

»

fun, but, above all, one that is ap-

proachable. It may well have more
than oiie skill level. Preferably it is

one with skill levels that do not advance

faster than I advance.

I don't think these requirements are

far different from those that the other

clods mentioned at the beginning of

this article would also be looking for

in a game. —DHA
-

Just for the record (not because we
recomniend them for clods), the creatures

in variation 2 fly about in impossible

patterns and usually pulverize you before

you have a chance to get off a shot.

Variation 3 combines situations from 1

and 2.

We especially like Tsunami because it

allows you to move to the next level after

your ship is destroyed (provided, of course,

you have another one left). This at least

allows you to practice on more than one

type of creature. Tsunami saves the highest

score of the session in memory, but not

on disk—very disappointing.

County Fair

In this colorful game the player has a

small pistol at the bottom and a hmited

supply of ammunition. Using the paddle

knob to control the right/left movement
of the pistol, he attempts to shoot three

rows of targets in this video shooting

gallery.

The top and bottom rows move from

left to right across the screen while the

center row moves from right to left. The
targets consist of cute little creatures such

as green rabbits, white ducks, multi-colored

beach balls, and several unidentifiable

objects. Unfortunately, the white ducks

are predators and, every once in a while,

one leaves the bottom row and jumps

II SCORE L ^ 41 4.
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County Fair.

down one row further. The player must

shoot him quickly at this point or he will

jump down another row and gobble up

some of the ammunition.

The player has a way of regaining

ammunition, but itas somewhat perilous.

Every so often a row of bullets appears at

the top of the screen preceded by either a

plus or minus sign. If the player can shoot

that row, it is added to his ammunition

supply. This is perilous because, frequently

in his eagerness to shoot a row of bullets,

one forgets to note whether there was a

plus or minus sign preceding it. A minus

sign, needless to say, takes away the

displayed amount of ammunition from

the player's supply.

In addition to the three rows of "large"

targets, there is also a bonus row of small,

colored pine trees moving from right to
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left across the top of the screen. However,

there are only two very small openings

through which thes€J trees can be shot.

We found it extremely frustrating trying

to adjust the paddle* controls to shoot in

these holes. Even with Super Paddles from

Peripherals Plus, aiming was a rather

imprecise art. However, that is part of the

fun of the game: the paddle controls are

more sluggish than they are in games like

Galaxian or Super Invader.

If a player succeeds in shooting all the

targets on the screen, including the rows

of pine trees at the top, he can use his

remaining ammunition to shoot one little

white duck flitting about the screen and

collect ten times the normal point value

for each hit. After five shots, the game
starts over with another round. The game
ends when the player runs out of ammu-
nition. This is altogether a delightful game
and one which was enjoyed by all members

of our game playing panel.

David's Midnight Magic
This simulated pinball game on the Apple

has a complex, interesting playing surface

with two sets of flippers, one at the bottom

of the screen and one about one-third of

the way down from the top. Each player

gets five balls and may pull the "plunger"

back a certain distance as set on the paddle

controller. Beyond that the only controls

are the two paddle buttons, one of which

Creative Computing Buyer's Guide



controls the left hand pair of fhppers (top

and bottom) and the other of which
controls the right pair. The game is

complete with power bumpers at the

bottom, alleyways that endow a ball with

the ability to achieve double or triple

scores, and special features such as a curved

pathway at the top which, after three

balls enter, releases them all at once.

We have two people in the office who
for years avoided the temptation to play

computer games. However, this was the

icebreaker which lured even them to

partake of the sport. Although one member
of the reviewing team felt that "pinball

games are either something that one likes

intensely or dislikes intensely," and that

computer pinball has even less appeal

than real pinball to a non-fan, David's

Midnight Magic seemed to hold a special

fascination for players of all ages.

David's Midnight Magic.

Sneakers i

Sneakers is another shoot 'em up game
in which the player controls a "base" which
moves across the bottom of the screen
from left to right under control of the

paddle. The paddle button is used to fire

missiles into the air. However, instead of

alien raiders or space ships. Sneakers offers

an assortment of seven interesting, playful

creatures which fly, bounce and attack
the players. The first creatures are four

"Sneakers" (half circles with httle legs

and sneakers 6n their feet). They bounce
around the screen and occasionally drop
down to Ihe bottom where they attempt
to trample the player base, and then jump
back up to the top and bounce around
there.

They are followed by flights of Cyclopses
which come from left to right across the

screen and drop lower on each pass. After
he eliminates all the Cyclopses, the player

is faced with missile-launching Saucer^.

These are followed by Fangs (little bird-

Hke creatures which can turn into a bevy
of Fangs which drop down to the bottom
of the screen).

The next "creature" is an H-wing fighter

which, by unanimous consent of our player

panel, is the second most difficult to

eliminate. Few players were able to ehmi-
nate all the H-wing fighters with just one

iKf
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Sneakers.

base. These are followed by large and
small meteors, then Scrambles (descending
triangles which change direction when
fired upon), and finally by "Scrubs"
(diagonal, fast-flying missiles that all of
our players agreed were the most difficult

to eliminate).

Nevertheless, Sneakers was judged as a
fun game even by players who scored in

the 100 or 200 range.

Phantoms Five

Phantoms Five is a game in which the

player is the pilot of a fighter bomber
making continuous passes over a stretch

of enemy terrain. The player drops bombs
on enemy headquarters, fuel dumps, a
post office, and other targets. In addition,

he must avoid two targets, a Red Cross
hospital and POW camps or risk losing all

the points (or half) accumulated so far.

I \ i
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Phantoms Five.

The only control is the paddle knob for

steering from left to right and the button
to drop a bomb. By pressing the space
bar the player may change the view to a

bomb site at the bottom of the aircraft.

However, most players preferred not to

use this option except to get some notion
of how far ahead of a target the bomb
must be dropped to hit it.

Interspersed between bomb runs are

fighter attacks in which fighters fly at the

player's plane head on. By turning the

paddle knob a small amount, the player is

able to aim his machine gun at them.
After enduring a fighter attack, or being
blasted out of the air as the case may be,

the player goes on another bombing run.

All told, five planes are available to

complete the "mission." The game goes
by very quickly, but seemed to be one
that most members of our playing panel
enjoyed.

Jaw Breaker and Snack Attack
These are both PacMan-like games with

the object of negotiating a creature (a

fish in Snack Attack and a set of teeth in

Jaw Breaker) around a maze eating up
small dots, fruits, candies, and other
goodies. The player creature is pursued
by meanies which are released periodically

from the center of the maze.
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Jaw Breaker.

Both games have special colored dots
located within the maze that, after being
eaten, render the creatures chasing the
player harmless at which time he can
catch them and eat the meanies.
Upon clearing the entire board in Jaw

Breaker the player is rewarded with a
toothbrush that brushes the player s teeth
and makes them "strong and clean" because
in the next maze the predatory creatures
are quicker and, after eating a colored
dot, don't stay vulnerable for as long.

Upon clearing the maze in Snack Attack,
the player is rewarded with a new kind of
maze of which there are several.
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Snack Attack.

Needless to say, the people who own
the coin-op rights to PacMan are unhappy
about this type of game and have taken
legal action against some of the companies
manufacturing them. However, the last

time we checked both of these were still

on the market and, for PacMan fans, either

is recommended.
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Clods, continued...

Escape from Arcturus

Escapefrom Arcturus is a two-part game,

the first part of which is called "The Space

Fortress." The fortress at the center of

the screen is under attack from four bases

of the enemy Griplems located immediately

above and below and to the left and right.

The player has a limited amount of energy

with which to fire cannons at the ap-

proaching Photon torpedoes of the

Griplems.

All firing is done by pressing one of

four keys: G, Y, J, or Space Bar. If all of

the Photon torpedoes are eliminated in

one attack wave, a fighter circles the base

and must be shot down. EUminate the

fighter and a command cruiser comes in

with an erratic flight pattern. (We've seen

this ship only once in hundreds of plays.)

In the second game, "Escape," the player

is a pilot controlling evacuation ships

carrying people off a doomed planet. The

ship is launched from the planet on the

right side of the screen and, before it

reaches, escape velocity, six or seven

Griplems attack with various types of ships.

Escape from Arcturus,

The paddle knob is used to steer the ship

and paddle button to fire. After each

successful launch of an evacuation ship

into hyperspace, the player returns to pilot

another ship.

ABM and Missile Defense

These games are imitations of the

popular arcade game Missile Command
and have many of the same features.

Incidentally, we consider these games for

novices only when they are played with a

joystick such as the Super Joystick from

Peripherals Plus pr JoyPort with an Atari

Joystick from Sirius.

In ABM, the mission is to protect six

east coast cities from attack by ICBM
missiles. At his disposal the player has

much faster surface to air missiles that

are launched from various launchers

arrayed acixjss the screen. With the joystick,

crosshairs must be aimed slightly ahead

of the track of an incoming missile and

the button pressed to launch a SAM missile

to intercept the incoming ICBM. A suc-

cessful shot destroys the entire track of

the incoming missile. After fifteen or twenty

If your tastes run to Missile Command,
try one of these two games. Of the two,

ABM is easier, but only slightly.

ABM.

single ICBMs the enemy starts to get tricky

with multiple warhead missiles that come
about half way down the screen and spUt

into six or eight additional missiles. Because

of this, it is wise to try to get all incoming

missiles as high as possible on the screen.

We found a good strategy for prolonged

play is to protect the two cities at the

right and left ends of the screen (Boston

and Richmond) and their associated missile

launchers. While points are awarded for

every missile destroyed, this strategy

involves letting missiles go through to hit

cities that have already been destroyed.

However, it is a good strategy for a

prolonged game, since the game goes on

as long as at least one city and missile

launcher is intact.

We found this a most enjoyable game
when played with a joystick; don't even

think about playing it with paddles.

According to the instruction booklet.

Missile Defense is playable with either

keyboard or paddles. However, like ABM,
we found it acceptable for noviceis only

when it is played with a joystick. At the

beginning of the game, selecting the P
key (for paddle) option will allow the

joystick to function "normally."

In this game, the player has six cities

which he must defend with three missile

bases located at the far right, far left, and

center of the screen. Each base has a

limited amount of Ammunition which is

fired by pressing the number keys, 1, 2,

and 3. Sometimes, in the heat of the game,

it is difficult to understand why repeated

pressing of the number 1 key produces no

shots. This, of course, is because there is

no more ammunition in base number 1.

Hence,, it is desirable to fire from each of

the three bases with more or less equal

frequency.

In addition to the missiles, there are

also bombs indicated by miniature plus

signs. These are too smart to fall into the

explosion made by one of the player

missiles and can be shot down only by

detonating a missile directly on top of

them.

The game continues until all six cities

are destroyed. However, the player receives

one extra city for each 10,000 points

scored.

The Asteroid Field, Asteron and
Apple-oids

From their names, it is not hard to

guess that these are imitations of the

Asteroids arcade game. In all three, the

player has a ship which he can rotate

using the paddle control (or keyboard

controls for those with nimble fingers).

Asteroid Field has various options such

as a demo mode (the easiest to play of

all), keyboard mode, and several paddle

modes. The reason for this is that some
players like to control thrust with the

paddle button while others like to control

rare: fii-SCDPB
QODDQO

Copyrisht l^BQ by Caualier Computer

Asteroid Field.

the firing of the weapon. We found it

easiest to control weapon firing with the

paddle button; in that case thrust is

controlled with the button on the other

paddle.

Asteron is slightly different in that Paddle

0 always controls rotation with the paddle

button controlling thrust, and shooting

the gun is controlled with the space bar.

This led to some awkward playing postures

for our different players. The most popular

method of play among the younger mem-
bers of our playing panel was to have one

player constantly firing the cannon with

the space bar while the other controlled

the rotation and thrust.

Asteron also has a hyperspace option.

However, hyperspace was as likely to return

the player ship to the field of asteroids in

Score: 1490 Bonus: HiSc

Asteron.

t
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16K ATARI 400/800" GAME

AN ATARI* CLASSIC
GHOST HUNTER® by Arcade Plus. An instant hit

that has captured the imaginations of thousands of

Atari® Home Computer owners worldwide. Acclaimed

by many as the classic maze game, bar none.

No wonder. Because when it comes to innovative

game design and maximum play value, Arcade Plus

games are state-of-the-art.

Challenging arcade games that get better as you get

better. Animated sports games that pit you head to

head against the computer, or against another player.

A library of games that are simple enough for

beginners. Sophisticated enough for even expert game
enthusiasts.

Arcade Plus games are designed exclusively for the

Atari® Home Computer. So you know youVe getting

the best game for your money. Not just a version of

a game designed for other computers.

Go for the bomb in ARCADE PRO FOOTBALL.®
An armchair quarterback*s dream come true, that's

setting new standards in video sports game realism.

Race for the checkered flag in NIGHT RALLY.® Auto
racing so real you're in the driver's seat.

And more games are on the way. All in the classic

tradition ofGHOST HUNTER.® Look for them at

your local Atari® Home Computer dealer. Or write for

our latest game catalog and dealer list.

3916 State Street Suite IC Santa Barbara, CA 93105

WE GIVE YOU A BETTER GAME.
©1982, ARCADE PLUS ALL RIGHTS RESERVED

GHOST HUNTER,® ARCADE PRO FOOTBALL,® ARCADE BASEBALL® and
NIGHT RALLY® are trademarks of ARCADE PLUS. Atari® is a registered trademark of Atari, Inc.
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Clods, continued...

the path of an oncoming asteroid as not.

Hence, hyperspace is a good strategy only

when the asteroid field is relatively clear

(and it is needed least).

In Asteron the player gets only three

ships while in the Asteroid Field he has a

choice of three or five.

A third version of Asteroids, Apple-

oids sports apple-shaped asteroids floating

about the screen. Each large apple-oid,

when hit, splits into two smaller apple-

oids and, when hit again, splits into even

smaller ones. As in the other games, there

are two different size saucers which

periodically come onto the playing screen

shooting at the player. These must be

eliminated quickly or the player is

destroyed.

In Apple-oids, the rotation of the ship

is controlled by the paddle knob, thrust

by the paddle button and firing by the

asterisk key. As in Asteron, our players

favored an approach with one player firing

the laser cannon from the keyboard and

the other controlling the rotation and thrust

of the ship.

Apple-oids also has a hyper-space jump

which is activated by pressing any other

key on the keyboard. As in other versions

of Asteroids, this is potentially dangerous

because the player may move his ship

directly into the path (or on top of) a fast-

moving Apple-oid.

For those who like Asteroids, any of

these three games is a good choice.

Torax
In this deceptively simple game, the

player uses the paddle knob to control

the height of a space ship flying at the left

edge of the screen. The paddle button

fires a particle beam cannon at invading

Toroids which approach from the right

portion of the screen.

In effect, the player is flying from left

to right with the ground and starfield

moving by to give that illusion. The player

has two objects: first to shoot Toroids

and second to prevent the Toroids from

stealing the nuclear fuel tanks belonging

to the player.

Each attack wave consists of 30 Toroids,

each one of which is worth 20 points (or

30 points if it is carrying a fuel tank).

Needless to say, the Toroids are also

shooting back at the player, sometimes

with single shots sometimes in volleys.

In addition to points for shooting

Toroids, the player also gets 80 bonus

points for each nuclear fuel tank remaining

after an attack wave of 30 Toroids. The
six high scores and player initials are stored

on the disk. Altogether, a simple but highly

addictive game.

Super Invader

The best imitation of the arcade invaders

game. Super Invader still holds a special

fascination for many players. In the game,

rows of aliens line up across the top of

the screen and march from side to side in

unison. When the entire group has hit

either the left or the right edge of the

screen, they all drop one level lower and

start moving in the opposite direction.

Periodically, a space ship flies across at

the very top of the screen and is worth

extra points if hit.

Using a paddle knob, the player controls

a missile base which moves from right to

left at the bottom of the screen. It can be

temporarily protected by ducking under

one of three barriers at the bottom.

However, these barriers get eaten away

by both players' shots into them and by

the writhing electric worms being con-

stantly dropped by the aliens.

While everyone has his own favorite

method of play for invaders, one that

weVe found good for prolonged games

involves blasting away two or three com-

plete columns of aliens near the center.

This gives the player a place for a mo-

mentary rest as the aliens drop lower and

1
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as his barriers are eaten away. It also

gives him a "window" through which to

shoot the saucers passing over at the top

of the screen. Second, one should move
to one side of the screen or the other and

try to blast away entire columns of aliens.

By so doing, the entire group is prevented

from reaching the wall and moving one

level lower. Needless to say, these strategies

are imperfect but they will probably prolong

the game somewhat.

A nice touch in Super Invader is the

group of three creatures at the right of

the screen who placidly observe the

progress of the game. However, when the

player loses a base, the creatures flap

their wings in merriment. This game has

become a classic—and with good reason.

VIC-20

VIC Avenger
VIC Avenger is Space Invaders for4he

Commodore VIC-20. Like the original

Invaders, it has advancing rows of alien

creatures, extra saucers for extra points,

barriers for protection and a laser cannon

for defense.

The player moves the laser cannon back

and forth with the L and ; keys (which are

separated by one key on the VIC keyboard)

and fires with the A. We found this

arrangement slightly less satisfactory than

the arrows and spacebar of the Big Five

packages, since it is easy to let your fingers

wander in the heat of battle, and having a

key in between the right and left motion

keys makes it more difficult to find the

home keys. It is also easier simply to bang

away on the space bar than to locate the

A. Some players might prefer playing with

the joystick, an option that can be selected

at the start of the game.

The graphics on VIC Avenger are

excellent— the aliens really look malevo-

lent, and they change color as they ap-

proach the bottom of the screen. In

addition to threatening the player with

their bodies, they drop two types of bombs.

Although there was nothing in the docu-

mentation to support this theory, it seems

that some of the bombs can be stopped if

hit by the player's shots.

When most of the creatures are elimi-

nated, the few remaining ones speed up

and skitter across the screen at an alahning

rate. If they (or any of their relatives)

reach the level on which the player is

located, his cannon is destroyed.

That is the bad news: it is very difficult

to get the last few aliens, and if the player

fails, he loses. As the aliens march lower

and lower, the player has very litde time

to waste. If his laser is hit, a new one

appears on the far left side of the screen,

and frequently, by the time he can get

into position again, the game is over.
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Datasoft^'' introduces 4 new
graphic programs to bring out
the artist in you. Because we
believe computers sliould

exhibit, not inhibit your creativ^^

ity, we've created IVIicro-Painter,

Graphics Generator/" Graphic-
Master^'' and Color Print/*"

For openers, Micro-Painter
will transform your computer
screen into a canvas for your
creativity. Whether the image
is one you've imaginedorone
of 8 we supply, you have the

artistic freedom to change
line, color and composition.
By using a joystick and spe-
cial zoom feature, choose
from a palette of color
and patterns and apply any
of 16 vibrant colors in 8
luminosities to even the
smallest area. And once
you think you've reached
the limit of creative possibilities.

think again. Micro-

Paintercan be used
as a business tool

as well, it can gen-
erate bar charts,

graphs, illustrations

and other visual

aids. And best of all

it works with Atari®

andApple ll®(48K)for

$34.95.

But Micro-Painter is

just the beginning.

There's more potential

when you add the

Graphics Generator to

your graphic tool box.

It lets you become your
own typesetter by offer-

ing a variety of type from
Serif to Sans Serif, Old
English and Roman . You
can change keyboard
character sets into graphic
symbols or create original

character sets

with fonts of your
own design. It even
allows you to de-

velop spaceships or

exotic aliens.

And when you're

ready to come back
down to earth, this

program can label

charts, graphs and
schematics.The Graph-
ics Generator is used
with Atari (32K) for

$24.95.

With Graphic Master
you'll master more of

the visual arts. You can
apply special effects such
as rotating or skewing
images. It employs windows
of color that work like a paint

brush. Choose between 8 dif-

ferently sized brushes to

underlay or overlay color or
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combine images on screen to be
saved on the diskette and used
with other programs later. Graph-
ic Master is compatible with

Atari (48K) and retails for $39.95.

And rounding out Datasoft's

graphic design program is

Color Print. Original composi-
tions will emerge in B&W, 2,

3 or 4 -color high resolution

tones from an Epson® MX-80,
as if rolling hot off the press.

Color Print Is applicable

to the Atari (40K)and
sells for $39.95.

So for the full picture,

contact Datasoft or your
nearest software dealer.

And explore your full poten-
tial through the aesthetic

software from Datasoft Inc.

i "xiSi^ COMPUTER SOFTWARE

19519 Business Center Drive

Northridge, OA 91324 . (213) 701-5161

©1982 Datasoft Inc.



DATAMOST
9748 Cozycroft Ave.,

Chatsworth, CA 91311

(213) 709-1202
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Clods, continued...

If he does succeed in clearing the screen,

a new flock of creatures appears and the

game starts over.

Slot Machine
This game is for real clods. Anyone

can play Slot Machine for the VIC; the

hardest part of the game is plugging in

the cartridge.

As confirmed non-gamblers (we played

$2 in nickels in the slots on our last trip to

Las Vegas), we have a hard time getting

excited about a slot machine program.

But we know that there are people who
enjoy gambling, and who are particularly

fond of slot machines.

Again, the graphics on the VIC are

outstanding—just as good as the ones on
the computerized slot machines in Atlantic

City and Las Vegas. There are lemons,

cherries, apples, eggplants(?), bars, bells

and "Commodore 7s." There is also a

little person who pulls the handle.

When the program is loaded, a message

under the slot machine says, "I am ready

to accept coins." By pressing the C key,

the player can deposit one, two, three,

four or five coins of unspecified denomi-

nation. As with real slot machines, the

larger the number of coins deposited, the

greater the number of possible winning

combinations.

Pressing P causes the little person in

the corner to pull the handle, and the

wheels begin to spin. From then on, the

action is exactly like that of a real slot

machine, except that when the player wins

there is no clatter of quarters to be
collected. The VIC simply displays a

message announcing the number of coins

won, and that number is added to the

player s total. If nothing is won, the machine

says, "I am ready to accept coins," and

the cycle begins again.

4

^^^^^^^

"/ know you're super good on that 'astro-invaders'

video-game, but I think you've let it go to your-

head!"

EXPAND YOUR
ATARI 400"^

T0 32K!

FOR ONLY $119.95
Now with the Mosaic Expander

and your own Atari 16K RAM
board you'll have 32K RAM. Plus

all the famous Mosaic quality

features Four year warranty,

bus-compatability, highest
quality components, complete

instructions. All for $ 1 1 9.95. Call

toll free for your nearest Mosaic

dealer.

FOR NOW AND
INTO THE FUTURE.

riiTiosmc
ELECTRONICS

1-800-547-2807

P.O. Box 748, Oregon City, Oregon 97045
503-655 9574
* Trade Mark of Atari Inc.
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TAKE A STEP INTO THE FUTURE AT SOFTWARE CITY.
Software City has literally thousands If you have a personal computer or

of programs in stock. We have a wide simply have an interest in computer
variety of programs for your personal programs, visit a Software City location

computer at substantially discounted and you/ll see why we are known as
prices. America's number one software dealer!.

Armonk, N.Y.
' 146 Bedford Rd.

(914) 273-3677

Montvale, N.J.

(Pearl River Border)

147 Kinderkamack Rd.

(201) 391-0931

Pine Brook, N.J.

101 Route 46 East

(201) 575-4574

Teaneck, N.J.

161 Cedar La.

(201) 692-8298

ATTEmiON EDUCATORS
WRITE FOR FREE SOFTWARE CATALOG
SPECIFY: PET / ATARI / APPLE / TRS-80

(Please Use School Letterhead.)

Academic Software Div., Dept. CC
c/o Software City

22 E. Quackenbush Ave.

Dumont, N.J. 07628

FRANCHISES AVAILABLE
Box 313, Closter. N.J. 07624

1982 America's Number One Software Dealer, Inc.
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Deadline from Infocom

Realism Comes to
Adventure Games

Betsy Staples

cpeaMve compaUR^I
SOFTWARE PROFILE

jhJame: Deadline

Type: Detective/adventure game

System: Apple II, Atari 800, IBM PC,

I NEC PC-

Format: Disk

soil. , CP/M

LaagBOge: laterlogic Machine
..Language

Summary: Excellent .

Price: $49.95; CP/M $59.95

Mantilactiirer:

Infocom
55 Wheeler St.

Cambridge, MA 02128

An overdose of pills, a nosey house-

keeper, a wayward son, and a failing

business are but a few of the elements to

be considered in the investigation of the

death of Mr. Marshall Robner.

Mr. Robner has been found dead in

the locked library of his suburban
Connecticut home — the apparent victim

of an overdose of EbuUion. His attorney

feels that although the evidence points to

suicide, the circumstances are suspicious

enough and the size of the estate large

enough to warrant a police investigation.

You have been assigned to investigate. .

Thus the stage is set for the game of

Deadline from Infocom, makers of ZorA:

and Zork II.

Deadline is a cross between an

adventure game and a mystery novel —
with an important difference. In this game,

the player is a participant and can

influence the outcome of each round of

play.

The packaging and documentation

are very impressive and imaginative. The
disk comes in a reddish brown file folder/

envelope along with all the evidence

needed to begin the game. Included are a

letter from Mr. Robner's attorney, a memo

from the police, lab and coroner's reports,

a photograph of the scene, transcripts of

interviews with the Mr. Robner's family

and associates, a small plastic bag
containing the pills found at the scene, and
the Inspector's Casebook.

The Casebook is a cleverly written

instruction manual which lists the ground

rules and describes some of the more useful

commands.
When the game begins, it is 8:00 a.m.

and you are standing outside the Robner
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home. As in all adventure-type games, you
can move about by typing the direction in

which you wish to go. If you choose to

enter the house, you are met by
Mrs. Robner who tells you somewhat
grudgingly that you may wander about the

house and grounds, but you must be out

by 8:00 p.m.

As you walk through the house, you
meet Mr. Robner's family and associates,

and may engage them in conversation at

any time. The program is not equipped to

handle specific questions such as "Where
were you last night?" but characters

respond very nicely to indirect query such

as "Tell me about Mr. Baxter."

During the time you are in the house,

things are in a constant state of flux — just

as they would be in a real house. People

move from one room to another, the phone
rings, mail is delivered, the servants

perform their duties, etc. If you respond in

the proper way to each situation, you will

accumulate sufficient evidence to crack the

case. If you fail, for example, to follow

someone who is on an evil errand, you may
miss a crucial fact.

This can be frustrating to one who is

used to the more traditional adventures in

which things remain fairly static through-

out the game, because it means that you are

unlikely to solve the crime on the first try,

even if you save the game as you go along.

On the other hand, it is much less

frustrating than having to worry whether
pushing the yellow button or unlocking the

rusty gate will unleash some lethal force.

There are no arbitrary or irrational

dangers in Deadline.

The first time you come to a location,

you are presented with a very detailed

description — sometimes more than a full

screen of text — and a list of the people (if

any) present and what they are doing.

You are unlikely to

solve the crime on
the first try.

On subsequent visits to that location,

you see only an abbreviated description

such as "library," "master bedroom" or

"east lawn," and a list of the people present

and what they are doing. A request to

LOOK recalls the complete description,

but costs another minute of your precious

investigation time.

A very nice feature is the ability to

create a "transcript" of your investigation

on a printer. This saves time by allowing

you to check a description or estabhsh a

sequence of events. The SCRIPT com-
mand can be given at any point in the

game, as can the command to stop

printing.

Deadline does not limit the player to

one- or two-word commands. It under^

stands full sentences, and even allows you
to manipulate more than one object at a

time: "Take the teacup and the pencil."

I had great difficulty with finger-

prints. I tried all the ways I could imagine
to check for fingerprints on iniportant

objects, and failed miserably. When I

related the experience to Marc Blank,

author of the program, he promised to add
a few more ways to collect fingerprints to

the final version of the game.
Aside from the frustration of not

being able to check for fingerprints, I

found Deadline to be a thoroughly
engrossing and realistic game. I like the

idea of depending on my own wits and
analytical abilities to solve a problem. I

like the fact that there is more than one way
to get bits of information. And I enjoy the

presence of other people — as opposed to

dwarves, sorcerers and unicorns — in

the game.

Marc Blank has done a superb job
programming a complex game, which I

hope will be the first of a sub-genre of

"real-life" adventure games.

Bill Budge's

Real
IPS

make this.a game of strategy

& skilled shot making

Animated
can shoot a lost ball back into play

Raster Blaster
^or the Atari 8Q0 and Apple II

may be the first personal computer
game that is copied for the arcade

machines. It is so technically

sophisticated and fun to play that
it is sure to attract the big arcade
manufacturers. But you can get it

right now for your Apple or Atari!

Three animated clamis
trap the ball if they are enabled.

When three balls become
trapped, all are released for

exciting multi-ball play.

Three sets of targets
test your aim and timing.

Hit all of them to enable the claws.

Plus kickers,
thumper-bumpers and
an animated spinner help to

provide unmatched realism.

Dealer inquiries invited
BudgeCo, 428 Pala Ave.

Piedmont. CA 946H
(415)658-8141

VIDEO
PIIMBALL
FOR THE
APPLE II fil

ATARI 800

Apple II is a registered trademark of Apple Computer, Inc. Atari is a registered trademark of Atari. Inc. ©BudgeCo 1982
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monster ITlash

Larry

Kerns

cpeative GompntiR^f

SOFTWARE PROFILE

Name: Crush, Crumble and Chomp

Type: Fantasy

System: 16K TRS-80, 48K Apple

with Applesoft

Format: Disk or Tape (Disk only

for Apple)

Language: Basic

Summary: A classic.

Price: $29.95

Manufacturer:

Automated Simulations, Inc.

Dept. 103, P.O. Box 4247

1988 Leghorn St.

Mountain View, CA 94040

Have you ever wanted to crush a building

or see a giant bridge crumble? Have you
ever dreamed of chomping on one of

your enemies?

If so, I've got a game for you! It's called

Crush, Crumble and Chompl (Automated

Simulations). For just $29.95 you can spend

many enjoyable hours being your favorite

movie monster while the computer con-

tents itself with the role of the poor

humans.

Goshilla is a Godzilla

look-a-like that leaves a
trail of corrosive
radioactive waste
wherever he goes.

yiND< EAST

HEAL7W

WG' NORTH

NORNM.

PMI EMPTY

TIME' 12

\€fD TILT'

LEFT 60

Larry Kerns, 10756 Keswick, Sun Valley, CA
91352.

This game is available for the TRS-80

or Apple in either tape (16K) or disk

(32K). The Apple version gives you the

more delightful graphics, and the disk

versions allow you to custom-design your

very own monster. Otherwise, you have

six monsters from which to choose.

There is Kraken, a giant squid type

that loves to crush buildings. He can also

paralyze and atomize with his destructive

ray. There is Mantra, the flying pre-historic

monster. He has an ultrasonic scream that

will knock your ears off, and can breathe

fire as he flies.

The glob is also present. He is unique

in that he doesn't have a front to worry

about (makes for fast turning). He can

descend and move subsurface (makes him

awfully hungry though), and he leaves a

slime trail that bursts into flames when
exposed to the air.

Goshilla is a Godzilla look-a-Hke that

leaves a trail of corrosive radioactive waste

wherever he goes. He can swim, descend

and move subsurface, atomize, and even

zap pesky helicopters with his ray beam—
generally, a good all around monster.

Arachins is a giant spider that can

paralyze nearby units, weave a web to

stop traffic and breathe fire. Mechismo is

a powerful character in that he never

tires or gets hungry (a major weakness of

all the other monsters). Mechismo is a

giant robot and can stomp, crumble,

atomize, zap or breathe fire.

The monsters never win; they will last

about 30 minutes with a little care, however.

It is only a matter of time before the

humans (especially the Mad Scientist) get

them, but you accumulate points along

the way depending on what objectives

you choose.

You could pick "Balanced" and get

points for nearly everything you do. "Killer

monster" means that you want to kill

humans (eat them, you'll live longer).

"Combat machine" gets you points for

killing human combat units, "Destruction"
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means that you like to see buildings fall,

while "Survival" is the most noncombative
choice.

You have four cities from which to

choose. The screen can only display a
few blocks at a time, but a complete map
of all accessible areas is provided. I never
used the maps myself; it just didn't seem
right that a monster from the deep should
be able to follow a map around New York
City, San Francisco, Washington D.C., or
Tokyo.

All cities have plentiful water areas,

dreaded power plants, and other points

of attraction. I enjoyed smashing the IRS
building in Washington, D.C. but you might

prefer tearing down the Golden Gate
Bridge better.

The sound routines provided are a bit

tiring, but they can be bypassed. You can
select either a fast or slow speed of play. I

also had trouble with one of my monsters.

It has a bug in it which causes the program
to lock up after just two or three moves.
The TRS-80 version also needs a shape
table to help figure out what the various

shapes are supposed to represent.

A typical game might go as follows:

Goshilla suddenly appears in Tokyo near
the Ara River. He can see but a few
blocks in front of him, but all is quiet. He

swims along the river over to the downtown
area where all the big buildings look attrac-

tive. He sees a few humans running around,
but he is not hungry yet so he doesn't get

too excited. He crosses the Simuda River
and stands near the Ginza.

It's time to let them know who just

arrived in town so he crumbles the building.

/ enjoyed smashing
the IRS building.

Gee, that was easy. He goes down to

Tokyo Tower where he finds three human
mobs. He chases one over a block before
he grabs it. He eats it. Yum, yum! It feels

like a pin prick. But since several hundred
pin pricks will kill him, he grabs it and
eats it.

Goshilla then heads up toward the

Imperial Palace. It would be neat to crush
that, but a tank and an artillery piece
suddenly appear and block his way. They
fire and hit him. Goshilla goes from

"healthy" to "scratched," and he is getting

hungry besides.

There are two helicopters buzzing
around and they are giving him a headache.
He moves into the same space as the tank
and stomps on it. Go 'em. He then zaps
one of the helicopters and tries to atomize
the artillery. Instead, he turns two buildings

into ruins. By now, he has stood in one
place too long and has attracted a crowd,
so he burrows underground and moves
five blocks west.

When he reappears, he is so hungry he
goes berserk. He grabs a tank and eats it.

Not much meat, but it is filling. Goshilla
then runs rampant for a while, occasionally

listening to reason, but not often.

When he finally regains control, he is

still hungry and is now hurt.

All at once, the Mad Scientist appears.
Run, Goshilla. Run! "Oh, he got me." He
is not bleeding, but he feels very chilled
and everything is going black. Humanity
has triumphed again— 630 points.

Overall, this is an excellent program. It

is well worth the money and involves the
player thoroughly. It is like a computerized
"The Creature That Ate Sheboygan." If

you liked that game, here is a ready
opponent. You're the monster. It's a
classic.

Kelly's

Computlno
A
ATARI

NEW FOR ATARI
16k Action Quest (Disk & Cass) 29.95
48k Bishop Square (Disk) 29.95
32k Apple Panic (Disk) 29.95
32k Raster Blaster (Disk) 29 95
32k Bug Attack (Disk & Cass) 29 95
32k Crossfire (Disk & Cass) 29.95

GAMES AND ACCESSORIES
24k Adventures 1 12 from Adventure Int'l ea. 19.95
24k Adventure's 1 12 Limited Gold Edition 100.00
16k Ghost Hunter (Disk) 34.95
16k Ghost Hunter (Cass) 29.95
48k Word Processor (2 Disk 1 Cass) 149 95
8k Basketball (Needs Joy SticksKCart) 34.95
8k Asteroids (Needs Joy Sticks)(Cart) 44.95
8k Star Raiders (Needs Joy Sticks)(Cart) 49.95
8k Caverns of Mars (Cart) 39.95
8k Space Invaders (Needs Joy Stick)(Cart) 44.95

Paddle Controller (Pair) 21.95
Joy Stick Controller (Pair) 21.95

16k States & Capitals (Cass) 14.95
8k Missle Command (Cart) 44.95

32k Star Warrior (Disk & Cass) 39.95
32k Rescue at Rigel (Disk & Cass) 29 95
32k Crush, Crumble & Chomp (Disk & Cass) 29.95
32k Invasion Orion (Disk & Cass) 24.95
32k Mouskattack (Disk) 34.95
8k K Razy Shootout (Cart) 49.95

40k Wizard Princess (Diskf^. 32.95
16k Jawbreaker (Disk) 29.95
16k SJarbase Hyperion (Disk & Cass) 22.95
24k Aii Baba and the Forty Thieves (Disk) 32.95
48k The Shattered Alliance (Disk) 39.95
32k Galactic Empire (Cass) 19.95
32k Galactic Trader (Cass) 19.95
16k Galactic Chase (Disk) 29.95
16k Galactic Chase (Cass) 24.95
40k Warlock's Revenge (Disk) 35.00

Now
Now
Now
Now
Now
Now

Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now
Now'
Now
Now
Now
Now
Now
Now
Now
Now
Now

25.50
25.50
25.50
25.50
25.50
25.50

16.50

87.50
29.50
25.50

129.50
29.50
38.59
42.50
33.50
38.50
19.50
19.50

12.50

38.50
33.50
25.50
25.50
19.50
29.50
42.50
29.50
25.50
18.50

27.50
33.50
16.50

16.50

25.50
19.50
29.50

32k Ricochet (Disk) 19.95 Now
8k Kayos (Disk & Cass) 34.95 Now

40k Hi Res Adv. #0 Mission Asteroid (Disk) 24.95 Now
Frogger (Disk)(Avail. Summer). 34.95 Now
Arcade Pro Football (Disk)(Avail. Summier) 34.95 Now
Arcade Pro Football (Cass)(Avail. Summer) 29.95 Now

40 Empire of the Overlord (Disk) 35.95 Now
40 Empire of the Overlord (Cass) 30.95 Now
24 Tankticks (Disk) 29.00 Now
24 Tankticks (Cass) 25.00 Now

EDUCATIONAL
48k Compu Math, Fractions (Disk)

39

95 Now
32k Compu Math, Fractions (Cass)

29.95

Now
48k Compu Math, Decimals (Disk)

39.95

Now
32k Compu Math Decimals (Cass)

29.95

Noll;

16k French (5 Cass)

59.95

Nol^
16k German (5 Cass) ..59.95 Nolu
16k Spanish (5 Cass)

59.95

Nolu

16.50

29.50
19.50

29.50
29.50
25.50
29.50
25.50
25.50
19.50

33.50
25.50
33.50
25.50
50.50
50.50
50.50

I

I

I

I

I

L

SEND FOR FREE PRICE LIST
Include $2.00 for Shipping and Handling California Residents add6%Sales
Tax. All orders shipped from stock within 48 hours. We accept Mastercard
and VISA. C.O.D.'s add $5 00. Prices subject to change without notice.

NAI^E

STREET

CITY STATE ZIP

CARD # EXP DATE

SIGNATURE

3515 Bryce Way, Riverside, CA 92506 • (714) 787-7002

I

I

I

I

I

I

I

1

CIRCLE 146 ON READER SERVICE CARD



Dynacomp Bridge Challenger

An Old Challenger
Bridges
New Waters

Owen Linderholm

cpeattve Goi«pattR^
SOFTWARE PROFILE

Name: Bridge 2.0

Type: Bridge-playing game

System: 8K Apple, Atari, Pet,

TRS-80, CPM and Disk

Drive or cassette

Fprmat: Disk/Cassette

Language: Basic

Summary: Reasonable bridge-playing

program

Price:' $15.95 for cassette,

S 19.95 for diskette

Manufacturer:

Dynacomp, Inc.

1427 Monroe Avenue
Rochester, NY 14618

In the December issue of the magazine

we carried a review of the "only" two

bridge playing programs or niachines on

the market. One other program that has

been available for a year or so was
inadvertently left out of the review, so it

is presented here. The program is Bridge

2.0 from Dynacomp; it costs $15.95 on

cassette and $19.95 on diskette and is

available for almost all the popular micro-

computers, including Apple II, Atari, TRS-

80, Commodore Pet and CP/M systems.

The program itself is of a standard in

between that of the two Bridge Challengers

mentioned in the eariier article. It bids

and plays three of the four hands, thus

allowing only one human player.

This program is not a Master player,

nor is it especially fast and it will never

replace the company of even one other

human player, but it could be useful when
you are alone and feel like practicing a

few hands. The program should also prove

useful in training beginning players since

it will probably not lose its temper or

scream about incompetent, idiotic part-

ners.

The program is written in Basic which

means that the impatient card player will

have to learn a little patience. In the

actual play of the hand the delays are

hardly noticeable, but during dealing and

sorting the computer can hold up play for

as long as twenty seconds. Bidding is

somewhat limited since the computer only

understands very basic bids. It takes an

opening of a suit at the one level as showing

13+ HCP and a strong suit, an opening of

two of a suit as 22+ HCP and a strong

suit, a INT opening as a balanced hand

with 16-18 points. Responses are totally

natural and mean exactly what one would

expect. No conventions are used at all, so

the partners have little information about

one another's hands, although they usually

end up in the correct contract.

The program plays quite well, especially

when it is defending against your contract.

It plays less well when it has to defend

against a contract. One of the best features

of the program is the way it keeps track

of the cards and deduces where voids are

and who has the high cards in a certain

suit. This means that it almost always

knows when to pull trumps, ruff tricks

and lead to its partner. Nevertheless the

program only knows very straightforward

tactics during play and cannot finesse or

understand conventional leads. I also

noticed it leading away from an ace on a

few occasions. The program does seem

to know how to make a squeeze, but only

by using trumps and does so only on occa-

sion.

The program has several disadvantages

not directly related to the way it plays

bridge. You cannot set up hands to play

yourself, so experimentation with inter-

esting hands is pracdcally impossible. It

is possible to repeat a hand or a certain

series of hands, but the method used to

achieve this is very clumsy. There are no

graphics in the program, only text. This

makes the program less convenient than

it could be. One unusual feature of the

program is that when you end up as dummy,

you play your partner's hand, which lets

you practice a bit more than you otherwise

might.
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BRIDGE 2. 0

<C> 1981 BY DYNf^^COMP, INC.

ENTER hNY PCS I T I VE fDUMBER :
1

>

SHUFFLING
DEALING
SORTING

YOUR HAND (SOUTH;:-:

S : K6
H: TS65
D: HQ..T32

a JS

YOU hRE the DEALER.
WHAT DO YOU BID"'

SOUTH "'ID

UEST: 2C
NORTH: PASS
EAST: 2H

SQUTH'PASS
WEST: 3C

NORTH: PASS
EAST: 3H

SOUTH"'PASS
WEST: 4H

NORTH: PASS
EAST: PASS
SOUTHyPASS

THE CONTRACT IS: 4H
THE DECLARER IS: EAST

REMIEW OF THE BIDDING:

SOUTH
ID
PASS
PASS
PASS

WEST NORTH
2C
3C
4H

PPSS
PASS
PASS

EAST
2H
3H
PASS

READY TO PLhY?YES

ROUND:

1

f + :f:f.f f

4H I..IE:m THE'.'iO

SOUTH

TS6E
AQJ32
JS

H
L'

c
SOUTH PLAYS "^KS

WEST PLAYS: 5S
NORTH PLAYS: 2S
EAST PLAYS: AS

ROUND:

2

:::+: :+::f :f:f

4H WE:0 THEY:l
WEST:

9,1 O.IT

H: 73
D: 7

C: AKT632
SOUTH

H
r-.

TS6E
AQ.J32
JS

EAST PLAYS: 3S
SOUTH PLAYS •"6S

WEST PLAYS: TS
NORTH PLAYS: 4S

ROUND:

S

:f;f:f:f :f f +: +:

4H
WEST:

S:
H:
D:
C:

WE : 1

QJ

THEY:

6

AKT
SOUTH:

H:
D: AQJ32
C: J

SOUTH PLAYS '"ADS
ERROR IN LEAD. TRY AGAIN.
SOUTH PLAYS "'AD

WEST PLAYS: 7D
r^ORTH PLAYS: 9D
EAST PLAYS: 4D

ROUND:'?
+::f:+;:f:f:f:+;:+:

4H WE: 2 THEY:

6

west:
S : QJ
H:
D:

C: AKT
SOUTH:

H:

D: QJ32
C: J

SOUTH PLAYS ?2D
WEST PLAYS: TC
NORTH PLAYS: KD
EAST PLAYS: 5D

This shows you exactly how the com-
puter plays a certain hand. In the listing is

given an example of the way the computer
deals and handles the bidding. A few of

the rounds played are shown as well. As
you can see the final contract was 4H by
East which is too high since in another
run of this hand I managed to set the

contract by three tricks by leading the

ace of diamonds followed by a low diamond
which is ruffed in dummy. We were then
allowed to take two spade tricks, one
heart trick and two more diamond tricks.

In this example I led the king of spades
which was a very poor lead since it lost us

the two spade tricks. Later my partner,

the computer, lost us one of the diamond
tricks by holding on to the king of diamonds
and playing it when he had no way of

getting back into my hand for the other

diamond trick. This happened in rounds
eight and nine shown in the listing. My
computer partner, North, should have
played the king on the ace, leaving me
with two more diamond tricks. These
mistakes meant that the computer made
the contract which could have been set

by at least two tricks.

As you can see, the computer plays less

well when trying to stop a contract but it

does play an adequate game and one that

beginners will find challenging. A person
who takes bridge seriously would probably

have Httle to gain from the program, but

it represents a reasonable value to the

casual player or to the beginner.

INCOME TAX
ACCOUNTING

Quick
jax
has

the finest

software
I've ever seen

for the

Accounting

and Tax
Professional.
The programs are so well designed

and supported, we had no start-up

problems."—Ronald Braun, C.P.A.

Managing Partner, Boardman,
Driscoll and Smythe

If you're looking for easy

to run, professionally designed

and supported software for:

Income Tax Preparation

General Ledger

Client Write-Up
After the Fact Payroll

CPA Client Time & Billing

Tax Planning

Amortization Schedules

—and more...

then see your nearest authorized
Quick-Tax dealer. Or, call or

write for more information.

Quick-Tax Software is available

for Xerox 820, Radio Shack,
Vector Graphic, Dynabyte and
other CP/M based computers.
CP/M is a registered trademark of Digital Research, Inc.

319 Clawson St.

S.I., N.Y.C., N.Y. 10306

(212) 351-6143
Gentlemen: I would like to see your program
in action. I presently own:

or am thinking of purchasing
Same of Computer

Same vf Computer

Send information to:

Name

Company

Address

City

_for my
Type of Profession

_ Title

Phone

State Zip
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Valdez:

A Supertanker
Simulation

Mike Kohlrust

Hiiilil
IM>FrwARE PROFILE

Namet Valdez

Typet Supertanker

System: 16K Apple, PET, Northstar,

TRS-80, CP/M. 24K Atari
isiililliiiliiiift .

^- ™
Format: Disk and Cassette

Langiiage: Basic

Summary: Excellent

Price: $15,95 cassette; $19.95 disk

Dynacomp, Inc.

1427 Monroe Avenue
Rochester, NY 14613

To me, a simulation is valuable, in direct

proportion to its ability to mirror the world.

In a wider sense, ganies, such as the

fantasies that are widely available, are

also simulations, but their primary purpose

is as games. I feel that the main purpose

of a simulation is to tell or teach me
something about the real world. If there

is fun to be had in the process, so much
the better. Valdez succeeds on both

accounts.

The object of Valdez is to navigate a

supertanker from the North Pacific approx-

imately 100 km. into the port of Valdez,

Alaska. All of the important characteristics

of a 300,000 ton supertanker- have been

accurately programmed into the simulation.

In addition, a 64,000 point bit map is

included.

All navigation must be done in relation

to this map. This sounds easy. After all,

all you have to do is tell the tanker when
to turn and when to stop, right? Wrong!
When I said that all of the characteristics

of the tanker had been simulated I meant
just that. Turning an object which weighs

over 300,000 tons isn't done on a dime;

neither is stopping or accelerating it.

Momentum is one of the most important

factors to be considered in the operation

of this type of ship.

Once you have learned to control the

ship throi^h helm and engine commands,
you must guide it through narrow passes

into Valdez harbor. Once again this isn't

as easy as it sounds for the computer is

sailing other ships downstream from Valdez

into the North Pacific. If you manage to

dodge all of these ships, and there can be

up to a dozen on the screen at any given

time, you must then dodge the icebergs

generated by the Columbia Glacier.

As if this isn't enough, you must take

into account the tides in the area, which

are quite strong and varied, and can have

strange effects on your course.

Once you have made it into Valdez you
must dock with the floating unloading

station by bringing the ship to a dead stop

with an accuracy of a few meters. As I

said, it isn't as easy as it sounds!

The feel of the simulation is one of

accuracy and authenticity. Never having

piloted a real supertanker, I can't swear

to that, but shortly before purchasing this

simulation 1 read "Supership!" by Noel

Mosterat, and the problems he discusses

in the book all show up in the simulation-
including the unreliable power plants!

It is obvious that someone has put a

great deal of time and effort into Valdez

and that it has paid off. On the whole, the

results of interacting with this simulation

have been an increased appreciation of

the difficulties involved in operating this

type of ship and several burned dinners as

I have put off turning the hamburgers
while trying "just one more round."

All of this isn't to say that the simulation

is perfect. After all, no program is. There
are several minor problems. The first is

that the "play value" of the simulation has

been somewhat neglected. For instance,

there is no scenario at the beginning to

set the scene. In addition the Apple II

version that I have makes no use of the

strong points of the Apple such as its

sound and graphic capabilities. This is

common with programs that have been

developed for one system and translated

into others. Apparently Valdez was devel-

oped on a Northstar system and translated

to most others.

However, one of the nicest things about

this program is that it can easily be modified

to achieve the exact feel you want. Moving
the opening down a few lines leaves room
for a nice scenario and sound is easily

added, even by a novice Applesoft pro-

grammerlike me. Modifying the For/Next

loops in lines 149 and 157, for example,

can produce any radar effect that you
want. My program has been modified to

include both soiind and variable radar

scans, which make the simulation much
more enjoyable for me. The only problem

is that the wider scans take quite a while

to display. I'm surprised that a short

machine language program hasn't been

incorporated here to speed up the display

generation.

All in all Valdez is an excellent simulation

and one of the few in this class that is

available for all popular computers and
on cassette. The best thing I can say

about it is that it is exactly what I expected

to be able to do when I bought my Apple

a few months ago. I hope to see more
such programs in the future— especially

in cassette form.
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MAKERS OF THE BESTSEUIN6 SOFTWARE IN

DICTIONARY

THE GENERAL MANAGER

SCREENWRITER ][

UTILITIES
' EXPEDITER II +
LISA 2.S

LISA EDUCATIONAL PAK

ENTERTAIN
• JAWBREAKER

• CROSSFIRE

• THRESHOLD

• MOUSKATTACK i

AND

THE BESTSELLING

HI RES ADVENTURE

CALL OR WRITE FOR A FREE CATALOG
CIRCLE 148 ON READER SERVICE CARD

36575 MUDGE RANCH ROAD
COARSEGOLD, CA 93614

(209) 683-6858



Vic Software

)

Five for the Vic20
0

David Lulyar

In many cases, the first release of soft-

ware for a new computer is of the "so

what?" variety; there are hangmen aplenty,

unlimited variations of nim, and rehashes

of teletype-oriented games from ages ago.

Let us pause and praise Conmiodore for

knowing better. The first batch of VIC
software is here, and it looks pretty good.

They supplied us with four games and

one personal utility. The games range from

fair to very good, and the personal utility

is useful if you need a quick graph of your

biorhythms. Only two of the programs

bear any hint of the early-release

syndrome.

$50 Deductible

Modeled after a popular arcade game.

Car Chase was the best game of the lot.

The player moves through a course of

concentric rectangles, attempting to drive

over a series of dots while avoiding head-

on collisions with a computer-controlled

vehicle. There is an opening on each side

of each rectangle, allowing the player's

car (and the chase car) to change lanes.

The chase car is endowed with unerring

accuracy, and capitalizes on any mistake

the player makes. Balancing this, the player

has three chances per game. Four keys

are used to control the car; "A" accelerates,

"D" decelerates, "J" is used for moving

inward, and "K" is used for moving out-

ward. This arrangement works well once

one gets used to it.

If the player succeeds in clearing the

screen of dots, he gets a new screen. This

process continues until the third collision.

At this point, the program displays the

most recent score, and the highest score

achieved by the player. A press of the

space bar starts the game again. Car Chase

is fun, challenging, and a good omen for

the future of the VIC.

For Goodness Snake

Slither and Super Slither are two games

on another VIC cassette. Slither puts the

player in control of a snake with an appetite

for numbered squares. The player guides

the snake around the screen, using the

"I," "J," "K," and "M" keys to move up,

left, right, and down. The game lasts for

sixty seconds. During this time, boxes

appear at random locations on the screen.

The object is for the snake to collide with

the box, while avoiding any collision with

the wall or his own body. Each box contains

a number, from one to nine, representing

a point value. Every time the snake scores

points, it grows an extra segment, increasing

the danger that the head will hit the body.

Only one box appears on the screen at a

time, and the boxes only last for a certain

amount of time before disappearing.

94

Super Slither expands on the above

game in two ways. First, up to three boxes

can be on the screen at any one time.

Second, instead of gaining one segment

for every box, the snake gains a segment

for every point. When the player's score

reaches the forties or fifties, maneuvering

can become a bit tricky. The only disad-

vantage with this package is that the two

games must be loaded separately. It would

be nice if they had been combined, allowing

the user to switch between games without

stopping to load a program. Aside from

this, the games are quite good, and will

appeal especially to the younger members

of the VIC conununity.

Busted Again
While Casino-Style Blackjack is a vestige

of the early days of computer software,

this VIC version is well done, incorporating

all the features of the game except for

insurance bets. Designed for one or two

players, with the VIC as the house, the

game is a good buy for the casino lover

who lives far from Atlantic City or Las

Vegas.

Octopus Wanted
Blue Meanies from Outer Space was

the one weak game of the group. The

player uses ax lasers, controlled by six

keys, to sh6ot at the Blue Meanies as they

drop from the sky. If a Meanie hits the

ground, he destroys a small square area.

If enough of the ground is destroyed, the

base is overrun and the player loses. The
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STOP
FOR THE BEST

PRICES POSSIBLE! STOP

everyday discounts are the best available and special sales give you up to 40% off list price.

— ASK about our FREE Softtips Newsletter! —

nil

Act now and take advantage of CPI's fantastic custom support plan; 1.) SELECTION — the 1982 ^k-

catalog includes 2000 products; 2.) SERVICE - all products are guaranteed; and 3.) SAVINGS - *

4-

)f

jf
If

>f

)f

>f

Ann. "-IST / CPI
APPLE PRICE / PRICE

AUTOMATED SIMULATION
Temple of Apshai 40/32
Crush. Crumble & Chomp . 30/24
Hellfire Warrior 40/32
BRODERBUND
Space Warrior 25/20
David s Midnight Magic 35/28
Arcade Machine '. 45/36
DATAMOST
Snack Attack 30/24
Casino 40/32
Tax Beater 1 30/ 1 04
MICRO PRO INTL.
Word Star' 375/279
Mailmerge* 125/92
Super Sort* 200/155
Spell Star- 200/155
MICROSOFT
Softcard 395/310
RAMcard 195/152
Premium System 775/619
(CP/M • Softcard
• RAMcard • Videoterm)
SIRIUS SOFTWARE
Autobahn 30/24
Sneakers 30/24
Beer Run 30/24
Kabul Spy 35/28
Cycled 30/24
SIR-TECH
Wizardry 50/40
Knight of Diamonds (#2) . . 35/28

P.S. - If you
Order by Master Card Visa, check M O

— SOFTWARE SAVERS - CPI —
P.O. Box 56, 501 First St., Suite G, Arcadia, CA, 91006 (213) 446-0271

TOLL FREE ORDER DESK — COMING SOON

CP/M
ASHTON-TATE
dBase II 700/550
BUSINESS PLANNING SYS.
Plan 80 295/230
DIGITAL RESEARCH
ZSIP' (symb. debugger) . . .100/80
PL/1 • 500/425
BT-80- 200/170
GRAHAM DORIAN
Cash Register 600/475
Inventory I 600/475
Inventory II 1000/775
Order Entry/ Invoice 1000/775
Payroll I 600/475
MICROSOFI
Basic 80 350/280
Basic Compiler' 395/310
Fortran 80' 500/395
Cobol-80' 750/595
Exti ma Math' 250/195
ORGANIC SOFTWARE
Textwriter III* 125/105
Date Book' 295/245
Milestone" 295/245
SORCIM
Super Calc* 295/245
Act I

* (cross assmb. ) 1 75/ 1 43
STANDARD MICRO SYSTEM
Quick-N-Easi" 395/310
Mailman' 125/99
STRUCTURED SYSTEMS
Gen. Ledger 1250/950

TRS-80
(items below are for Mod. I &

AUTOMATED SIMULATION
Temple of Apshai . . 40/32
Star Warnor 40/32
Crush. Crumble & Chomp 30/24
Invasion Onon 25/20
Upper Reaches/ Apshai ... 20/16
Keys of Acheron 20/ 1

6

AVALON HILL
Empire of Overmind 35/28
Computer Stocks & Bonds 21/17
BIG FIVE
Galaxy Invasion 20/16
Attack Force 20/16
Robot Attack 20/16
Steller Escort . 20/16
CORNSOFT
Scarfman 20/ 1

6

ATARI
ARCADE PLUS
Ghost Hunter 35/28
ATARI INC.
Word Processor . . . 150/120
Caverns of Mars 40/32
Entertainer Kit 117/99
Asteroids 45/36
Missile Command 45/36
Star Raiders 50/40
Pac Man 45/36
Centipede 45/36

didn't buy from CPI you paid too much!
or C O.D. Allow 2 weeks for checks. Add 3°o for charge and C.O.D. orders.
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ground can be repaired using a robot

which is controlled with five more keys.

This combination leaves one in danger of

permanently interlaced fingers.

If the player survives the first twenty
Meanies, the attack begins anew with

meaner Meanies. The player is given a

certain amount of energy. When this runs

out, he can't shoot. Since the VIC, like

the PET, seems to buffer keyboard input,

a keypress while power is down can result

in a shot from the laser when power is

restored. This usually happens after the

Meanie has moved past the laser, and can
be a touch frustrating. While there is

nothing really bad about the game (our

summer campers loved it). Blue Meanies
just doesn't compare well to the other

releases.

In the Mood
Biorhythm Compatibility draws a graph

of a person's physical, emotional, and
intellectual cycles, displays critical days,

and can predict the compatibihty of any
two people whose birthdates are entered.

As with blackjack, the biorhythm program
is old stuff though well executed. While
opinions vary as to the validity of bio-

rhythms, the program is ideal for parties

and other gatherings of humans in need
of something to do.

Summing It Up
The early VIC line was obviously not

rushed to market. The games are filled

with error traps that won't allow bad input.

The first improvement Commodore should

make is better documentation. Each game
is accompanied with a single sheet which,
though it explains the game, is more a
summary than full instructions, leaving

the user to discover the fine points thjrough

trial and error. Beyond this, the first release

of VIC software is nothing but good news
for VIC owners. The tapes are available

for a suggested retail price of $14.95 each.

The five reviewed above, along with

another program, are also available in a
six pack retailing for $59.95.

The Future

A discussion with Commodore revealed

ambitious plans for further software
releases. The next six pack of tapes will

include programs for personal finance,

home inventory, and line-oriented word
processing. For recreation, there will five

cartridges with Scott Adams Adventures,
and one with the popular Sargon chess
program. In the arcade area, releases will

include Vic Avenger, Super Lander, and
Super Alien, Planned utilities include VIC-
MON with machine language aids and
Programmer's Aid for Basic. Finally, to

gladden the heart of old Trekkies, Com-
modore has selected William Shatner to

be their commercial spokesman for the

VIC.

Commodore Business Machines, Inc.

is located at 950 Rittenhouse Rd., Norris-

town, Pa. 19403.
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Software for

NorthStar
Users

EXPENSE PROFILE $29.95
Now a program that really helps at income tax time
It summarizes expenses by categories and by per-

son Makes SEPARATE vs. JOINT TAX RETURN
comparisons simple

Promotes frequent review of spending habits Guid-
ed by MENUS, add new expenses, categories, and
users anytime. Quickly search to any item to make
changes. Store expenses on disk automatically

DYNAMIC BUDGET $29.95
Cope with rapidly changing economic conditions.

Forcast effects of INFLATION on your family. CAL-
ENDAR built-in so recurring items like rent are en-

tered only once

Monthly listings of expenses, income, and balance
Change or add items anytime, data automatically

stored on disk.

PATHFINDER DISASSEMBLER $22.50
Z80 or 8080 code Pauses at each jump or call to

allow you to follow program or continue straight

ahead Printer & video output.

KID MATH $17.50
Math drill Watch speed, accuracy and confidence
grow

CP/M Versions
Available SQiPN

First class postage pakj in U.S. MP residents add 5% tax.

The Software Connection
10703 Meadowhill Rd.

Silver Spring. MD 20901
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EDUCATIONAL
ACTIVITIES, INC
Teacher Authored Programs

Classroom and Home
for TRS-80, APPLE II, PET

MATH • LANGUAGE ARTS
READING • SPELLING

LITERACY • PROGRAIVIMING

EASY TO USE
TUTORIAL & PRACTICE
USEFUL FOR ALL AGES

FULL COMPUTER CAPABILITIES
EDUCATIONALLY SOUND

REMEDIAL & DEVELOPMENTAL
Send for FREE complete microcomputer

software catalog.

EDUCATIONAL ACTIVITIES, INC.
P.O. Box 87, Baldwin, New York 11510

(516) 223-4666
CALL TOLL FREE OUTSIDE N.Y. STATE

800-645-3739
IN CANADA

CORONET INSTRUCTIONAL MEDIA, Ltd.
200 Steeicase Road East

Markham, Ontario L3R 1G2
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SOFTWARE PROFILE
Name: Project Nebula

Type: Strategy/Arcade game

System: TRS-80 Color Computer,

joysticks, 4K RAM
Format: Program Rom-Pak

Language: Machine

Summary: Fair Color Computer
version of Star Raiders

Price: $39.95 catalog n 26-3063

Manufacturer:

Radio Shack
1300 One Tandy Center

Fort Worth, TX 76102

Project Nebula is a Color Computer
version of Atari Star Raiders, a game in

which the player controls a lone fighter in

space, searching and destroying alien ships

in real time.

The object of the game is to defend

earth from the evil forces of Zykon. If

you are successful in your mission to rid

the galaxy of enemy ships, planet Earth is

saved. If not, Earth is doomed to become
a slave-planet of Lord Scylla.

After inserting the Rom-Pak, you choose

among the four game modes. These are

Target Shoot, Target Shoot with speed.

Star Commander and Advanced Star Com-
mander.

The first two modes are exactly what

their names imply: target shoots. They
are helpful for practice, to become familiar

with your ship's controls and how the

enemy fighters act.

Star Commander mode offers a complex

mission in which you are aided with a

long-range sensor and hyperspace engines

to propel your ship into other sectors.

The long-range sensor displays the 45

sectors of your galaxy in a lo-res 9x5
matrix.

i 1 1 i t
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Many people think just because a computer does

difficult things, it must be difficult to operate. Not so.

At least not with PFS and PFS: REPORT.
PFS and PFS: REPORT let you concentrate on

doing your work, not on working your computer. There's

no complicated programming or computer language to

learn. Using the PFS Series is so straightforward, you
can learn it in as little as 20 minutes, and that's some-

thing both experts and beginners can appreciate.

Design your own management system, simply.

PFS lets you arrange your information in "forms"

you design yourself. Once you've created your form—
with spaces for all the necessary data—you simply fill

in the blanks.

If you don't like the original form, PFS lets you
change just the form, without having to totally re-enter

the information on it.

To use your forms, just call up the information

you want in a variety of ways such

as "less than," "more than," "equal

to," "between" or "not." You can

even find specific charac-

ters, words, names or num-

40-column format to accommodate larger printouts,

and tell you how much room you have left on your disk.

Get more out ofwhat you put in.

PFS: REPORT sorts, calculates, totals, formats

and prints presentation-quality reports with up to 9 col-

umns, in alpha or numeric order, with automatic

entering and justification. With your information in

this format, you can analyze it quickly to help spot

trends, plan and make decisions.

A whole family of software for Apple® II and III.

PFS consistently ranks among the 5 top-selling

business software packages for Apples. Because you
can use it for almost anything—from chemical analyses

to keeping track of your wine collection, from bal-

ancing your checkbook to computing your payroll.

And there are more programs on the way.

For a free, hands-on demonstration of PFS and
PFS: REPORT, stop by your local computer store. If

^ ^ ^ they don't have it yet, tell them to

3.YO.\VO]^l(ltl9 ^^^^ Software Publishing Corpora-
* "7 O ation at (415) 962-8910. Or write

softwareforApples ZV^iSlSs.''"""-
You'll be amazed at

howmuchyoucan bite off.

bers. And PFS can also ^ • ^j. 1 ^ ^ 1
sort labels, change its tliat ISHt a lOt Ot WOlTk.

JJ^: Software Series
®Apple is a registered trademark of Apple Computer, Inc. PFS is a trademark of Software Publishing Corporation
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IwoPROGRAMS 10ACCENT YOURAPPU
KCU-SIUKS

The One-of-a-Kind, Ultimate Shape Builder

Create shapes in lo-res with magnified detail

View them in hi-res and color

Transfer them back to lo-res for further editing

"Page" through a table as if thumbing through

a book
Add, delete, combine shapes fi*om several

tables to form new tables

For the advanced programmer or the begin-

ner, to design a library of character sets, special

graphic symbols and shapes for animation.

Fast Assembly Language, 48k
ROM Applesoft, DOS 3.3 $49-W

See your deader today

lASY-mTlOW-RES

SOfT-STEP
The easy-to-use debugger for your Applesoft

BASIC programs. Helps experts find bugs and
beginners learn BASIC.

Single-step through your BASIC program
Set breakpoint at any line

List the next line to be executed
Trace all or only chosen lines

Examine values of variables & memory
Define values of variables & memory

All of this and more, without modfiying your

source code! Uses only 2.8k. Requires 32k,

DOS 3.3 Fast Assembly Language $49*95

ACCENT software

3750 Wright Place Palo Alto, CA. 94306 (415) 856-6505

HieH>R{$TABU

6 j8sa

It
D E

Mi
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Features

New Depreciation Tax Law
New Rehabilitation

Investment Tax Credit

Estimates Investment Value

and Rates of Return

Calculates Breakeven Rents

Performs Other
Standard Calculations

Available for Apple &
TRS-80 and in CP/M

REALVAL
A sophisticated

real estate computer

model for income

—

property investment

analysis & valuation

czicziiiiiOEZiiiDniiDOczin

For more information ca

(812) 333-5544 or write:

Real Estate

Evaluation Consultants

P.O. Box 811

Bloomington, Ih 47402
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Project Mebu la, continued...

Each sector contain either a friendly

space station, used for refueling and
repairing damage, or up to four enemy
ships. The only difference between the

two Star Commander modes is that in the

Advanced one your ship may be damaged.

There are ten difficulty levels for each

game mode.
The game screen is divided into two

displays. The upper portion is a hi res

yellow-on-red graphics display of a cockpit

view. It is through this window that you

see the stars drift by and enemy fighters

swoop in for the kill.

The lower third of the screen is your

instrument panel. Located on this control

console are two short-range sensors; one

frontal, the other rear. These two grids

help in determining the location of other

objects in the sector relative to your ship.

Your fuel gauge is located between the

two sensors. Being shot, entering hyper-

space and firing your lasers all use up fuel

and when the gas is gone, you lose. Directly

above the fuel gauge is some sort of

scanning device which does nothing but

slow down the computer clock speed.

You control your fighters by steering

with the right joystick. The ship responds

to the joystick Hke an old plane with a

control stick. You can shoot by pressing

either joystick button. If you have chosen

a mode in which you can control speed,

the left joystick acts as a throttle. This is

confusing as well as awkward, and play

would be much easier if speed were

controlled on the keyboard.

Project Nebula has strong points as

well as weak areas. On the positive side

are the life-like actions of the enemy ships.

As the distance between you and the enemy

rapidly decreases they become larger and

more detailed. Unlike other space games,

the attackers move around, trying to evade

your shots while attempting to cripple

your ship with devastating rocket blasts.

Another plus for this program are the

variations of game modes and skill levels

which make it a hard game to master.

Among the flaws which detract from

the general appeal of the game are the

obnoxious "sound effects.'' The static that

crackles from the TV speaker is annoying

and distracting. Fortunately this problem

is easily remedied by turning down the

volume control on the set.

The only other major complaint concerns

the documentation, which leaves something

to be desired. The instructions are

extremely brief, and so vague are the

docking instructions that I have yet to do
so successfully.

On the whole. Project Nebula is an

adequate program. The game is good— not

great— and has a reasonable amount of

entertainment value. Before plunking down
the money for the Rom-Pak, ask your

Radio Shack dealer for a demonstration

to see if the game is right for you.

Creative Computing Buyer's Guide
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Great Games From
Piccadilly Software Inc.

Available at your local dealer.
Requires: APPLE ll/APPLE II PLUS with 48K in Dos 3.3 or 3.2 • APPLE III

Piccadilly Software Inc. • 89 Summit Avenue • Summit, NJ. 07901 • (201) 277-1020

•Apple is a registered trademark of Apple Computer Inc.
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JMBLE & CHOMP
dealer for your APPLE, ATARI,

e ifs too late.
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1

And guess who stars as the

movie monster. You! As any of six

different monsters. More if you
have the disk version.

You can terrorize and destroy

four of the world's largest and
most densely populated cities in

over 100 possible scenarios.

From Tokyo to the Golden Gate,

you are the deadliest creature in

the air, on the land, or in the sea.

You can be the deadly am-
phibian who simultaneously

smashes street cars, lunches on
helpless humans and radiates a

ray of death.

If you were a giant winged
creature, think of the

attacks you could make on the

terrified but tasty tidbits beneath

you.

But as in all the best monster

movies, you're up against every-

thing the human race can throw
at you—even nuclear warheads
and a strange concoction devel-

oped by a team ofmad scientists.

For only $29.95 you get 6 stu-

pendous monsters, each with its.

own monstrous summary card,

4 teeming metropoli displayed in

graphic detail on your computer
display and mapped in the

accompanying 48-page illustrat-

ed book, the awesome sounds of

monsterly mayhem, and spine-

tingling, real-time, edge-of-your-

seat excitement.



Missile Command and Asteroids

Atari Arcade Games
The State of the Art

David Small

cpeative Goinpattn^

Nmmt ^eroicb. Missile

Type: Arcade games

Atari with

ge

i

Language; Machine Language

lary: Gcxxl versions of popular

Price: $39.95 each

I, Inc.

1265 Borregas Ave.

C^A

The Atari personal computer has been

around for a couple of years now, and

some good software is finally being written

for it. For some time, the only software

available was (usually) either written in

Basic and/or translated from some other

machine, usually the Apple. None of these

programs really took advantage of the

capabilities of the Atari.

Now there are quite a few programs

available which use the features of the

Atari, not just the subset of them required

to translate a program from another

machine. They use high speed, quaUty

graphics and sound, and were written

specifically for the Atari.

This review will cover two of what we
consider "State of the Art" game software

for the Atari.

They are from Atari Inc., and are clones

of the Atari arcade games Asteroids and

Missile Command. Not surprisingly, they

bear the same names.

Both are on ROM cartridges which plug

into the lefthand slot. Both cost $39.95,

and require 16K RAM (no disk needed)

and joystick(s).

David Small, 11314 Yucca Dr., Austin, TX 78750.

Missile Command
This is a popular arcade game in which

an evil foreign power launches a missile

attack against the area you defend. You
command anti-ballistic missiles, which you

shoot to intercept the incoming missiles,

satellites, planes and smart bombs.

In the arcade version, a "trackball" is

used to move the cursor for aiming. It

allows very high speed movement, and

very sensitive positioning. (For example,

hitting a "smz^rt missile" exactly on its

Missile Command.

position is required to destroy it; otherwise

the missile dodges). Since no "trackball"

exists for the personalcomputer, a joystick

is used.

Sound effects include an "air raid siren,"

various explosions, and so forth. They

are quite familiar to anyone who has played

the arcade game, and make good use of

the Atari's capabiUties.

Visual effects are also rather well done.

There are no longer three missile bases

controlled by three buttons, as there are

in the arcade version. Instead, there is

one, with "underground reloading" which

enables it to be destroyed, yet pop up

with new missiles a bit later. There are

three missile bases in one, all controlled

by the joystick button.

The enemy starts with single missiles,

moving slowly, then escalates to MIRV's

(missiles which break into multiple missiles),

satellites and planes (both of which drop

missiles), and finally smart bombs which

dodge explosions on the way down. Every-

thing begins to move faster, the bombs
get more dense, and so forth, until you
are finally overwhelmed. As in the arcade

version a bonus city is awarded for every

10,000 points.

There are several variations of missile

command. An attack consisting solely of

smart bombs can be ordered up, if desired,

to allow practice with them (a very useful

option). There is also a two-player version,

and an option to "freeze" the game if you
want to get another beer.

Rating

I rated this game the better of the two.

It is excellently done with one exception,

and that's the joystick handler. I found it

very difficult to position the cursor pre-

cisely.

The problem is twofold. First, the cursor

moves up/down/right/left at the same
speed, but moves diagonally as a double

increment of up-right, down-left, etc. This

makes the diagonal move functionally faster

than the others, which makes linear motion

dam near impossible. I found myself firing

multiple missiles near the same point, and

constantly missing. The fine control of

the arcade version was missing.

I'm not sure how this could be changed.

Perhaps the diagonals could be slowed

down a bit and some sort of fine position

enabled, with coarse movement occurring

a bit later on the same joystick press.

I found the home game just as challeng-

ing as the arcade version; my top score

seems to be limited by not being able to

position the cursor witfi enough accuracy.

(Particularly important with smart

bombs.)

Despite my reservations, this is a good

game. It's not a replacement for Star

Raiders, but it is well done and fun to play.

Nor does it get boring after a few turns. I

recommend it. (Continued on page 143)
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Eastern Front

THE ATARIGOESID

George Blank

Name: Eastern Front

Type; War Game
System: Atari 400 or 800

Format; Cassette, Disk, MicroNet
, download

Language; Machine

Summary: Outstanding Computer
War Game

Price: $23.25 to $29.95

Mapufacttirer:

Atari Program Exchange
P.O. Box 427

SuniQTvale* CA 94<B6

Why would a multimillionaire ex-movie

star seek a job as President of the United

States with a salary of a mere $200,000 a

year, or the head of a major corporation

join the Cabinet with a salary even lower?

The answer is that of all the success drives

that captivate the human imagination, the

strongest is the lust for power. Power is

far headier than sex, wealth, or fame, and

may make the others easier to obtain.

No exercise of power can compare with

the job of a commanding general in time

of war, marshaling millions of soldiers

and the industrial resources of many nations

in an all-out drive for supremacy on a

battlefield that covers a continent. One
of the largest such campaigns in human
history was Operation Barbarossa, the

German invasion of Russia that began in

the summer of 1941. During the course of

this four year campaign, nearly 20 million

human lives were lost. Eastern Front, one
of the best microcomputer war games
ever produced, allows the player to take

on the role of the commander of the

Nearly every aspect
of the game is a

technical masterpiece.

German army, and try to do better than

the German forces actually did.

In the past, among war games, board
games have had a major advantage over

computer games, War gamers like to oper-

ate on a theatre level, with an overview
of dozens or even hundreds of units scat-

tered over a wide area. Until now the

limitations of computer displays have made
it difficult to get a satisfying situation

map.

102

Special Features

In Eastern Front, Chris Crawford has

produced the first really satisfactory solu-

tion to the display problem by using the

fast fine-scrolling ability of the Atari com-
puter to produce a magnificent map of

Eastern Russia that occupies ten display

screens.

Nearly every aspect of the game is a

technical masterpiece. Eighteen colors are

used on the screen at a time. Player missile

graphics are used to move a cursor over

the map to give instructions without dis-

turbing the map underneath. Several dif-

ferent redefined character sets permit the

natural mixing of a colorful and detailed

terrain with a text display. Display list

interrupts are used to set the weather

conditions, with ice gradually taking over

the rivers in winter and receding in the

spring, and making the player deal with

mud and snow at different times in different

areas.

The program uses intricate artificial

intelligence routines and multiprocessing

to control the Russians and their allies.

This means that the longer the German
player takes to form his strategy, the better

the Russian strategy will be. The Russian

side can analyze its position, recognize

danger and opportunity, avoid traffic jams,

recognize the effects of terrain, and plan

accordingly.
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New Product Announcement

Function Strip"^
The Videx Function StripTM adds a whole new dimen-

sion to your Enhancer ][tm: Apple ][tm Function Keys. Now
you can have dedicated keys for your macro definitions. Pro-

gram often used word processor commands, words or

phrases into your Function Strip. Programmers will find it

a significant aid to be able to define often used commands
and statements. VisiCalc® users can define often used com-

mands and file names for single keystroke ease of use.

The Videx Function Strip is a low cost, versatile strip

of pressure sensitive switches. The Function Strip

adheres to the Apple ]['s lid —just above the keyboard and

connects to the Enhancer ]['s keypad connector port. The

Function Strip is completely compatible with keypads con-

necting to the Apple ][ motherboard.

i
Suggested retail price: $79.00

Videoterm
ities Disc

The Videoterm Utilities Disc is a collection of pro-

gramming aids for the Videx VideotermTM 80 column card.

Included on this disc are programs to allow the user to

display Mid-Resolution graphics mixed with text, to create

character fonts, draw forms on the screen, read characters

from the Videoterm 's memory and to add top and bottom

scrolling windows. All of these programs are fully functional

on the standard Videoterm. The Font Editor requires the use

of an EPROM programmer to create character font chips.

The Mid-Resolution graphics routines work in both Pascal

and BASIC. Mid-Res graphics are black-and-white graphics

that may be freely mixed with text anywhere on the 80 col-

umn screen. Line Drawing Graphics may be freely mixed with

text under Applesoft to draw a business form or other

shape. Top and bottom window scrolling is now possible

under Applesoft with the scrolling routines. A read screen

utility has even been added to allow the Applesoft user to

read the Videoterm screen at any time, any place, even from

40 column mode. To top the package off, we have included

the Vidpatch utility for Pascal 1 .1 users with Rrmware 2.0

through 2.3. 1: t \

Suggested retail price: $37.00
Apple ][ is a registered trademark of Apple Computer, Inc.

VisiCalc is a registered trademark of Personal Software, Inc.

Enhancer ][, Function Strip, Videoterm and Videoterm Utilities Disc are trademarks of Videx, Inc.

897 N.W. Grant Ave. • Corvallis, Oregon 97330
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Eastern Front, continued...

Figure 1. The opening display of Eastern Front shows the

Baltic Sea, with two Finnish Infantry Units (German Allies) in

Finland and three Russian infantry units. This black and
white picture does not distinguish between the units, but the

Russians are red and the Axis are white. The city in the top

center of the screen, directly below a Russian unit, is Lenin-

grad,

Figure 2. German and Russian unitsface each other in Central

Poland, This display shows mountains, rivers, forests, marshes,

and the city ofKiev, along with Russian and German Infantry

and Armor units. The cursor is over a Russian Unit. Pressing

the button would cause the unit to disappear, identifying the

terrain underneath, and also display information on the unit;

in this case, the 4th Russian Tank Army, a weak unit with a

muster level of 79 and a current strength of 77,

The human engineering of the game is

also a major accomplishment, with all

information entered by the player using

only the joystick, trigger button, start

button, and space bar. This eliminates

the drudgery of most war gaming. The
multiprocessing even allows the German
player to move the cursor around and

view different sections of the map while

the battles are taking place. Of course,

since all battles and movement are real

time, it is impossible to see everything

that is happening. Excellent sound effects

do indicate the extent of the overall

action.

The computer adds a great deal to

wargaming, particularly by providing a

dynamic environment in place of the static

nature of board games. Each turn, repre-

senting one week of actual time, is broken

down into 32 time periods in which units

move and fight. Thus a player might pro-

gram a particular unit to attack an adjacent

enemy unit and move toward a city. During

the course of a single turn, that unit might

destroy the first enemy unit, move forward

to engage a unit behind it, force the second

enemy to retreat, turn toward the city,

and engage in battle a third enemy unit

that has come up from the reserves during

the turn. Terrain affects both movement
and combat, with rivers, forests, marshes,

mountians, and cities to complicate

strategy.

Playing the Game
At the beginning of the game the Ger-

man conMnander has the advantages of

concentrated force, short supply lines and

superior mobility. However, the Russians

have overwhelming numbers, vast territory,

and the Russian winter on their side. The

object of the game for the German com-
mander is to push as large a force as

possible as far East as possible and maintain

them. Extra points are awarded for cap-

turing key Russian cities. The Russians

are trying to move their forces West, which

also affects the German player's score.

The score, which is calculated from week
to week, can range from 0 to 255 points.

It is fairly easy to get a high score by early

fall, but nearly impossible to hold that

advantage over the winter.

During the war, large concentrations

of German troops were bogged down in

the Pripet marshes between Minsk and
Kiev, allowing the Russians to concentrate

their forces. This is a recipe for disaster

in the game, as it was also a German

Figure 3. The instruction book contains a map of the whole area covered by the game.

Only one tenth of this area is displayed on the screen at one time,
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disaster in real life. My own best strategies

have involved splitting up my forces to

prevent the Russians from concentrating

theirs, and avoiding combat with superior

mobility unless I had overwhelming super-

iority. Another possibility might be to crash

through the Pripet marshes and break

into open territory beyond, splitting forces

at that time. Uncertain winter supply lines

require that the German player draw back

during that season.

Regardless of my strategy, my success

rate in my first ten games was abysmal.

The game ends automatically after the

week of March 29, 1942, and in nine of

my games my score was 0 on that date. In

the one game where I held a score to the

end, I seized the city of Leningrad (worth

10 points) and defended it to practically

my last man. My total score was 10

points.

After many hours of play, I found only

a few real weaknesses. Giving all those

instructions with the joystick can give you
a sore palm and wrist. The lack of a clear-

cut set of victory conditions is frustrating,

as is the overwhelming advantage of the

/ have no hesitation

in calling this one of
the very best wargames

available for a
personal computer.

Russians. I would also like an option to

be able to see the whole theatre at once,

however limited the detail might be at

that time. The designer mentions in the

instructions that test players became frus-

trated with random logistics problems and

traffic jams, but I tend to think these are

realistically handled.

Recommendation
I have no hesitation in calling this one

of the very best war games available for a

personal computer. It is also a virtuoso

demonstration of the awesome built-in

capabiUties of the Atari computer. This

game literally could not be done on any

other computer in as satisfactory an exe-

cution. 6y all means, if you are at all

interested in strategy games, buy it.

If you are a serious war gamer, buy it

even if you have to buy a computer in

order to run it. Eastern Front comes on
disk, requiring 32K of RAM, for $29.95.

It is also available on cassette, requiring

16K of RAM, for $26.95. The cassette

version can be downloaded from Micro-

Net at a price of $23.25.

Creative Computing Buyer's Guide

VPATA INC.

The wait was
worth it . .

.

Agri-Buslness Packages

are now available

Accounting

Herd Records

Crop Management

Budgeting

Control Costs

Dealer Inquiries

Invited

General Business

Packages Available

Countryside

®

718 North Skyline

Suite 201(B)

Idaho Falls, Idaho

83401

Please write or call

(208)529-8576

Name

Address

City

State. Zip-
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Epoch and Hadron from Sirius

A New Look for Arcade Games

David Lubar

You can almost always find well known
phrases that represent conflicting concepts.

While one faction glibly says, "There is

nothing new under the sun," others are

heard to mutter, "There are more things

in heaven and earth than are,dreamt of in

your philosophy." Fortunately for all of

us, there are those who not only heed the

second bit of wisdom, but take the creative

leap and produce work that shines with a

new light. This is the case with Epoch
and Hadron,
We've all grown used to the general

appearance of Apple graphics. Though
many of the new games are visually

pleasing, and some achieve a beauty of

form and motion, they all share some
common traits. Epoch and Hadron have

a new look unlike any program yet done

for the Apple. Ships and space stations

with a large variety of architecture

approach the player, moving from small

points to huge images that more than fill

the screen. Some scintillate and change

color as they approach. All have a fresh

appearance that leaves one to wonder
why no one has hit upon this technique

before. Of course, graphics alone will not

guarantee a good game. Fortunately, these

programs fare well in all areas, Let's look

at Epoch first.

SOFTWARE PROFILE

Names Epoch

Type: Game
System: 48K Apple, Disk Drive,

(Joystick recommended)

Fomtat: Disk

Language: Machine Language

Sttiiittiarys A new approach to graphics.

Prfces $34,95

Manufacturer:

Sirius Software

10364 Rockingham Dr.

Sacramento, CA 95827
' -

Epoch
The player is in control of a ship with a

limited amount of fuel and ammunition.

Adding to his worry, time is also in limited

supply. If it runs out, the game is over.

The display contains a large crosshair at

the center. Beyond lie a galaxy of stars

and a horde of enemy ships.

Playing with a joystick, the player flies

through space. Button 0 decreases his

speed, button 1 increases it. If both buttons

are pressed, the player fires a torpedo.

While the main goal is to amass points by

destroying enemy ships, the player can

only survive if he regains fuel and time

periodically.

Fuel is lost with every turn. If you have
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trim pots on your joystick, you'll want to

adjust them until the ship is moving straight

ahead, Otherwise, the constant turning

will quickly consume your fuel. To refuel,

the player must fly through a friendly

base. This also replenishes his ammunition.

Time is regained by entering a time

portal. This in itself is a mini-game. Once
the player enters the portal, he has to

weave through a time tunnel. The longer

and faster his trip, the more time is

regained. Since a flight through a time

portal requires fuel, and a trip through a

base requires time, the player must carefully

manage all his resources.

Combine the graphics with the above

concepts and you have a good game. If

one were to look for a negative side, only

two minor matters appear. First, objects

are not tracked when they leave the screen.

If a ship flies to the left of the player and

goes off the edge, the player won't find

that ship if he turns. This, however, can

come in handy when you want to evade

an enemy. By careful juggling, you can

get rid of other ships while keeping a base

or time portal on the screen. Still, it's

more fun to shoot the enemy.

Second, some of the three-dimensional

effect is lost when the ship turns. All

objects move across the screen, but they

maintain their relative separation, even if

one is much closer than another. Objects

in the foreground don't move off the screen

faster than those in the background. These

are minor points, and don't detract from

Epoch as a game. (Continued on page 147)
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Super Invasion

Apple II (requires paddles)

licensed from Astar International

48K Diskette DOS 3.3 CS-4505 $19.95

16K Cassette CS-4006 $19.95

Sorcerer 16K Cassette CS-5011 $19.95

by Matt Hickey \
This is the original arcade game, with

superb high resolution graphics, high speed

action, nail biting tension, and hilarious antics

by the moon creatures. Fifty five aliens whiz

across the screen, quickening their descent,

challenging you to come out from behind

your blockades and pick them off with your

lasers before they bomb you, destroy your

shields, or drop down right on top of you.

by John Varela

Diskette CS-3520
Super Invasion

32K TRS-80 Model I

$19.95
16K TRS-80 Cassette CS-3020 $19.95

A low resolution, high spe6d arcade game
similar to our Apple and Sorcerer versions.

The aliens move back and forth across the

screen, dropping ever lower to attack you

as you attempt to destroy them with your

lasers.

I/''-

TV
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Blisterball and Mad Bomber
By Rodney McCauley
Apple II 48K Diskette DOS 3.3 (requires

paddles) CS-45 11 $24.95
A frantic, fast paced romp that can be

played for hours, Blisterball is the first truly

original arcade-type game for a home com-
puter. As the bouncing balls drop from above,

the player moves his laser base and tries to

shoot them. It's easy at first— with just one
ball. Then come two, then three. It's getting

harder. Four balls come, and finally five.

Surviving them, the player gets to shoot at

inelastic bonus balls. If he makes it this far,

the second round starts. The balls bounce
lower, the walls close in. Shades of Poe and
Newton! Making Superb use of Apple
graphics and sound, Blisterball can be played

by one ortwo people. MadBomber, included

on the same disk, is another fast paced
arcade game. Racks of bombs fill up above
you. Whenever four bombs are in any rack,

they start to fall. You can shoot them either

in the rack or while they are falling, but

since there are racks all across the top of

the screen, you need to stay ahead of them
to survive.
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Tsunami
by Rodney McCauley
Apple II 48K Diskette DOS 3.3 (requires

paddles) CS-4526 $29.95

Wave after wave of alien attackers attempt
to overwhelm your defenses. Each wave
comes in a different formation and uses
different attack and defense strategies. You
get dozens of superior arcade games com-
bined into one program. If you ever master
the first set of games on the diskette, where
the attackers are without shields, then you
are ready for the second set. This time the

attackers are sheltered by shields. They
can drop bombs right through the shields,

but you cannot shoot through them. Suc-
cessive waves use different strategies. Some
move from shield to shield, allowing you to

shoot while they are in between. Others
just come out briefly to attack, and you must
have fast reflexes to get them. Bonus points

are awarded for beating the clock, with a

countdown timer displayed on screen. This

may be our finest arcade game ever!
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Torax
by Erol Pekoz
Apple II 48K Diskette DOS 3.3 (requires

paddles) CS-4520 $24.95
Defend your home planet against the

invading Torids! Try to protect your nuclear

fuel tanks, which the aliens are intent on
Stealing. The Torids drop down, steal a fuel

tank and rise up to escape. They are also

armed, and will not hesitate to shoot at you.

While you whiz by the surface of your planet

at incredible speed, you must avoid enemy
fire, maneuver your ship, and try to shoot

down the Torids without hitting the fuel

I

I

A

/
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iCBM
Audio visual licensed from Atari. Inc.

32K TRS-80 Model I Diskette CS-3521
$19.95
16K TRS-80 Cassette CS-3021 $19.95
TRS-80 version of the popular arcade

game where you must destroy incoming

missiles with your own anti-ballistic missiles

before they destroy your cities with nuclear

warheads.
T 77-T »N - /

Apple II is a registered trademark of Apple Computers Inc.

down tne lorias WItnOUt ninipg me TUei 1^ J TRS-BO is a registered trademark of Radio Shack. J€JfCJCfKT ^KXJUK tt K^''-^-^
I tanks' ' \ Sorcerer is a registered trademark of Exidy Systems. \
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To order software packages, send
payment* indicated plus $3.00 postage and

handling to Creative Computing, Dept.

SG24, 39 E. Hanover Avenue, Morris

Plains, N.J. 07950. Orders may also be

ctiarged to your Visa, MasterCard or

American Express account—by mail in-

clude credit card name, number, and
expiration date, or if you prefer, use our

24-hour toll-free number, 800-631-8112. In

NJ only 201-540-0445. Order today at no

risk. If you are not completely satisfied, your

money will be promptly refunded.

*NJ residents add 5% sales tax.
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Order your new Cybersoft ATARI 400/800

software catalog today. Just fill out the coupon,

clip, and mail along with $1.00 per catalog or-

dered to Cybersoft, Box 505, Bellevue,WA 98009.

Name 1

Address.

City-

state. Zip _

The $1.00 you pay for the catalog will be credited toward your first order ofsoftware.

Here's your chance to treat yourselfand your ATARI to leading

micro computer software excellence with new selections from our

new catalog.

We have the "best ofthe best" programs from the Grand

Masters ofmicro-computer software: Automated Simulations,

Crystal, Swifty Software, Adventure International, Datasoft,

Personal Software, and Dynacomp. All soldby mail. And, with the

CYBERSOFT ironclad guarantee*.
Space Chase (Swrny Software) 16K Nifty eve-hand

.

coordination tests . . . Ifyou clear one galaxy of"planets and avoid

destruction at the hands ofan ahen ship you are rewarded by an

attack by two ahens and then three. Game keeps score and
displays" high score. Colorful graphics and good playing.

Cassette $14 95
Rescue at Ri^el (Automated Simulations) 3ZK Ten people

from the Orion colony at Ultima Thule (including your favorite

female) have been captured. Your mother ship must leave in 60

minutes. As "Sudden'^Smith, you must find and release them, but

it won't be easy in the maze ofcorridors,
rooms and levels. Oh, by the way, the

place is crawling with tbllahs, High
Tollahs and robots. Will you make it?

Cassette $29.95
Introductorv^ Specials! K-Razy

Shoot-Out fK-Bvte/The exciting new
ROM cartridge the ATARI soft world is

buzzing about. Arcade quality, graphics

and sounds. You manuever your rapid
fire space age gunfighter through sector

mazes eliminating aroids as you go. The
further you go the tougher the droids.

Shades of the old west and the 21st

century! Reg. $49.95. Special price

(New!) Rear Guard (Adventure
International) 16K-T, 2A K-D This ^ace
battle puts you in charge ofa speecling

jet skimming an alien surface battling

waves ofenemy vessels. Advanced
features include running hi^h score, two
player option, advancedaifiiculty levels.

Full uses ofATARI graphics and sounds.

Superb horizontal scrolling. Intro price

$lt.95 tape, $22.95 disc
(Newl) Shadow Hawk One (Hori-

zon Simulations) 48K Futuristic com-
puter game ofspace faring piracy. Your
warship Shadow Hawk One is all that s

left of tiie Noble Free Space Confedera-
tion. You prey on the enemy empire's
merchant^fleet capturing raw materials

which you can trade for better weapon-
ry, shielding and missiles. 3-D game
requires a full 48 K memory and it uses

every bit in one ofthe most spectacular

games ever released for ATARI. Retails

for $49.95. Our price $44.95 disc

*CYBERSOFT Ironclad Guarantee.

We fully guarantee the software we sell. If

for any reason, you are not satisfied with

your purchase, return the program wdthin

30 days in its original packaging. We'll

refund your money, no questions asked.

Our order system is as accurate and fast as

our software.

TOLL FREE
1-800-247-2000 EXT. 505

(In Iowa 1-800-362-2133, extension 505).

Or, you can virite to CYBERSOFT at P.O.

Box 505 Bellevue, Washington 98009. VISA

and MasterCard gladly accepted.

Include $2.00 handling charge per order.

Washington residents add 6.6% sales tax.

© Copyright 1982 Cybersoft Inc., 206-382-7366

2803 122nd Place NX. Belleyue, WA 98005

*Atari is a registered trademark of ATARI Inc.

dusters custom ATARI ^ ^
Crush, Crumble and Chom^ (Automated Simulations) 32K

Tired ofdestroyingcountless monsters? This one is for you. You are

the monster. Pickfrom six. You mavbe thepant amphibian,

Goshilla. Knock dov^ the Golden Gate bridge or tip oyer the

Empire State Building^, But look out for the National Guard. You

pick the goal and see ityou can make it. Five objectives. Cassette or

disc $29^95 . i •

Bridge 2.0 (Dynacomp) Z4K Now^you can practice your bridge

at homel)efore you have to embarrass yourself at the neighbors.

Brid2;e 2.0 bids (Goren) and plays both contract and duplicate

bridge. It even doubles ifvou get carried aw^ay with your bidding.

No graphics, but clearly arranged format makes playing easy

Cassetft $17.95
Star TreU 3.5 (Adventure International) 24K Lots of

color, lots ofaction as vou hyperwarp throu^ the quadrants

in your search for Klingons. Thisprogram w^ill satisly the

"trekkie" in us all. Cassette $16.95
. ^

Adventureland (Adventure International) Z4K Designed for

the novice at adventuring and a great w^ay to get hooked on the

w^orld of adventure. As you make your
w^ay through an enchanted world you
will encounter wild animals, spell-

ridden critters and more. Your task is to

avoid the perils asyou try to collect the

13 lost treasures. Cassette $14.95
Mission Impossible (Adventure

International) Z4K Another adventure
from the great Scott Adams. Beginning
"Good morning, your mission is . .

.",

your task is to save a nuclear reactor

from destruction. This adventure
game is not easy. Cassette $16.95

For Your Business. With more top
business programs coming.

File Manager 800 (Synapse) 40K
The premier data base management
system available for ATARI. Not a
translation. File Manager fully utihzes

the special keyboard ofATARI. It creates

files, sorts data, prints labels to your
specifications. The full documentation
is clear and easily understood. We think

this one is flilly competitive with data

base systems at several times the price.

Disk, 825 Printer $94.95
Text VTizard™ (Datasoft) 32K

ATARI owners have waited a long time
for a hidi quality, full blown word pro-

cessor. This easy-to-use and compara-
tively inexpensive program has received

raves from users across the country.

This program fijlly utihzes the unique
ATARI keyboard and ease ofcursor move-

ment. Justifies right, left and center.

Pagination. Word search and substitute.

Diskette and ATARI 825, Centronics 737
or Epson MX-80 printer. $99.95

niRCLE 160 ON READER SERVICE CARD
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Genetic Drift and Space Quarlis

r

Space Games for the Apple

Dale Archibald

GPeatlve coi«pattRtf
SOFTWARE PROFILE

Name: Genetic Drift

Type: Arcade

System: Apple II or II Plus. 48K

Format: DOS 3.2 or 3.3 disk

iM^sm^^t Machine

Summary: A finger-tangling

typewriting takeoff

Price:$29.95

^ Manufacturer:

Broderbund Software

2 Vista Wood Way,
San Rafael, CA 94901

Is your tan generated by your

monitor? Is your idea of exercise running

upstairs to the bathroom between games of

Super Invader? Can you still see your shoes

when you're standing up?

Vm sure you've read science fiction

stories in which people in the 24th century

are undersized, paunchy, bald, enormous-

headed types. Are we computer users

establishing the evolutionary and genetic

Dale Archibald, 1817 Third Ave. N., Minneapolis,

MN 55405.

Creative Computing Buyer's.Guide

patterns leading to that future?

Broderbund has hope for us, and

pubhshed Genetic Drift by Scott Schram
to keep our wits sharp and our typing

fingers muscular.

The training regimen begins with a

funny graphic, nearly as good as the

illustration on the package.

You start with a diamond figure

framed by four lines of four shapes. These

move up and down, or back and forth,

depending upon whether they are hori-

zontal or vertical.

As they do their slow promenade, the

shapes unleash squares of genetic garbage

at you. Allow them to strike the center

diamond, and you're dead.

You begin with three lives (although

you can add more as yop score points and
levels). ^

To destroy the garbage and change

the dancing shapes into benign life forms

(appropriately shaped like little TVs,

complete with rabbit ears), you must zap

them. You aim up by hitting "Y," left with

"G,", right with "J," and down with the

space bar. To fire a single shot, use ESC.
To fire in all directions at once, you hit A.

This will only work a few times per level,

however.

Let's assume you have turned the

right-hand quartet into three benign TV
sets and a little bowtie. That quartet will

continue to fire garbage at you.
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If you fire and the garbage disappears

from in front of a TV before it is struck,

you are quite likely to change the TV into

an unfriendly life form. That form must be

mutated back into a tube.

On the other hand, if you hit the lone

bowtie and change it into a TV, the entire

row will be (mostly) benign. It will send

little hearts announcing undying friendli-

ness. Occasionally, though, the hearts are

upside down. If you shoot a heart, the

entire row destabilizes and mutates into

unfriendly forms. If you don't shoot an
inverted heart, the same will occur.

Here, too, the upsidedown heart may
evaporate just as you fire. You destabiUze

all the friendlies by mutating one.

Once you have mutated all four

quartets, you earn a short break before

moving on to the next level.



Space Quarks is a
graceful choreograph of

a shoot 'em up.

As you go along, the forms fire faster

and faster. The run-of-the-mill hateful

forms are joined by radioactive chunks

flinging matter at you, and these must be

hit as many as six times before they evolve.

Onslaughts rapidly become hectic in

Genetic Drift as garbage, hearts and

upsidedown hearts zip toward the center.

It will sharpen your reflexes and the speed

with which you can type everyday words

such as "JYG" and "YGG," or "GY G'\

No quarter or rest is given, aside from

the little breaks between levels. But if you

don't mind wearing down the tops of the

same three keys and the space bar— not to

mention the tips of your fingers — you'll

love this game.

Space Quarks
Broderbund has an exceptional line

of tempting games. I his one, written by

staff designer Chris Jochumson, Space

Quarks is a graceful choreograph of a

shoot 'em up.

GPeative compattR^
SOFTWARE PROFILE

Name: Space Quarks

Type: Arcade

System: Apple II or II Plus, 48K

Format: DOS 3.2 or 3.3 disk

Language: Machine

Summary: Zap dancers to the music

of the spheres

Price: $29.95

Manufacturer:

Broderbund Software

2 Vista Wood Way
San Rafael, CA 94901

First, the menu at the beginning of the

game lets you choose the paddle you want

to use, whether you want sound, etc. Press

Return and you're ready to research Space

Quarks.

At the bottom of the screen is a slow-

reacting "riboflavin injector." Above it is a

dancing group of shapes: the quarks. These

come in different shapes and bright colors.

As the quarks change their paths from

straight lines to graceful curves and circles,

you must inject them. Some simply

explode when struck; others do a kamikaze

dive at the injector. Hit a diver, and all

shapes begin dropping bombs.

If you learn to discern which quarks

simply explode without rousing the entire

swarm, you can pick them off without

rousing the others. Leave the divers to

reach the highest altitude so you will have

time to try to avoid their attacks once you

fire on them.

You begin with three injectors, and

earn another each time you clear a screen.

Each of the four screens has different

shaped quarks dancing a different dance.

As long as you don't fire, you are safe.

At a certain level in the game, the

shapes all become the same color, and you

can no longer easily pick out the innocuous

ones from the divers.

The movement of the quarks is very

smooth, but the slowness of the injector

can be very frustrating.

Allenbach is putting tomorrow on disks

The future of the world is written in computer software.

And Allenbach disk duplication is making sure that the

future is faithfully reproduced. We use our own
Allenbach diskettes and state' of the art equipment,

with electronic surface evaluation of each diskette

before use. Copies are 100% verified, track by track,

and carry the Allenbach lifetime warranty against

defects in workmanship or materials.

For information and prices on disks, dupli.cation, and

dealer information, please call (800) 854-1515. In

California, coll (714) 438-2258 collect.

TUlenbach
Industries Inc
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At Hayes, we don't believe in sec-

ond best. Or planned obsolescence. We
believe in taking the state of the art to the

limit. Our new Smartmodem, for exam-
ple, is the most sophisticated 300-baud
originate/answer modem you can buy
And yet, it is perhaps the easiest-to-use

modem ever.

RS-232C Compatible. Smartmodem
lets any RS-232C compatible computer
or terminal communicate by phone with

other computers and time-sharing sys-

tems located anyw/7ere in North America.

You get full and half-duplex operation

with both Touch-Tone* and pulse dialing.

Auto-Answer/ Dial /Repeat.
Smartmodem can answer the phone, dial

a number, receive and transmit data, and
then hang up the phone- automatically!

If desired, Smartmodem will even repeat

the last command. You can depend on
Smartmodem for completely unattended
operation.

Completely Programmable.
Smartmodem can be controlled using

Microeomouter Cornponent Svstemf

any programming language. Over 30 dif-

ferent commands can be written into your

programs or entered directly from your

keyboard.
Smartmodem also includes sever-

al switch-selectable features that let you
tailor performance to your exact needs.

You can "set it and forget it" for the ulti-

mate in convenience.
Built-in Audio Monitor. Thanks

to an internal speaker, you can actually

listen to your connection being made.
You'll know immediately if the line is busy
or if you reached a wrong number

and you don't even need a phone!
Status at a Glance. Seven LED s

indicate Smartmodem's current operating

mode: auto-answer, carrier detect, off

hook, receive data, send data, terminal

ready and modem ready. You're never
left in the dark!

Direct-Connect Design.
Smartmodem is FCC registered for di-

rect connection to any modular phone
jack— there's no acoustic coupler to cause
signal loss and distortion.

Smartmodem, Smart Buy. Pro-

fessional quality features. Versatile per-

formance. A full two-year limited warranty
A suggested retail price of only $279.

What more could you want? Per-

haps the matching Hayes Stack Chrono-
graph, an RS-232C compatible calendar/

clock system.
Check out the Smartmodem wher-

ever fine computer products are sold.

And don't settle fW\
for anything less | A 1 LJoifAO
than Hayes. 1 T J rigYl^O
CIRCLE 162 ON READER SERVJCt CARD

Smartmodem.
Theultimate concept in modems

is nowa reality.
X,

% \s a tad? of

TO0ti€ts inc. r, Nofcross, Georgia 30092 (404) 449-87il

inv, buld Qniy unneJj S.A. TM American Telephone and Telegraph c, 1981 Hayes Micr
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NEW!
Just released

MEGA^OFT INC.
introduces

FAST ACTION...

KILL THE
ATTACKING CREATURES

MEGALEGS.-.more than just another

computer game
...it's exciting

.^.it's challenging

...it's a spectacular arcade game with a

new dimension of excitement and...

...it's destined to be one of '82's most
fascinating and most demanded fun

games! Collect points by killing off the

attacking creatures. As your skill improves,

the attackers speed increases.

Will you survive?

Joystick required.

Available on disk or cassette... only $34.95.

for

ATARI
400 and 800
COMPUTERSi

16K

ATARI and ATARI 400 and ,800 is

a registered trademark of Atari Inc.

CIRCLE 163 ON READER SERVICE CARD

AT YOUR
LOCAL DEALER NOW
or ORDER DIRECT FROM —

necAMrZ inc.
31 East 31st Street, New York, N.Y. 10016

(212) 889-4356
Add $2.00 for shipping and handling.

MASTER CARD or VISA Charges Accepted.

Dealer Inquiries Invited.



Operation Apocalypse

War II

Games are an abstraction of reality.

One of the simplest games is the Oriental

game of Go which is a fight for territory.

The rules of Chess are more complex
than Go and the game more closely resem-

bles a battlefield. The microcomputer
allows the submersion of rules in the bowels

of a program and frees the participant

from the details allowing him to concentrate

on clever strategies and sweeping plans

of attack.

Strategic Simulations has introduced a

new computer game called Operation

Apocalypse which simulates major World
War II land operations. It requires a 48K
Apple II with Applesoft ROM Card or an

Apple II Plus and one disk drive. The
game is actually four games in one since

it has four different scenarios representing

four different WWII battle operations.

The battlefield is laid out before the

players on the Apple screen. Battle move-

ments are shown in color as tanks and

troops march across the terrain and the

sounds of battle are heard as the artillery

is fired or forces engage in combat.
My only previous contacts with war-

gaming were Risk, Diplomacy, and
Stratego, parlor games played with markers

on a board (if you don't remember, ask

your father). I seem to have stepped into

the latest rendition of a genre unknown

George Miller

cmatlve compnUn^
SOFTWARE PROFILE

Name: Operation Apocalypse

Type: War

System: 48K Apple with Applesoft,

Disk Drive

Format: Disk

Language: Applesoft

Summary: Excellent

Price: $59,95

Manufacturer:

Strategic Simulations, Inc,

465 Pairchild Dr,

Suite 108

Mountain View, CA 94043

George Miller, 2426 Bush St., San Francisco, CA
94115.

to all but a fanatical group of war-gaming

freaks. One reason you have to be fanatical

to be a war-gamer is that it ofen takes a

great deal of time to learn the rules and
play the game. The computer changes all

of that.

The most complicated part of the Opera-

tion Apocalypse rules is listed in an

appendix as the combat resolution tables.

The players need not read these since the

computer knows them arid resolves all

combat accordingly. The computer also

keeps a running score to let you know
which side is winning. The eight-page

instruction book can be read, but it is

more fun to put the game into automatic

mode and watch the computer take over

the playing of both the AUies and the

Germans.
For two hours you can sit in front of

the screen and watch the raging tides of

war as the computer plays itself. You can
pick up most of the rules of the game just

by watching. The next step is to ask the

computer to play the part of the Germans
as you assume command of the Allies.

Vou can choose between two levels of

difficulty which govern the strategy used

by the computer, and you can choose
whether or not your forces are invisible

(a la Stratego). I made the mistake of

going into invisible mode and promptly
lost track of all my troops. (The game
comes with two plastic boards and pens
for keeping track of invisible units.) After

honing my skills on the computer 1 invited

one of my friends over for a session and
let him be the AUies while I took control

of the German army.

Eath game lasts about three hours, but

allows plenty of opportunities for saving

the game so you can continue at a later

date. There is a real time element which
allows you only a certain amount of time

to decide where to move before the com-
puter passes on to the next phase. The
element of chance is provided not only in

random terrain setup and combat resolu-

tion, but also in a comical fashion called

panic moves: s»ometinies the computer

Creative Computing Buyer's Guide 113



World War II, continued

will decide that one of your units has

panicked and madly moves the unit ran-

domly about, often mucking up your care-

fully figured plans.

The packaging of Operation Apocalypse

is superb. Inside an attractive box are

found the rules, a game selection card, a

floppy disk, two plastic record charts

outlining the 7 x 18 hexagonal battlefield

grid, and four color pens fot marking

your hidden troops. Th6 materials are of

high quality. The instructions are beautifully

typeset. (IBM are you listening?) Stategic

Simulations, Inc. has their act together.

They know how to write computer software

which has no bugs (I haven't come across

any after many hours of play), and they

have an extremely user-friendly presenta-

tion. (Jiist put the disk in, turn your machine

on, and away you go.) All this for $59.95.

The business software products sold

for large mainframe computers look shoddy

by comparison and often sell for hundreds

of thousands of dollars. Has no one else

noticed this disparity?

I shall describe in detail just one of the

four games that come with Operation

Apocalypse: Advance to Contact. As men-
tioned before, even though there are elab-

orate rules in the game, the computer
knows them and will tell you when you
make an illegal move and describe your

possible correct moves.

The main difference in the four games
is the objective or victory conditions. The
objective in Advance to Contact is to

take control of, and hold the cities. The
hex grid painted in color on the screen

represents a valley which has become a

key point in the Allied advance. Units are

dispatched to take the towns and hold

them before the German player can organ-

ize and set up defensive positions that

would hold back the advance.

The Germans see what is happening

and quickly dispatch units to the area.

The Allied units enter from the left side

of the screen and the German units enter

from the right side. There is a river which

crosses the valley. There are open plains,

cites, forests and rough terrain in the valley

which have varying effects on the move-

ment of troops and the combat of forces.

Each side receives 15 units in turns 1-10.

The game lasts 20 turns.

There are four types of units in this

scenario: tanks, infantry, artillery and

engineering units. Each type of unit has

different characteristics. The tank bat-

talion, for example, can be set to any one

of six modes: defense, normal, transport,

fire, attack, and reorganization. The tank

battalion cannot move in defense mode,

but can resist strong attacks from the

enemy (good for holding cities once
captured). The transporation mode allows

the battalion to move long distances but

leaves it vulnerable to attack. The fire

mode allows the tank to fire a short distance

over rivers or lend support to its own
troops from behind the lines. The attack

mode allows only limited movement, but

quickly destroys an enemy not in attack

or defense mode. The reorganization mode
allows no movement and is very vulnerable,

but permits a unit to build up strength.

A player may selectively change the

mode of each of his units at the beginning

of each turn. You may either change from
any mode to normal mode or from normal

mode to any other mode (i.e. to go from
attack mode to defense mode takes two
turns: attack-normal-defense). The engi-

neering units have an interesting mode
which allows them to build a bridge across

a river.

Playing The Game
The computer first randomly constructs

the hex grid containing the layout of the

valley. The Commander of the Allied forces

goes first and must follow the following

sequence of play:

1. Artillery Arrival Phase. There is some

artillery off the screen which can be

directed to certain parts of the valley.

The player's turn starts With an artillery

bombardment. There is nothing to do here

except watch various cells of the grid

flash as they are hit and listen to the

awful sound of explosions.

2. Artillery Plotting Phase. Here is where

the player can make a strategic decision.

By directing the cursor to various cells of

the grid, he can indicate where the next

round of artillery will hit on the next turn.

You must be careful to remember where

you aimed since you may wind up bom-

barding your own troops next turn.

3. On-Board Artillery Phase. Any tank

or artillery battalion you have on the screen

which is in Fire mode can be fired. You
must be quick and indicate exactly where
the fire is directed or the computer will

just move on to the next phase.

4. Reorganization Phase. All units in

the reorganization mode will take on more

strength. This phase is automatic and the

players don't see anything on the screen.

5. Mode Change Phase. The player gets

the opportunity to change the mode of all

units under his command except artillery

units which fired in the previous artillery

fire phase.

6. Landing Phase. Paratroop units that

are scheduled to arrive in this turn land at

predetermined drop zones. Seaborne units

will land. Units arrive in attack mode
except artillery units which arrive in normal

mode. The Advance to Contact scenario

has no paratroopers or seaborne units so

this phase is not used.

7. Movement Phase. This is the most

important phase— the one where a player

can move any unit which is in a mode
which permits movement. When a unit

moves into a cell adjacent to an enemy
unit then combat automatically takes place

(the exception to this is the night moves
which take place every fifth turn). The
combat between rival forces is resolved

by the computer which determines the

losses to each side. The strength of each

unit is reduced by the appropriate amount.

If the strength of a unit drops below \

then the unit disappears forever from the

game and the victor can advance into the

emptied cell and continue his attack (if

he is in the attack mode). To move a unit,

the player tyj)es in a number from one to

six indicating which one of the six cells

around his hex he wishes to occupy. The
unit then moves in that direction (if he is

not blocked). You get to see, pictured on

the screen^,the tank or infantry man trudge

into the adjacent hex. accompanied by a
ticking sound not unlike the syncopated

rhythm of marching; feet. When two
opposing forces meet, the combat is repre-

sented by a flashing light and an explosive

sound.

At the end of each turn the computer

displays the score, indicating which side

is winning.

Suggestions for Improvement
I guess it is only human nature to want

better after being shown the best. After

whetting my appetite for computer simu-

lations. Operation Apocalypse has inspired

me to imagine ways to improve the game.

Although the computer has reduced a

game from days to hours of playing time,

I still felt a. need for more action. The
movement of units was too slow (about

ten seconds) for my trigger happy fingers.

The invisibility aspect was poorly

addressed, and offering cards for you to

use in keeping track of your men eliminates

the advantages of having the computer

do the tedium for you. Stratego is nice in

that your men remain visible to you, but

invisible to your opponent. This is imposs-

ible on the screen. Furthermore, the turns

take a long time, leaving you and your

opponent alternately bored. How about a

simulation which incorporates two micro-

computers with each player having his

own screen showing him only his own
men and allowing the players simultaneous

moves?
Operation Apocalypse represents hun-

dreds of hours of playing pleasure, a most

worthwhile investment. The rules are

clearly and briefly explained. The various

scenarios and random terrains provide

endless tests of one's military prowess. I

foresee these computer games stepping

closer and closer to reality, and try not to

think that they may be training the generals

of future wars who might do battle oil

screens much like the ones described

above.
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GPeafclve
GontpiiitRff
softwape TRS-80"

Adventureland, Pirate Adventure
and Mission Impossible

Adventures 1 , 2. & 3

Disk CS-4513 $29.95
Requires 48K Applesoft or Apple II Plus

Disk CS-3516 $39.95
Requires 32K
TRS-80 Model I

1 . Adventuroland (by Scott Adams).
You wander through an enchanted
world trying to recover the 1 3 lost

treasures. You ll encounter wild

animals, magical beings, and other

perils and puzzles. Can you recover

the Blue Ox from the quicksand?
Or find your way out of the Maze
of Pits? Happy Adventuring ...

2 Pirate Adventure (by Scott
Adams). "Yo ho ho and a bottle of

rum..." You'll meet up with the pirate

and hisdaffy bird along with many
other strange sights as you attempt

to go from your London flat to

Treasure Island. Can you recover
Long John Silver's lost treasure?
Happy sailing, matey....

3. Mission Impossible (by Scott
Adams). Good Morning, your
mission is to... and so it begins.

Will you be able to complete your
mission on time? Or is the world's

first nuclear reactor doomed'? This

one's well named It s hard, there s

no magic, but plenty of suspense.
Good Luck. ..

Voodoo Castle,

The Count and Strange Odyssey

4. Voodoo Castle (by Scott Adams).
Count Cristo has had a fiendish

curse put on him by his enemies.
There he lies, with you his only
hope. Will you be able to rescue
him or is he forever doomed?
Beware the Voodoo Man. ..

5. The Count (by Scott Adams).
You wake up in a large brass bed
in a castle somewhere in Tran-
sylvania. Who are you, what are
you doing here, and WHY did the
postman deliver a bottle of blood?
You'll love this ADVENTURE, in

fact, you might say it's Love at

First Byte....

6. Strange Odyssey (by Scott
Adams). Marooned at the edge of

the galaxy, you've stumbled on
the ruins of and ancient alien

civilization complete with fabulous
treasures and unearthly technol-
ogies. Can you collect the treasures

and return or will you end up
marooned forever?....

Adventures 4, 5, & 6

Disk CS-4522 $29.95
Requires 48K Applesoft or Apple II Plus

Disk CS-3517 $39.95
Requires 32K TRS-80 Model I

Mystery Fun House, Pyramid
of Doom and Ghost Town

Savage Island Parts 1 &2
and Golden Voyage

Adventures 7. 8. & 9

Disk CS-4523 $29.95
Requires 48K Applesoft or Apple II Rus

Disk CS-3514 $39.95
Requires 32K TRS-80 Model I

7 Mystery Fun House (by Scott
Adams). Can you find your way
completely through the strangest
Fun House in existence, or will

you always be kicked out when
the park closes?....

8. Pyramid of Doom (by Scott
Adams). An Egyptian Treasure
Hunt leads you into the dark re-

cesses of a recently uncovered
Pyramid. Will you recover ail the
treasures or more likely will you
join its denizens for that long
eternal sleep?....

9. Ghost Town (by Scott Adams)
Explore a deserted mining town
in search of 13 treasures. From
rattlesnakes to runaway horses,
this ADVENTURE'S got them all!

Just remember, F^rdner, they don t

call them GhostTowns for nothin

.

(also includes new bonus scoring
systems.)

1 0. Savage Island Part 1 (by Scott
Adams). A small island in a remote
ocean holds an awesome secret.

Will you be the first to uncover
it?....

1 1 Savage Island Part 2 (by Scott
Adams). After struggling through
Part 1, you have the consolation
of knowing it's half over. This
concludes this two part ADVEN-
TURE. It requies that you finish

Part 1 and receive the password.

12 Golden Voyage (by Scott
Adams). The king lies near death
in the royal palace— you have only
three days to bring back the elixir

needed to rejuvenate him. Journey
through the lands of magical foun-
tains, sacred temples, stormy seas,

and gold, gold. GOLD! Can you
find the elixir in time?....

Adventures 1 0, 11 ,& 1

2

Disk CS-4524 $29.95
Requires 48K Applesoft or Apple II Plus

Disk CS-35 15 $39.95
Requires 32K TRS-80 Model I

Scott Adams's
Adventures

Apple II and TRS-80 are registered trademarks of Apple Computer and Radio Shack

Order Today
To order send payment* plus $2.00 postage and handling to Creative Computing,
Dept. SG26, 39 E. Hanover Avenue, Morris Plains, N.J. 07950. Orders may also be
charged to your Visa, MasterCard or American Express account—by mail include

credit card name, number and expiration date, or if you prefer, use our 24-hour
toll-free number, 800-631-81 12. In N.J. only 201-540-0445.

*N.J. Residents add 5% tax.
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Computer Air Combat

I I

GPeattve GompnttRC^
SOFTWARE PROFILE

Name; Computer Air Combat

Type: Strategic Air Combat Simulation

Systems 48K Apple 11+ or 11 with

Applesoft in ROM, one disk

drive

Fomat: Mixed graphics and text

Language: Applesoft

Summary: Great

Prtce: $59.95

Manufacturer:

Strategic Simulations, Inc.

465 Fairchild Dr.

Suite 108

Mountain View, CA 94043

Dale Archibald

My regular Monday night wargaming
opponent and I had finished playing a

computer game about 10:00. Basking in

the warm glow of victory for a change, I

decided to unwrap my brand new copy of

Computer Air Combat, from Strategic

Simulations, Inc. (SSI). I jammed the floppy

into the disk drive without even looking

at the 18-page 8 1/2" by 11" instruction

book, game selection card, map boards,

aircraft data cards, or any of the other
items in the box. After all, we were

Dale Archibald, 1817 Third Ave. N., Minneapolis,
MN 55405.

experienced computer gamers. Only begin-

ners read instructions.

The screen prompted us to select among
multi-player Air Race, solitaire-only V-1

Intercept and Night Fighter, or solitaire/

two-player Bomber Intercept, and Dogfight.

Since it was late, we decided the V-1

scenario would be best: fast and easy.

We watched the screen and waited for

the first V-1 to fly into sight while the

lone aircraft flew north forever. My friend

left at 10:30 without seeing anything appear,

so I grudgingly decided to thumb through
the instruction book before 1 went off to

bed. Then I unearthed the game selection

card from the assortment of literature in

the box. "Eureka," I should have cried.

I finally got to bed about 1:30 a.m.

after several unsuccessful V-1 chases. As
a writer about computers and games, I

have to understand totally how they work,
you see. Er, at any rate, I decided to take

another little shot at the V-ls after break-

fast. Just a few minutes, just to be able to

write about the game.
I quit to eat lunch, but didn't turn my

Apple II off. In fact, I brought a sandwich
to it (first time that's happened). I finally

summoned the willpower to shut it down
at dinnertime.

It took me the better part of a week to

get my mania under control.

By now, you know I like it, of course.

SSI and the game designers, Charles

Merrow and Jack T. Avery, have come
up with a real winner.

Those of you who have played other

SSI titles are familiar with the firm's

attention to detail. Computer Bismarck,

for example, was based on the Nazi pocket

battleship Bismarck's attempt to smash
through the British Home Fleet. Computer
Ambush took a squad step-by-step through

a bombed-out village in Occupied
France.

Computer Air Combat combines the

best features of those games and adds

many new twists of its own, particularly

the third dimension of altitude.

In Bismarck, the entire game was spent

trying to find the enemy. The combat
itself was secondary. Not so here.

In Ambush, there were so many factors

to consider that it took a long time for the

computer to determine what happened.

Not so here.

The program uses the flight char-

acteristics of 36 different WWII aircraft

as a foundation. These range from the

British Spitfire I to the American B-29

Superfortress, the Japanese A6M2/Zero
Sen (Zeke) to the German Me 262A-1 jet

fighter.

In the Bomber Intercept scenario, for
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instance, the player and opponent may
choose a total of 16 aircraft of four types

(interceptors against bombers and fighter

escort) to be deployed. Dogfight matches

fighter against fighter, again either ran-

don>ly or with starting location, altitude,

speed, etc., determined by the players.

(Even a scramble from ground level is

possible.) Yet when I matched five aircraft

against the Apple's five, it took just a

little over two minutes before it was time

for me to move again.

There are general commands for the

total flight, and specific commands for

the individual planes. Global Plot, for

instance, shows all sighted ships, friendly

and enemy, as if you Were looking down
from above. But if an enemy aircraft can't

be spotted by one of your pilots, it won't

show on the screen until it can be.

The general command Position Report

lists all information on sighted aircraft,

including X and Y coordinates. You mark

these on the map boards in grease pencil.

Status Report describes the damage a

friendly aircraft has sustained, and the

amount of ammunition remaining.

Movement shows a graphic plot from

above of all aircraft 6,000 feet ahead,

2,000 feet behind, and 7,000 feet to the

sides of the subject aircraft, at the beginning

of the move. Listed underneath is the

speed, altitude, and other information about

the plane.

Tactical plot shows the same view after

movement of all ships of both players.

If an enemy craft is within firing range

and at the right altitude, and if the nose

of the ship is at the right angle and you

have ammunition left, you can fire. Combat

can be selected after the Tactical plot.

You are asked if you want to fire at possible

targets, given the distances, etc.

Of course, there is a Quit and s^ve

game feature.

Movement
Moving aircraft to get them into battle

is the most complex part of the game, and

rightly so. Among other elements, move-

ment depends upon the type of aircraft,

speed, direction, altitude, bank and nose

attitude. Both players' ships move at the

same time, even though they enter their

maneuver orders at different times.

There are nine possible maneuvers:

ST-Straight ahead

RR-Roll Right (a selected 45-180

degrees)
^ RL-Roll Left (same selecdon)

TR-Turn Right (45-degree direction

change)

TL-Turn Left (same change left)

SR-Sideslip Right (move to right without

changing heading)

SL-Sideslip Left

NU-Nose Up
ND-Nose Down.

Each maneuver requires a certain dis-

tance change, depending upon type, speed,

and altitude.

Speed is reduced with every maneuver

except ST. It can be altered by throttUng

back in level flight, climbing, or diving.

Go into a chmb at too slow a speed, and

your ship will stall. When it recovers from

its out-of-control dive, your direction and

altitude will have changed.

The roll maneuvers are perhaps the

most important submaneuvers. (See Figure

1.) These change the bank altitude of the

individual aircraft, and that affects turns,

sideslips, climbs and dives.

Under the graphic during Movement
mode are various listings, such as speed,

altitude, present maneuver, etc., and bank.

A bank of LV signals that the craft is

level. A description of Rl (right roll, one

point) means the ship is at a 45-degree

angle to the horizon. R2 signals the wings

are straight up and down at 90 degrees.

The IR designation means the ship is

inverted 135 degrees from the horizon, to

the right. When it's level, but upside down,

the caption is IV.

The ship continues through IL, L2, and

LI back to LV again. On the screen, each

position is symbolized by a different

graphic. Asking for an ID of any aircraft

on the screen elicits its nationality, type,

speed, heading, altitude, bank attitude,

etc.

One last command is CK for Check
capabilities. This gives a three-line summary

of the capabilities of the aircraft you're

flying, updated as you perform maneu-
vers.

Other factors in the game are VisibiHty,

Combat Damage, and Ammunition
Supply.

Joel Billings, president of SSI, said the

company plans to bring out a supple-

mentary disk of other aircraft from other

fronts. It will be possible to arrange some
very exotic matchups when that comes
on the market.

Nevertheless, even with the present

game, it will be difficult to exhaust the

possibihties. Pilots can be aces, average,

or inexperienced; matchups of combatants

can be changed; scenarios can be tailored

to actual air battles, and so on.

Weak spots? The instructions could be

a bit clearer to emphasize certain key

points. I'd also like to see illustrations on

maneuvers. My friend would enjoy seeing

acUon when moves are made, instead of

just a lisdng of hits. But these are minor

complaints.

Overall, I consider this one of the finest

computer games of its type I've yet played.

It is expensive but well worth $59.95 to

those who like this type of strategic, thought

provoking pastime. Detailed and compara-

dvely fast-paced. Computer Air Combat
is a marvelous game.

* 25%
DISCOUNT OFF RETAIL ON
SOFTWARE AND HARDWARE

APPLE— ATARI—TRS-80
PET-VIC 20— CP-M— 18M

MAXELL, ETC.

LARGE SELECTION OF
COMPUTER PAPER

FOR HOME— OFFICE— INDUSTRIES
SEND $1 .00 FOR DISCOUNT

PRICE LIST

(DEDUCTIBLE FROM YOUR FIRSTORDER)

DATAWARE inc.
213-465-9751

(Discount Mail Order) ^

P.O. BOX 1 122, HOLLYWOOD,
CALIFORNIA 90028

* EXCEPT ON FEW SELECT ITEMS—
COST PLUS

CIRCLE 165 ON READER SERVICE CARD

/OUALITY * FLEXIBILITY * CHOICE^
TEACH YOURSELF BY COMPUTER SOFTWARE™

(TYC), a leading independent supplier of

educational software for microcomputers, knows

what educators want.

QUALITY SOFTWARE; that has been tested and
used in school's nationwide. Software with sup-

port. We answer questions before and after the

sale and guarantee our software.

FLEXIBLE SOFTWARE: all our software is designed

with your needs in mind! How many drill and test

programs have you bought and could not

change the questions?Our drills are designed to

give the non-programmer the flexibility to use

whatever questions and answers you wish,

CHOICE: we offer all types of programs: drills,

test authoring, recordkeeping, and tutorials for

both the APPLE* and the TRS-80' *
. Subjects? TYC

SOiTOARE has programs on almost all school

subjects.

Write for free brochure to:

Teach
Yourself by
Comouter Software"

40 Stuyvesant Manor Geneseo, NY 14454

716- 243-3005
'trademark of AppI* Comput«r Inc.

••frodemark of Tandy Corp.

CIRCLE 166 ON READER SERVICE CARD
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Imagine how excited I was when, after

using the Apple in the Editorial department
of Creative Computing for nothing but
mundane record keeping, several new
games appeared on my desk for review. I

began to drool as my grubby little hands
booted the games for the first time. One
of them, Castle Wolfenstein from Muse,
has made me an addict.

After the almost endless list of tedious

instructions for playing Castle Wolfenstein,

an Allied prisoner shows up in the first

room of a maze of adjoining rooms that is

guarded by Nazi soldiers. The mission is

to maneuver the Allied soldier past cruel

Nazi guards and sadistic SS stormtroopers,

recover the secret war plans, and escape
the deadly confines of Castle Wolfenstein.

Armed with a gun loaded with ten bullets,

the Allied captive attempts to kill Nazi

guards who scream with piercing shrillness

when shot. Aftbr shooting a Nazi, the

prisoner can search him for such goodies
as bullets, grenades, and door keys by
standing over the dead body and pressing

the space bar. However, the prisoner can
take bullets from a dead guard only if the

cpeatlve compiiUR{{
SOFTWARE PROFILE

Name: Castle Wolfenstein

Typet Action/Adventure game

Sy^em; Apple 11 or 0 Plus with 4SK,
Applesoft ROM

Fomat: Disk

Language; Machine Language

$iimi»»ry: Challenging and
interesting game

Manufacturer:

Muse Software, Inc*

347 Charles St.

Baltimore, MD 21201

gaurd's clip contains more than the pris-

oner's supply. Sometimes a gaurd will

surrender to the prisoner when an empty
gun is pointed at him from point-blank

range. Then the prisoner can search the

guard and shoot him with his own ammuni-
tion.

Once the pesky Nazis are eliminated

from the first room, the prisoner can search

the supply chests that are located in most
of the rooms by pointing his gun at the

chest and pressing the space bar. By
pressing the *U' key, the prisoner obtains
the contents of the chest. The contents of

these chests enable the prisoner to replenish

depleted supplies of bullets and grenades;

he may also find Nazi uniforms and
bulletproof vests. Once the prisoner is

wearing the uniform and vest, he can
wander from room to room unnoticed by
all Nazis except the SS men. The SS
stormtroopers are particularly nasty

whelming power. They are hard to destroy,

and it usually takes a direct hit from a
grenade to kill 'them. Often, a missed
attempt at killing a stormtrooper spells a

quick, sure end for the Allied prisoner.

Once the prisoner has a full supply of

ten bullets, three grenades, and is wearing

the uniform and vest, all he needs to

complete his escape are the war plans.

But the road to escape is long and hard,

and blocked by ruthless Nazis.

There are many pitfalls to hinder the

escape of the Allied prisoner. Depleted
supplies of bullets and grenades, confusing

paths of escape, and frequent encounters
with the seemingly unconquerable SS
stormtroopers all contribute to a very low
success rate.

Castle Wolfenstein is not without its

annoying features. One of them is its

irritating habit of disrupting the game's
graphic layout when the Allied prisoner

accidentally bumps into a wall. But the

most frustrating feature is the length of

time it takes to escape. This is due mainly

to the time it takes to open the supply

chests. Even more frustrating is waiting a
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long time for a chest to open only to find

that it contains something completely

useless like sauerkraut, bratwurst, or

schnapps.

Shooting bullets at a chest cuts down

the amount of time it takes to open it but

also diminishes the supply of bullets. You
quickly learn that patience is the most

important virtue when playing Castle

Wolfensteinr

With a little luck and a lot of patience,

you can escape from the castle. If you are

lucky enough to escape with the war plans,

you will definitely be promoted in rank; if

you escape without the plans, you may or

may not be promoted. With each escape,

the layout of the castle changes and escape

becomes more difficult.

The graphics of the game are simple

but effective. The three different soldiers—

the AUied prisoner, Nazi soldiers, and SS

men— are easily distinguished from each

other by their clothing. The prisoner (unless

he is wearing a Nazi uniform or veist) has

no distinctive markings; an ordinary Nazi

soldier has a dark uniform with a stripe

across it; and the powerful stormtroopers

wear the ominous letters SS on their vest.

Explosions are brightly flashed on the

screen to signal the demise of the prisoner

and the end of the game. Escaping from

the castle is depicted by the escaped

prisonei- triumphantly standing out on an

open drawbridge with the brightened sky

overhead filled with birds.

Castle Wolfenstein can be played with

a joystick or paddle, or on a keyboard.

The joystick allows for the easiest maneu-

verability, while the keyboard is the most

difficult of the three controls to direct

movement.
Castle Wolfenstein may be a little slow

to play, but the thrill of the escape is

worth the wait. Auf wiedersehn!

"Now this model has the data structuring capabili-

ties of COBOL, the block structured organization

of ALGOL, the compact math expression ofPL/C
and the low cost of a calculator.

"

$
125

SUPER RAM II

16K Language Card

With ROM SOCKET

2 Yr. Warranty

COMPUTER PRODUCTS

DESIGNING

MANUFACTURING

ELECTRONIC ENGINEERING

R. H. Electronics
COPYRIGHT © 1981 - PATENTS PENDING

566 Ireian, Bin CC
Buellton, CA 93427

(805) 688-2047

SUPER FAN II
FOR YOUR APPLE II COMPUTER*

TM

$74.95

COOL IT"

• CLIPS ON-NO HOLES OR SCREWS • REPLACEABLE SWITCH
• AVAILABLE IN 120V OR 240V AND 50/60HZ • DURABLE MOTOR
• REDUCES HEAT CAUSED BY EXTRA PLUG-IN CARDS
• INCREASED RELIABILITY-SAVES DOWN TIME AND REPAIR CHARGES
• TAN OR BLACK COLOR
• LOW NOISE DUE TO DRAWING EFFECT OF AIR THROUGH YOUR
COMPUTER AND SPECIAL FAN AND MOTOR DESIGN

• "QUIETEST FAN ON THE MARKET"
• EXTRA 120V OUTLET FOR MONITOR OR ACCESSORIES TURNS ON WHEN
YOU TURN ON YOUR FAN (NOT AVAILABLE ON 240V MODEL)

• SOLD WORLD WIDE • UNIQUE 1 YEAR WARRANTY
COPYRIGHT © 1981 -PATENTS PENDING

HOW TO HC)OK IT UP: 1) Clip it on your APPLE. 2) Unplug your 120V cable (you won't

need it). 3) Plug short 120V cable from Super Fan II to the back of your computer. 4) Plug the

supply cable from Super Fan II to your 120V power source. 5) Turn on the rocker switch and

a built-in, red, ready light comes on. 6) You are all set to "COOL IT.' This switch also turns

yourcomputer off and on Deolef Inquircs Invitecl

*Plus 6% Czdifomia Sales Tax $2.50 shipping charge per item.

Blank Cassettes
The quality of cassette tape used to

save and load programs is an important

factor in getting the programs to run.

Tape quality for computers is measured

differently from quality for audio tape.

The tape must be capable of sending to

the cOfDputer the electronic signals of

the program without transmitting extra-

neous noises that could interfere with the

ability of the computer to load the tape.

Our blank cassettes are tested and

recommended for computer use. C-10

cassette, 5 min. per side, blank label on

each side in a Noreico hard plastic box.

[0010] $1.25 each.

Head Cleaner
After hours of use. the read/write head in

a cassette recorder will pick up minute

particles of tape oxide. This dirt will hardly

be noticable in dictation or music. But it is

very noticabte in computer use. One dropped

bit in 16.000. and the pi-ogram won't load.

Help keep your recorder in top shape

with our nbn-abrasive head cleaner. It consists

of 18 inches of stiff cleansing fabric in a

standard cassette sheil. One 10-second pass

every 40 hours of use will keep your heads

as good as new. [0011] $2.00. Send pay-
ment plus $1.00 Shipping per order to.

PeriDherolS E!!!S
Dept. SG2B, 39 E. Hanover Ave.

Morris Plains, N.J. 07950

For the Serious Electronic Gomer —

mpuGftmES
inc. Gome Soffwore for

ATARI VCS, 400 and 800,

APPLE, INTELLIVISION, TRS.

ODYSSEY, DALLY, PET

and more ot VERY LOW prices

We carry full lines of

Gome Computers and Corrridges,

Cosserte and Disk Gomes.Sroroge Coses.

Joysricl'^ ond other gome occessories

all Near Wholesale!!!

ROM Gome Cartridges-——- - storting ot - i1 6.95

Cassette and Disk Gomes - low os -r- S 9.95

Many styles of Storoge Coses— - stoiting ot $i 1.50

Join COMPUGAMERS CLUD I CiO DAY

Receive Greater Discounts ond Freebies I 1 00% Guarantee

- Derails in CQtolog - I on oil items

Clip this coupon and moil along with checl^ or M.O.

Here's S2.00 for my Catalog and Price Lists. PLEASE RUSH!!!

'

Moil To:

COMPUGAMES, INC.

Catalog Dept.

P.O. Dox 1 90
Enfield, CT. 06062

NAME

STREET

CITY ^Qte

ZIP

Allow 2 Weeks Photocopied Coupons Accepted.
C-3
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creative GOiispafetR^

SOFTWARE PROFttE

Name: Robotwar

i^^^^ipe ^ -l^^^f'iifIff
System: 48K Apple II, Applesoft,

Disk Drive

Format: Disk

Language: Machine language

Siiivuiiary: Complete game system for

developing gladiator robots

Price: $39.95

Mmtufa^tiirer: Muse Software, Inc.

347 N. Charles St.

Baltimore, Ut> 21201

His name is Bottom. His battle plan has

carHed him through scores of contests in

the arena. Bottom always seeks the south

wall of the arena, hugs it and mov6s back

and forth while aiming his radar to the

north. But Bottom is blind to his flanks.

During the battle, Mover slips down, locks

on his target, and fires. Bottom keeps

coming. Mover shoots again. They collide

and both are damaged. But the shots have

taken their toll. Bottom succumbs. Mover
senses his damage and goes to a new
location. He spots another target. But this

one moves before Mover fires. The shell

flies past the target. Mover scans clockwise

with his radar. He finds the target again.

This time he doesn't miss. He stands alone

in the arena, the enemies are gone.

Bottom and Mover are two inhabitants

of the universe of Robotwar. They have

been programmed to find and destroy all

who enter the arena. Were this all that

occurred, Robotwar from Muse would be

just another game. But there is more.

Robotwar is a full system that allows the

user to program and test his own robots.

Among other things, this makes Robotwar
an excellent educational tool.

Robot Talk

Bottom and his disk mates are pro-

grammed in a special robot assembly

language. In essence, each robot acts as a

small central processing unit. Actions are

carried out by sending values to specific

registers within the robot. For instance,

the RADAR register activates the radar

of the robot. A value from 0 to 355 can be

placed in the register, causing the robot

to send a beam at the appropriate angle.

At this point the RADAR register will

contain a new value indipating the result

of the radar beam. The absolute value of

this number tells the distance to the spotted

object. The sign of the number tells the

type of object. Walls return a positive

value; other robots return a negative value.

The robots also contain an AIM register

which is used for pointing a gun, a SHOT
register which fires a projectile, SPEEDX
and SPEEDY registers to control move-
ment, aDAMAGE register which indicates

the percent of injury sustained, a RAN-
DOM register for generating random
numbers, and X and Y registers to indicate

position. There are twenty-four storage

registers and an INDEX register. The
storage registers are for holding values.

The index allows the programmer to

address registers indirectly. Each register

has a number. Thus, if SPEEDX is number
seven, you can place a seven in the INDEX
register and any access to INDEX will

actually access SPEEDX. This is a powerful

capability. For instance, by putting a base

number plus a random value into INDEX,
you can randomly access either SPEEDX
or SPEEDY.

O.K., there is a set of registers. What
can you do with them? Well, the robot

language also contains a set of commands.
A value can be sent to a register with the

TO command. A TO B takes the value in

A and places it in B. Arithmetic operations,

are allowed, such as A<5 TO SPEEDX.
The flexibility of the robots is increased

with GOTO and GOSUB, and their "intelli-

gence" amplified with IF statements.

Putting it all together, a simple scan and
shoot routine would be:

LOOP
AIM-h5T0AIM
AIM TO RADAR
IF RADAR<0 THEN GOSUB SHOOT
GOTO LOOP
SHOOT
0-RADAR TO SHOT
ENDSUB
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In this example, LOOP is a label. Jhe
next line increases the aim of the gun. If

the radar reading is less than zero, a robot

has been spotted. In this case, the SHOOT
subroutine is called. Placing the distance

of the robot (ORADAR) into SHOT causes

a shell to go in the direction of AIM and
explode at the instructed distance. END-
SUB causes the prograin to return from
the subroutine and continue execution at

the line following the call.

The above, of course, is just one possibfe

program segment. There are many ways
to use radar, and many strategies. This is

part of the value of Robotwar. Owners of

the disk are enticed into creating better,

more effective robots. If two robots employ
the same strategy, the "one using more
efficient code will probably tripmph. The
user begins to ask quesfiqns such as "What
if radar osciIIate4 instead of sweeping?"

or "How large an increment can be used

without too much risk of scanning past a

target?'' These "what ifs" can be put to

the test. In the arena, prqgram flaws

Even Target, whose
strategy is to sit in piace
and do nothing, (las

been l^nown to win
once in a whiie.

become painfully obvious, but there is a

less painful way to test robots. The disk

contains a test bench which executes the

code and displays register contents. Radar
spottings and damage can be simulated.

In essence, the test bench provides full

debugging features, including single step

and trace.

Let's step through some features of the

disk. The menu begins with an option to

put robots into the arena. If this is selected,

the user sees a roster of available robots.

From two to five can be selected. Once
the choice is made, the battle begins. The
robots appear as square, hexagonal, or

octagonal shapes, each of which is dis-

tinctive. The side of the arena contains a

display showing each shape, the name of

the robot, percent of damage, and score.

Every time a robot is destroyed, the

survivors gain a point. Radar is shown by

a white flash, the aim of the gun is indicated

with a line inside the robot. Projectiles

are small dots. Each robot in turn carries

out an order. jSince this is a sequential

process, the program speeds up as robots

are eliminated. With ts^o robots, the action

is quite fa^t, ;
^
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Instead of a single battle, the user can
schedule a tournament. Here, a running

score is kept, allowing robots to be tested

for long-term performance. It is possible

for an inferior robot to win occasionally,

but unlikely that such a robot will win a

tournament. Even Target, whose strategy

is to sit in place and do nothing, has been
known to win once in a while.

The editor for writing robot code is a

version of Supertext, and is easy to use.

Since labels are allowed, the code doesn't

require line numbers. The language is

simple enough for beginners, but sophis-

ticated enough to allow for a wide range

of robots. Once the code is written, the

source and object files can be saved to

the master disk, or to a specially formatted

backup, Disks can be initialized from the

program, which is good since the master

disk has limited free space. A robot on a

backup disk must be transferred to the

master before entering a tournament. This

is an easy process which is fully explained

in the documentation.

The manual contains full instructions

for programming robots, including many
examples of different routines, and clear

descriptions of registers and robot language.

The only weakness in the system is the

use of several different units of measure-

ment. The arena is 400 meters across.

The X and Y locations of the robot are

given as values from 0 to 255, while the

speed of the robots is given in decimeters.

Aside from this, Robotwar is both, ati

excellent game and an excellent lejarning

tool.

There^ an easier way
to tame ttie Data Monsten

Keeping track of information

can be a beastly chore. But

with DataFax™ from Link Sys-

tems, you're always in control.

Unlike most conventional
'data manager' software,

DataFox doesn't care what
your data looks like. Or how
long it is, how many items it has

or what you wont to do with it.

The power we've program-
med into DqtaFox makes it as

easy and natural to use as
a pencil and paper. You can
fill up a screen any way you
want with most anything you

want—even data already
stored on disk. And then cross-

reference it as many different

ways as you'd like—by a
dote, a species, a customer's
name, whatever.
So when you need thgt infor-

mation, DataFax will retrieve it

in a way that's meaningful to
you. The powerful keyword
function allows you to get infor-

TM

motion out as quickly and
easily as you entered it. And
DataFax is the only software of

its kind to let you expand from
floppy to hard disks, so it'll

never be obsolete.

If getting so much power with

so little effort seems too good
to be true, see your Apple
computer dealer and prove it

to yourself— before your data
situation gets any hairier.

Because whether you've got
Q monster of a data problem—
or just a small one—DataFax
con tome it.

SYSTEmS
Simply powerful software"

Link Systems 1640 19th St. Santa Monica, CA 90404 (213) 463-1851 ^1981 Link Systems

Apple is a registered trademark of Apple Computer Co., Inc.
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Raster Blaster

I I m
Dale Archibald

creative GompatiR^
SOFTWARE PROFILE

Name: Raster Blaster

Type: Pinball machine

System: 48K Apple II or II Plus, single

disk drive

Format: Graphics

Language: Machine

Summary: Super graphics

Prfce: $29.95

Manufacturer:

BudgeCo.
428 Pela Ave.
Piedmont, CA 94611

Apple owners who aren't familiar with
Bill Budge should make his acquaintance.

He was one of the first—and one Of the

best—-at using the color graphics of the

Apple to their greatest advantage. Some
of his past works include Tranquility Base
for Stoneware, and Space Album and Game
Trilogy for California Pacific.

With Raster Blaster, Budge has added
pinball wizardry to his repertoire. I didn't

appreciate how good he was until I saw
this game. The color, sound effects, and
action are all superb.

As many as four people can play on
two difficulty levels. I've only played on
the easy level, with ball-saving shields

always in place. On hard, the six center

000000
\

000000

000000

Pl»|Brl 25X000

targets have to be hit before the shields

come on; then, they only last for one ball.

There are two flippers operated by the

game paddles, a force gauge to select

how hard to shoot the ball, a tilt selector,

four lane lights, three side targets, six

center targets (small apples), four round

center bumpers (large Apples), two side

bumpers, Raster Blaster claws that grab a

ball once you've hit all six center targets,

and spinners.

All these features combine to create an
almost perfect pinball game. ..perfect

enough to form calluses on your flipper-

pushing thumbs. Lights flash, noises sound,

and the ball fUps, bumps, and rolls just

right.

Extra points are earned for completing

all the lane lights, hitting all three side

targets, hitting the, six center targets and
grabbing three balls in the claws (at which

point all are dropped for four-ball play).

The "almost perfect" has to do with

the operation of the flippers. At times, a

ball traveling down the channel toward
the flipper will speed up without warning.

Also, if a ball is caught on the flipper

after roUing down the channel, it doesn't

bounce away; it just keeps bouncing off

the flipper. But these are minor flaws.

I'm not much of a pinball player myself,

but I can see where a person could save a

lot of money with this program and a

large color TV. For parties it's a natural

awe-striker; the graphics are so impressive.

It's also a great way to keep the kids away

from those nasty folks down at the pinball

parlor. Unless, of course, the kids invite

them home to help.

Dale Archibald, 1817 Third Ave. N., Minneapolis,
MN 55405.
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A feast of

computing ideas

You'll love every byte.

If you work with a 6502 or 6809 based
system, you're probably hungry for the

facts and ideas that will help you under-

stand the inner workings of your com-
puter. You want to go beyond canned
software-use your computer for more
than games- learn the advanced pro-

gramming techniques that enable you

to get the most out of your 6502/6809
system.

MICRO, The 6502/6809 Journal,

gives you page after page, month after

month, of solid information to sink your

teeth into. MICRO is the premier how-to

magazine for serious users of the Apple,

PET/CBM, OSI, Atari, AIM, SYM, KIM,

and all 6809 based systems including

the TRS-80 Color Computer. Jt's a re-

source journal internationally respected

by professionals in business, industry,

and education.

SUBSCRIPTION RATES (U S dollars)

Yearly subscription (ISSN 027-9002)
saves 20% off the single-issue price.

U.S., $24 (SPECIAL OFFER: Save 30%
off single-issue price: 2 years, $42)

Other countries, $27 (via surface mail.

Foreign air rates available on request.)

Get more out of your Apple .

.

with the MICRO
ON THE APPLE series

1

i

^

i

1

i

i

a

on the Apple
Volume^

I

includes]^ I
DISKETTE

VOLUME 2 just

More than 40 new programs on diskette

to help you get more from your Apple;

• Machine Language Aids

• I/O Enhancements
• Runtime Utilities

• Graphics and Games
• Hardware and Reference Infor-

mation

31 choice articles

46 tested programs on dislcette

(13 sector DOS 3.2 format)

Volume 1 also available at $24.95.

Together MICRO on the Apple 1 & 2

provide more than 70 programs on disk-

ette for less than $1 .00 each. No need

to type in hundreds of lines of code.

with the most impor-
tant book ever
published for the Apple

-^s.

The most comprehensive description

of Apple II firmware and hardware ever

published—all in one place.

What's Where in the Apple?
• Guides you— with a numerical At-

las and an alphabetical Gazetteer— to

over 2,000 memory locations of PEEKs,
POKES and CALLs.

• Gives names and locations of vari-

ous Monitor, DOS, Integer BASIC,
and Applesoft routines— and tells you
what they're used for.

• Helps BASIC users to speed up
their programs.

• Enables assembly language pro-

grammers to simplify coding and inter-

facing.

All Apple users will find this book help-

ful in understanding their machine, and
essential for mastering it!

* Look for all these MICRO INK publications at your local computer store, or

Call our toll-free number: 1 -800-227-1 61 7, ext. 564 (In California,

1-800-772-3545, ext. 564) and charge it to your VISA or MasterCard, or

* Use the order form below. Send your check (payable to MICRO) and the form to;

MICRO, Dept. OA, P.O. Box 6502, Chelmsford. MA 01 824.

I

1
=

I

ITEM PRICE EACH

MICRO on the Apple 2 .... @ $24 95

MICRO on the Apple 1 @ $24 95

What's Where in the Apple? @ $1 4 95

MICRO (U.S.) . . . . 1 yr @ $24; 2 yrs @ $42

MICRO (Foreign) 1 yr @ $27

Subtotal

Massachusetts residents add 5% sales tax

Add $2 per book for shipping
. MICRO Journal excluded. Allow 4-6 weeks for delivery.

TOTAL

COST Check enclosed Charge my credit card below

Name

Company

Street

City State ZIP

VISA MasterCard
Signature

Card Number Expiration Date

I

I
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David Lubar

This Alliance cruiser needed two successive MS (move ship) commands to describe this

S-curve. The first MS command turns the ship to bearing 90° for 5 time units. The
second command alters course to 0° for six time units. At least one more MS commands
would be required to complete the remaininj^? 5 time units of the turn.

GPeaiive compatiRi
SOrrWARE PROFILE

Name: The„Warp Factor

Type: Space Fight Simtilation

Ostein: 48K Apple with Rom
Applesoft, Disk Drive

Format: Disk

Language: Applesoft

Summary: Excellent strategy game

PHce: S39.95

Manufacturer: Strategic Simulations

465 Fairchild Drive

^ Suite 108
'

Mountain View. CA
94043

The early programs from Strategic Sim-

ulations had a reputation for a long lag

time between turns. In complex situa-

tions, there could be waits of half an hour

or more while combat results were pro-

duced. Thus, when The Warp Factor

arrived for review, I was hesitant to look

at it myself. I just couldn't envision spend-

ing hours in space fights that didn't take

place in real time. Luckily, I did take a

look at the game. Warp Factor is great.

Those of you who liked playing Star Trek,

but got bored with the simplicity and

redundacy of the game, have a new addic-

tion in store.

Warp Factor places you in command of

a starship or fleet of ships. You can be part

of any of six interstellar nationalities; Alli-

ance, Reman Marauder, Imperial Pirate,

Klargon Empire, Independent Starbase or

Freeman. Different nations have different

ships at their command. Each ship has a

specific type of armament and shields, as

well as a different turning rate, accelera-

tion, and mass. This is no simple aim-and-

shoot simulation. The ship must be com-
manded with skill and intelligence, inte-

grating all features and capabiUties of the

vessel into each decision.

Play proceeds in phases. After choosing

a scenario, and getting your ship or ships,

you go through a series of commands.

Let's assume you are controlling an Alli-

ance Heavy Cruiser. The first command,
after checking the status of the ship is Set

Display. The display can be centered

either on the ship or at galactic coordinate

0,0. The view can be in any of eleven

magnifications from a close-up minus 5 to

a wide-angle plus 5. Once you see the

location of the enemy, you can make bat-

tle plans. Energy is allocated to shields,

weapons, transporters, electronic counter

measures, and electronic counter counter

measures. Certain weapons have to be

charged for several turns before they can

be fired. Each ship has six shields, which
can be individually reinforced. During

energy allocation, you also choose the

speed of the ship for that turn.

The next key area is the Fire Weapons
command. In this segment, you choose

which weapons to fire in up to three sepa-

rate salvos. For example, the Alliance

Heavy Cruiser can fire three phasers and

two torpedoes during the first salvo. Then
it can fire its remaining phasers and torpe-

does at a different target during the sec-

ond salvo, and fire nothing during the

third. For each salvo, you have a choice of

firing according to range, time, or last

moment. This is where skill truly enters

the game. Let's say you are close to an

enemy ship. You might have already com-
pleted a portion of your movement phase
(more on that later) and noticed that you
fly past the ship on time segment eight.

Using the specific-time option of the Fire

Weapons command, you could choose to

fire all rear-facing weapons at time-

segment eight. Most weapons have a lim-

ited field of aim, and it does no good to fire

a weapon forward if the target ship is

behind you. Some weapons hit (or miss)

their targets in the turn they are fired,

others, such as drones and plasma torpe-

does, might travel for more than one turn

before reaching their target.

The final crucial command area is

Move Ship. Here, you can specify direc-

tion of movement for up to sixteen time

segments. After any move, the position of

the ship is replotted. You can move a part

of the distance, see where you end up,

then go to the Fire Weapons command.
Your turn is over after the last move seg-

ment has been entered.

Then comes your opponent's turn. If

you are playing another human, he will go
through the same conimand series. If you
are playing against the computer, it will

take a minute or so to enter commands.
Next come the results. The computer

will think about things for a minute or so.

If there is combat, it will inform you and
ask you to hit return. This is nice since it

allows you to leave the room and not miss

anything. Combat results are reported as

text, and there might be a wait of several

more minutes between segments of the

report. But the wait never seemed unduly
long.

I first tried the game with one ship

against a computer ship. Next, to see how
much longer the wait became, I played

with four ships against four on the compu-
ter. Surprisingly, the wait didn't increase

much.
There are five^enarios available, four

of which are for one player. Most scenar-

ios allow a choice of ships, thus greatly

expanding play possibilities. Along with

the disk, you also get a thirteen-page

instruction manual, and a set of sheets

illustrating and describing the available

ships.

Warp Factor is excellent. A lot of

thought, strategy, and planning is

required if you want any chance to beat

the computer. The control over the ship,

and the many facets of navigation and
combat, make the game extremely chal-

lenging. If you have a bit of patience and
don't mind waiting a few minutes for

results, and if you want to take part in a

contest requiring plenty of thought and
skill. Warp Factor is definitely worth
buying.
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Ricochet from Automated Simulations

Add Bounce to Your Computer

Eric Wolcott

cpeattve Gompatfr{|

SOFTWARE PROFILE

Name: Ricochet

Type: Strategy

System; 16K Atari, Level II

TRS-80 cassette, 32K Atari,

32K TRSDOS TRS-80,
48K Applesoft diskette

Language: Basic

Summary: Ricochet is a good» easily

playable and enjoyable

game.

Prfee: $19.95

Maniifactiirer:

Autoniated Simulations

P.O. Box 4247
Mountain View, CA 94040

Are you tired of arcade games? Are
you looking for a different approach to a

strategy game? If so, Ricochet is the game
for you.

Played on a rectangular field covering

the screen. Ricochet combines action and
strategy for two players. Each player has

two corner launchers with which to shoot

balls. The object is to score points by
bouncing the ball off of blockades and
into your opponent's goals or launchers.

The blockades begin as vertical lines.

When one is hit, it deflects the ball and
flips to a horizontal position. If hit again,

it reverts to vertical. In this way you can
feint your opponent out of position.

You can play this game with a simple

strategy and little forethought or plan every

move and bounce in advance. Ricochet is

subtle enough for a master and simple

enough for a child.

When the game begins, and at each
turn, the player has a choice of either

shooting a ball or moving some of his

barricades. The way the board is designed,

if the first player shoots right away, the

ball will end up blocking his own launcher,

giving his opponent points. So the first

play always consists of a move. This move
is limited to one direction, but as many
blockades as the player wishes can be
moved.
Once a ball is launched, it bounces

against blockades and walls until it either

goes off the left or right edge of the screen

or lands in a launcher. When a ball enters

a launcher, that launcher becomes inactive

for several turns. If both launchers are

blocked, or a player is unable to shoot for

any other reason (such as running out of

balls), the game is over.

At the end of a game, the winner receives

one point for every ten points difference

between the scores of the players. A match
consists of three games, and it is in the

second and third game ^here Ricochet
shows intelligent touches.

The score of any previous game in a

match affects the layout of the next board.

If a player scores well, his opponent will

be given higher scoring potential in the

next game, and the player who did well

will have fewer bumpers with lower score

value to shoot for. This ensures a con-

stantly-changing and fascinating game. At
the end of a match, a player receives a

rating, allowing the computer to adjust to

his level of play. ^

Five game options provide a wide variety

of skill levels. The four computer opponents

are progressively tougher to beat. As your
skill level increases, your computer oppo-
nent plans further ahead. And when you
have mastered one game there are still

four more different game options. I found
that it was easy to find a game I could
beat and very easy to find many I couldn't.

The computer can always provide a
challenge if a friend is not available.

Ricochet is a good game. The things

that make it good are the combination of

graphics, sound, strategy, and action. The
graphics and sound are state-of-the-art,

hi-res graphics and well designed sounds.
This is expected on the Atari machines
because of the ease with which good
graphics and sound can be accomplished.
The strategy, and the action can be found
in many other games (although usually

separate and not mixed in the same game).
It is when they are carefully combined,

as they are in Ricochet that you find a
superior game. I enjoyed the game despite

my normal preference for arcade style

over strategy games. With its variable skill

levels, great graphics and superb sound
Ricochet by Automated Simulations is

definitely a worthy addition to your pro-

gram hbrary.

Creative Computing Buyer's Guide 126



Hi'Rei Soccer

Dale Archibald

cpeaUve coiRpafetR^

i SOFTWARE PROFILE

Name: Hi-Res Soccer

Type: Sports

System: 48K Apple II or II Plus

and one disk drive. DOS 3.2

and 33
^ Format: Graphics

Language: Machine

Summary: Man meets machine and
learns humility

Price: $29.95

Manufacturer:

On*Line Systems

36575 Mudge Ranch Rd.

Coarsegold, CA 93614

I never expected to see a computer
game this good— at least not so soon.

Designed by Jay Sullivan (who also designed

Hi-Res Football for On-Line), this game is

a screamer. Rather, it's a cusser, especially

when one of the strikers sends the ball

floating toward your net and you send
the goahe in the wrong direction.

Sullivan has designed it so that each
player controls the movements of eight

soccer players with the game paddles.

The angle of an arrow drawn on the paddle

determines the direction in which a figure

runs. So your figures are constantly

Dale Archibald, 1817 Third Ave. N., Minneapolis,
MN 55405.
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scrambling across the screen. I should
have such boundless energy.

The player in the green jersey dribbled

the ball down the field, deftly evading the

rushes and lunges of his purple-clad

opponents. At the last second, faking a

kick to draw the goalie toward him, he
passed the ball to a teammate who drove
it between the bars for a score.

The player who has the ball dribbles it

with his feet. The paddle setting also

controls the direction of the kick— in one
of 28 directions. With a. little practice,

you learn how to pass the ball back and
forth between players; how to fake the

goalie out; how to carom a pass into the

goal off the sideUnes in the beginner's

game; where to have your goalie put a
goal kick; and how to keep from being

demoHshed by the Apple team in soHtaire

games.

To simulate balls being kicked into the

air. some kicks can't be caught
immediately: a rebound off the soUtaire

goalie delays one second, as does a throw-

in when the ball is kicked out of bounds
to the top or bottom (advanced game
only). A comer kick occurs when a team
kicks the ball out of bounds on the side of

the field on which its goal is located; the

opposing team gets to kick it in from the

corner, with a two second delay. Finally,

a goalie can kick with a two-and-a-half

second delay if the opposing team kicks

the ball out of bounds on his side.

There are three levels of play when
two people play, one for solitaire play. At
the beginner level, the ball bounces off

all four sides of the field. For intermediates
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it bounces off the top and bottom but

goes out of bounds to left and right, and
in advanced play the ball can go out of

bounds anywhere.

On color sets, the players are green

and purple. On black and white, they're

gray vs. black and white stripes.

It's hilarious to see the players run

headlong across the field, steal the ball

away from each other and intercept passes.

The goalie even glides to catch the ball

between his legs on attempted scores.

Don't expect to get the hang of it right

away, either. I've been beaten by scores

of 42 to 14. 24 to 6, etc. It took me several

days of practice before I finally beat the

game 5 to 3.

The game is divided into two halves of

any length up to 45 minutes. The one bad
thing about it is that there is no way to get

a time-out to answer the telephone or any

other call.



Cyborg

David Lubar

One of the problems with Adventure

games is that the player must communicate

with a disembodied "thing." Is this thing

the friendly home computer? Is it some
spectral guide or fairy godmother? Who
knows? Michael Berlyn, writer of the

Adventure Oo-topos and a published author

of science fiction, has done something about

this problem. His solution comes in the

form of a new Adventure called Cyborg.

Among other strong points, Cyborg takes

Adventures out of the puppet league. And
it does that very well.

Cyborg takes
Adventures out of
the puppet league.

The premise of the game is that the

player is a cyborg. This cybernetic organism

is parthuman and part machine. The player

communicates with his synthetic half , asks

advice on situations and objects, requests

scans of items, and in other ways depends
on help from his high-tech add-on. Advice,

descriptions, help... sounds like an Adven-
ture format. But the player is no longer

talking to (or at) some ethereal being. He
is being aided by a crucial part of himself

(you are not alone). This is an elegant leap

in the concept of Adventure games. In

essence Berlyn has done for intellectual

appeal what Ken WiUiams did for visual

appeal.

This leap alone, of course, is not enough
to guarantee a good time. One concept
does not make a game, and one good
concept does not necessarily result in a

great game. Fortunately, Cyborg maintains

a high level of imagination and elegance.

The scenario, the method of play, and the

whole feel of the game revolve around the

cybernetic concept. I hesitate to give specific

examples as that might spoil the mystery

and challenge the player faces. The fol-

SOFTWARE PROFILE
Name: Cyborg

Type: Adventure

System: 48K Apple, Applesoft,

Disk drive

Format: Disk

Languages Applesoft

Summary: A new wave for text

Adventures

Wee: $32.95

Manttfacturer:

Sentient Software

P.O. Box 4^29
Aspen, CO 81612

"^ril ' fi'i r 11 rii. im i ri fin ..
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lowing description is general, and does

not contain any hints, peeks, or sneak

previews.

When the game begins, the player is on
a path bordered by a forest. He is informed

that he is damaged and that the situation

must be taken care of before he loses too

much power. The mechanics of the game
are the same as those found in most
Adventures: two-word commands are used,

scenes are described in text, and movement
is in terms of compass directions.

At one point in the game, there is a

graphic animated sequence, a mini-game

of skill and coordination that the player

must master. When the player reaches

this portion, he should definitely save the

game before proceeding. The animated

sequence is a guaranteed killer the first

time around, partly because of the difficulty

of the task, mostly because a few attempts

are needed before the playerbecomes fully

acquainted with the mechanics of this

portion.

The saving process takes about seventeen

seconds. While this might be a long wait

for those who are used to instant computef
response, it is definitely a time saver when
compared to starting fresh. And there are

a lot of ways to get killed in Cyborg. In

some cases, the program allows the player

to continue after returning him to a central

point. In these cases the player loses any
items he may have acquired.

There are two aspects of the game that

are slightly annoying. Since it is in Basic,

the player must, at times, wait for a response

The animated sequence
is a guaranteed Idiier

the first time around.

to his input. Also, whenever the player

moves to a new location, the disk is accessed.

Though this allows for a larger scenario

and longer descriptions, it also increases

the wait. So Cyborg doesn't give the player

instantaneous response, but it does offer

him a challenging game.
Challenging? Nearly impossible for the

novice, hard for those who are only mar-
ginally familiar with Adventures, and
potentially tough for those who go through

Adventures the way beer drinkers go
through pretzels. As with most Adventures,

it is linear. Without object A you can't get

to location B. In Cy^o^, object A can be
pretty tough to obtain. A solution that

seems obvious to one player may never
occur to another. This is not a complaint,

just a warning to those who are still lost in

Adventureland. Very few people will get

through this game in one sitting.

I really can't say more without giving

out hints. It should suffice to say that Cyborg
is imaginative, tough, and a welcome
addition to the world of text Adventures. I

can't wait to see what leap in imagination

Mr. Berlyn offers next.

Creative Computing Buyer's Guide 127



New fantasy games are being produced
at such a rate that if you were to Une
them up and march them through a com-
puter one at a time, the Une would never

end. This presents a problem for the

games addict with limited wealth, and for

the reviewer with limited time. Some late

sessions, killing dragons while the sun

rose somewhere in the real world, solved

the temporal problem. The financial

problem can be eased by avoiding games
that don't suit your tastes or fail to give

you your money's worth.

The phrase "fantasy games" is a catch-

all designed to encompass adventures,

dungeons and dragons, role-playing

games, and anything else of similar bent.

Some of the programs come in versions

for TRS-80, Apple and PET, others are

only available for one computer. The set-

tings range from castles and dungeons to

outer space and strange islands, with in-

teraction that ranges from sentences to

single-letter commands.

Apshai and Others

The first campaign of this review will

be through the deadly labrynths created

by Automated Simulations. The games,
with such exotic titles as Temple of
Apshai and The Datestones ofRyn are all

similar in basic format. The player moves
through a series of rooms, gaining experi-

ence and treasures while fighting

monsters. Throughout the ganie, fatigue

and wound levels are displayeii. If your
fatigue gets too great, you can't fight or

move. If the wounds hit bottom, you're

finished (though ressurection plays a part

in several of the programs).

The combat portion is nicely con-

ceived. The player's character can
attack, thrust, parry, or fire an arrow. But
he has to be facing the opponent. This

involves some quick moves arid quick

thinking, especially since you only have a

certain amount of time to make any
move. The monsters don't wait while you
try to remember the command for turn-

ing around. There are two slight weak-
nesses in this combat portion. First, you
have no indication of the status of the

attacker. Since his wounds and fatigue

aren't displayed, you don't kno>y whether
he is full of fight or at death's door. Thus
you could waste a precious magic arrow
on a monster that could easily be felled

with a simple sword stroke. Also, a new
command is held while the present move
takes place. Fqr example, while one
attack is in progress, you can hit the key
which fires an arrow. If the attack re-

sulted in the death of the monster, the

arrow will still be fired. This can be
slightly annoying when you are running

low on arrows.

The real-time aspect of the game pres-

ents a challenge to the new player. While

you are looking through the manual for a

command, room description, or treasure

description, a skeleton might be hacking

you to pieces. A few hours of play are

sufficient to become familiar with the

commands and treasures. After that, you
can give full attention to the vampire bat

of animated armor which is coming in for

the kill.

The games vary mostly in purpose and
treasures. Temple of Apshai is a four

level dungeon. You wander, building

characteristics and attempting to gather

all twenty treasures. Whenever you leave

the dungeon, the innkeeper can give you
a list of collected treasures, and also sell

you weapons, armor, and heahng salves.

The program does not keep track of a

player's money. You have to look up the

values of your treasures, then tell the inn

keeper how much silver you have. Those
who like to cheat at solitaire can make
use of this to add a bit of unearned wealth

to their character's coffers.

iihiHiiniiin
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David Lubar

Modoc's Tower is designed to be an
easier game. Here, the goal is to kill

Morlock. The catch is that you have to

find him first. On the way, you gather

treasures, some of which are aids, some
of which are designed to increase the

mortality rate.

Datestones of Ryn is also designed for

beginners, though pros will find some
challenge here. The play field this time is

a cavern with corridors and rooms.

Hidden within are datestones. Each stone

that is brought out of the cave earns you
some points. Here, you are fighting not

just monsters, but time itself. You only

have twenty minutes.

Rescue at Rigel moves from fantasy to

science fiction. Your sword and bow are

replaced by blasters and other futuristic

weapons. The treasures are now human
captives which you must find and beam
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The hero fights a giant mosquito in a corridor of Apshai.
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to safety. The multi-leveled alien ship has

drop shafts, lift shafts, and teleport doors
that make mapping a challenge.

Hellfire Warrior, the sequel to Temple
of Apshai, extends the game potential

greatly, adding new twists and improving

some of the parts of play. For a closer

look, see Dale Archibald's article, "Hell-

fire, Brimstone, and Fun," elsewhere in

this issue.

A typical segment of play, using

Temple of Apshai as an example, might
run as follows. Your character, armed
with a short sword, shield, and chain

mail, has just left the inn and finds him-

self in a large room. There is a doorway
to the East. After an unsuccessful search

for secret doors, he mpves forward. A
treasure sits in the middle of the room.
Before he can reach it, a giant rat

attacks. The player sees he is out of line

with the rat. Turning left, he moves up a

few steps, then turns back and fires. The
arrow strikes, but the rat keeps coming.
Switching tactics, the player thrusts. The
weakened rat strikes back, then

succumbs to the wounds, leaving the ad-

venturer to claim the treasure. He was
slightly injured in the encounter, but

doesn't yet want to use one of the few
heaHng potions he managed to purchase.

With a bit of experience under his belt,

the brave fellow moves farther from the

security of the exit, alert now for the next

attack.

In design, concept, graphics, and
entertainment, the games are good. The
die-hard game player would probably

want to own all of them. The person with

only a mild interest in this area might find

them too similar. Those who lie between
these extremes would probably enjoy

owning two or three of the games.
Now for prices and configurations.

Note that all TRS-80 cassettes require a

16K Level II Model I system, TRS-80
disk versions need a 32K computer with

TRSDOS, Apple versions on cassette re-

quire 32K and ROM Applesoft, Apple
disk versions need 48K and ROM Apple-
soft. The Datestones of Ryn, at $19.95, is

available on cassette for a TRS-80,
Apple, or 16K PET. The disk version

(same price) is available for a TRS-80 or

Apple. Morloc's Tower ($19.95) comes
on cassette for a TRS-80, Apple, or 24K
PET. Rescue at Rigel ($29.95) is on cas-

sette for the TRS-80, Apple, or 16K PET,
with disk versions for the TRS-80 and
Apple. The Temple of Apshai and Hell-

fire Warrior ($39.95 each) are on cassette

for the TRS-80 or 32K PET, and on disk

for the TRS-80 or Apple. Automated
Simulations can be found at P.O. Box
4247, 1988 Leghorn St., Mountain View
CA 94040. (Please add $1 for p&h, or
they'll send a dragon to your doorstep.)

I Am Not a Number
If the above phrase brings a touch of

nostalgia to your heart, you'll love Edu-
Ware's psychological adventure set on an

island prison. Based on the TV show.

The Prisoner, this $29.95 disk for a 48K
Apple with ROM Applesoft gives you a

chance to escape from the i;sland. For
those who missed the series, it was a sur-

real story of a secret agent who had de-

cided to resign from the service. Soon
after posting his resignation, he found
himself on a strange island populated by
fellow inmates and members of the island

hierarchy. During each episode, he tried

to maintain his sanity and identity \yhile

trying to escape.

The program places you on an island

with twenty rooms. You are given a

special re^Signation code. If you reveal it,

you lose. Each room on the island is a
sort of mini-adventure. Usually there js

more to discover than meets the eye.

Some secrets are kept from you until you
make the right move or acquire the

necessary objects. While movement is ac-

complished though single-key com-
mands, sections of the program allow full

dialog between the player and the com-
puter. The first room is a simple maze,
though the walls aren't revealed until yon
bump into them. If you make certain mis-

takes, you get sent back to this room.
After repeated trips, the maze becomes
tedious, but this is good incentive not to

make mistakes.

A full description of any of the rooms
would spoil the fun, so they won't be
discussed in detaih They include the hos-

pital, Hbrary, diner, newsstand, and other

facilities of the island. According to the

instructions, the program makes use of

devious psychological techniques such as

subliminal messages. There is also a scor-

ing system based on your ability to avoid

conformity and submission. While it's

nice to get a good score, your main goal

is to escape. The game can be suspended
at any point. When you return, you will

start in the first room, but your score will

be maintained, as will any possessions

you have acquired.

A short segment of play might run this

way. The Prisoner has left his room and is

exploring the island. He \yanders into a

newsstand for a paper, then stops at the

diner for some food. He tries to get into

the library, but isn't admitted because he
has no t>ook to contribute. His next move
puts him in the courthouse. The prose-

cutor speaks, then gives the Prisoner a

chance to reply. He begins to type. At
each keystroke, something is added to

the picture on the screen. He pauses to

think, then realizes the game his captors

are playing. His next response proves his

guess to be correct, but it is too late. He

loses the game and is returned to the first

room.
The island can be reached by way of

Edu-Ware Services, Inc., 22035 Burbank
223, Woodland Hills CA 91367.

Almost Heaven
Avalon Hill, a leader in the field of war

games, has expanded into the software

market with half a dozen products^ in-

cluding a fantasy trip through the king-

dom of Golconda. Lords of Karnm
($20.00 plus $2.00 p&h) is sold as a single

cassette containing 48K TRS-8p, 32K
PET, and 32K Apple versions of the pro-

gram. The object of the game is to get to

Heaven with as many Karma points as

possible. These points are gained through
acts of kindness, such as giving money to

beggars, and acts of bravery, such as kill-

ing a giant spider. The display is straight

text. You use the standard type of two-

word commands, with single-letter entry

for movements.
The program is large, and contains a

lot of different locations, varying from
underground mazes to open forest. After

loading the machine-language tape, there

is a wait of several minutes on the Apple
and PET versions while the "board" is

being set up. If you want to take a break,

you can save the whole program back to

tape, or save just the data. The instruc-

tions contain all the information neces-

sary for doing this. The design of the

program does have one flaw. When the

game ends, you can't just run it again

since the data contains an end-of-game
condition. Instead, you have to go
through the whole loading procedure
again. The length of the game varies

greatly between plays. One time, I was
zapped to Heaven with only 1 1 Karma
points. Another time, I was up to 270
points with no sign of salvation. After a

while, 1 found myself avoiding anything

that might increase my Karma and end
the game before I had explored all the

ti-icks and traps of Golconda. A typical

portion of play might run like this. You
find yourself in the central square of

Golconda. Hitting "L" for "LOOK'' you
are told what can be seen in all direc-

tions. Picking up a coin from the ground,

you move north, passing through a gate

into a narrow valley. You meet a beggar
and give him the coin. Your Karma goes
up. Moving off the path into the woods,
you encounter a ruffian with a young
woman. While attempting to speak with

him, he stabs you. You are reborn on a

mountain top, and must descend to the

world below since you don't have enough
Karma to go to heaven. For further en-

lightenment, contact The Avafon Hill

Game Company, 4517 Harford Road,
Baltimore MD 21214.
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Dale Archibald

For those of you who may have spent

the last few years cloistered on some desert

island, one of the hottest categories in

computer games is the adventure.

Adventures arrive in ajl-text, text and

pictures, and mostly pictures with a little

text as a scoreboard. They take place in

caves, in dungeons, in space, aboard ships

or in haunted houses . . . anywhere a

courageous soul might intrude.

The Temple of Apshai is a popular

game published by Automated Simula-

tions, P.O. Box 4247, Mountain View, CA
94040.some time back. It allows the player

to control a continuing character as he or

she traces the 200+ rooms spread over four

levels in the demolished caverns of Apshai.

The Temple was dedicated to the worship

of insect gods, mainly giant ones. The

adventure lies in mapping the levels,

gathering treasures, and battling monsters.

The effort goes for naught, of course, if

you're killed. Treasures can be silver or

jewels, or magic items; greater abilities are

realized as experience points earned by

killing monsters accumulate.

It is fascinating to watch an antman
come swaggering down the corridor after

your heroine or hero. Fire an arrow.

Watch it fly and hit — or miss — the target.

Grapple, and thrust, attack, or parry. You
see the movement and struggle, and have

direct control over the actions of your

character. That means you control every

action of your character, from the type of

sword attack to how fast to run. You don't

have a set menu of things you can do. Jn

addition, you can use that character in

every onslaught, name it, buy better

weapons and armor, etc. These are two of

the nicest features of the game.

Hellfire Warrior is Automated Simu-

lations challenging sequel to Temple of
Apshai. The formats are the same, yet the

many new features give this game a

different feel. The graphics are superior.

There is more magical equipment and

special effects. In effect. Warrior takes up

where Temple leaves off.

Level five is The Lower Reaches of

Apshai and musters similar giant in-

sectoids.

Level six is Daedalus' labyrinth

replete with minotaurs and other cross-

bred buUheaded beasts. Your character is

dropped in the center of the maze, and to

survive has to find the secret way out.

Dale Archibald, 1817 Third Ave. N, Minneapolis, MN
55405.



Level seven offers assorted Undead:

The tame skeleton of Apshai is tougher

here and armed with two swords!

The warrior is on a quest to free the

battle-maid Brynhild, enchanted in a ring

of fire, from the lowest level of the

dungeon: HelK It is a more attractive game

than Temple because it has this goal. You
aren't forced to play for blood and plunder

alone.

There are also elements of mystery in

the game: certain treasures found on other

levels come to their true potential in Hell.

It's up to the player to divine how they

must be used.

Unexpected humor enriches it. For

example: by the time Hellfire begins, the

ruins of the Temple have become so

popular with advettturers a booming
tourist industry has been founded. I was

disappointed though when my wife's

warrior-woman was hailed as "fellow"and

"sirrah." Temple isn't sexist in that way.

The instruction book attempts to make
amends, I must point out.

Players can bargain for arms and

armor in Gulik's shop, then take them to

the Mage, Malaclypse, to be enchanted.

(In addition to the arrows and magic

arrows a character may fire in Temple,

Warrior offers a blowgun and javelins as

distance weapons. I think these may prove

very valuable on the plains of Hell.)

Malaclypse is a particularly impatient

and irritable wizard. Ignore this irascibility

and you will get him down to your price.

Malaclypse enchants arms and armor, plus

sells a variety of magic talismans. Unfor-

tunately, their function is not revealed.

(Sometimes seven-league boots are in

stock. These provide the special effect of

doubling the distance traveled per move.

The boots seem a novelty but are essential

in the vast lower levels.)

You'll gaze long at the tantaUzing

potions Fnord the Apothecary purveys.

Here are found such delicacies as Falcon

Milk, Kraken Blood, Ambrosia, and many
others. Alas, this is before the onslaught of

the FDA; the effects of these draughts can

be learned only by trial and error, as with

the talismans. (I recommend the Oliphant

Milk.) Note that none of these aids comes

cheap!

It is not as easy to get rich in Warrior

as in the Temple. The unit of exchange in

Temple is the silver piece. Hellfire Warrior

is on the gold standard. My character's

bank account is in confusion as he flits

back and forth between Temple and

Warrior. Inflation has hit. 1 did not believe

my eyes when Taxes were assessed on a

rich treasure!

I have seen little of Hell, the eighth

level. The warrior-woman my wife has

used for months was tragically killed and

eaten recently. (R.I. P. Andromeda,
500,000+ experience points). Her replace-

ment must gain more experience before she

can enter the lowest levels. My characters

get chopped into catsmeat before they get

past the first room. 1 have to be more

patient.

Luckily, experience can be won faster

in Warrior than in the Temple. Nothing in

level five can kill a character as fast as those

level four antmen (may their mandibles fall

out!)

Two features Warrior offers that

Temple doesn't are the abilities to save a

game in progress, and to save a character.

Unfortunately, I haven't been able to save

a game in progress yet. It won't work with

this disk, but I don't mind; 1 hate to give it

up long enough to get a replacement.

The instruction manual claims

"Owners of some versions may also save a

character or a level after the character exits

the dunjon . . .
"? I don't know why this isn't

available on all versions. The game asks if I

want to save the information each time my
character leaves a level, yet it doesn't save.

So if the machine's turned off, or used for

something else, that level is stocked with a

fresh supply of monsters (and treasures)

next time a character ventures in.

The book is^^as-^well-written and

illustrated as its predecessor, with clear

instructions and fine descriptions of the

foe, from behemoths to zombies, that

inhabit the corridors and plains. It also

describes most of the treasures, and all the

surrounds. A separate card contains short

prompts of the various commands
available.

'All-in-all, Warrior is a fine game, one

any true adventurer would be proud to

own. It's available on disk for the 32K
TRS-80, and 48K Apple with Applesoft in

ROM for $39.95; on cassette for the

TRS-80 16K Level II and Commodore
PET, 32K, for $39.95. Add it to your

treasure chest. -

The Best

Medicine

"He said he couldfix it in halfthe time it was taking
me, so I let him try...

"

Your program is finally finished.

You type RUN. Your computer
replies READY. It has just eaten
five hours of your life. What do
you do?
Try to maintain your sense of

humor— reach for The Colossal
Computer Cartoon Book. Laugh
at the original adventures of Edu-
Man. Chuckle at cartoons by
Creative Computing favorites

Sandy Dean, Harbaugh, Swan,
and Johns. Smile sympathetically

at the ways others have sug-
gested to get even with the
infernal machines.
The Colossal Computer Car-

toon Book contai ns h und reds of

clever cartoons to tickle the funny
bone of anyone who has ever
loved or hated a computer.
To order send $4.95* plus

$3.00 postage and handling to

Creative Computing, Dept.
SG2A, 39 E. Hanover Avenue,
Morris Plains, NJ 07950. Orders
may also be charged to your
Visa, MasterCard or American
Express account—by mail in-

clude credit card name, number
and expiration date, or if you
prefer, use our 24 hour toll-free

number, 800-631-8112. In NJ
only 201-540-0445.

""NJ residents add 5% sales tax.

GPeafeive
computing

Morris Plains, NJ 07950
Toll-free 800-631-8112
(In NJ 201-540-0445)
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Among the software to cross this desk

recently are several new games for the

Apple II. They are all worth covering,

though each might appeal to a different

section of the Apple community,

A Shoe in the Works \
On-Line Systems has done it again with

Sabotage, a highly captivating game that

will put blisters on anyone's paddle finger.

The player has a small cannon at the

bottom of the screen. Aiming and firing

can be controlled either through a paddle

or the keyboard. The player attempts to

defend his cannon against helicopters that

drop parachutists, and against planes that

drop bombs. If enough saboteurs reach

GPeative coiRpaiiRH
SOFTWARE PROFaE

Name: Sabotage

Tyjie: Arcade Game
System: 48K Apple, Disk Drive

Format: Disk

Language; Machine Language

Summary: Excellent game

l^e: $24.95

Matiufaeturer:

On-Line Systems
36575 Mudge Ranch Rd.

Coarsegold, CA 93644

V

the ground, they destroy the cannon in a

very amusing manner. If a bomb lands,

the cannon is blown to pieces. The player

has the option of using steerable shells

which curve as the cannon is rotated.

With paddle control, a stream of shells

can be fired by holding the button down.

If the game sounds too easy, add the

fact that each shot costs a point. The
player can hose the helicopters with a

stream of shells, but that strategy won't

contribute much to his score. Once sabo-

teurs reach the ground, they can't be shot.

But there is a way to get rid of them. If

the parachute is shot away from an attacker

in the air, he will fall to the ground with a

Splat. A saboteur unfortunate enough to

be beneath the plummetting paratrooper

will be eradicated. The game starts out at

an easy pace with just one or two helicop-

ters on the screen at any time. After a

while, the planes appear. When the heh-

Sabotage.

132

copters return, they drop more saboteurs.

The shrapnel from struck helicopters can

wipe out other helicopters or paratroopers,

and it's possible, in this way, to get two or

three helicopters with one shot.

The game keeps track of high score

during individual runs, but doesn't store

the high score on disk. Sabotage is a very

good game with fine graphics and high

replayability.

On the Circuit

International Gran Prix Racing is every-

thing an Apple game should be, and more.
Written by Richard Orban, who created

Three Mile Island, it is one of the few
driving games that successfully solves the

paddle problem. Namely, how can a player

shift, accelerate, decelerate, and steer

without getting hopelessly tangled in a

jumble of paddles and keys? The solution

in Gran Prix is absolutely elegant. The
player uses only one paddle. The paddle

controls steering. If the button is held,

the car accelerates. If the button is quickly

released and pressed, the car will shift to

the next gear, assuming high enough engine

revs have been reached. Releasing the

button causes the car to decelerate. During

deceleration, a press and release of the

button is used for downshifting. If the

player desires, he can switch to autoniatic

transmission. There is even a cruise con-

trol.

SOFTWARE PROFILE
Name: International Gran Prix

Ty^: Road race game

System: 48K Apple, Di^ Drive, Paddles

Format: Disk

Language: Machine Language

Smmmury: Best road race on the maritet

Price: $30

Manniactnrer:

Riverbank Software, Inc.

Smith's Landing Road
P.O. Box 128

Denton, MD 21629

All this merely scratches the surface of

an excellent game. The program is basically

a road race game, similar to the arcade
game 280-ZAP, where the screen displays

roadposts flashing by the car. The icing

on the cake comes in the form of five

Gran Prix courses. At the start of the

game, the player selects a course, then

chooses the number of laps he wants to

drive (from 1 to 10). Next, the amount of

fuel is selected, followed by the skill level.

Creative Computing Buyer's Guide
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International Gran Prix.

There are eight levels. At the easiest, the

car barely drifts; in middle levels, it skids;

at the top level, the road turns to Teflon.

The dashboard display includes speed-

ometer, tachometer, a timer for current

lap and total time, and indicators showing
the relation of the tires to the posts.

Whenever the car moves dangerously close

to the posts, a clicking warns the driver.

Collisions are accompanied by a weird

sound that seems to defy the limitations

of the Apple speaker. The player's best

lap time and total time for any course and
skill level are stored and displayed by the

game. All the curves have names, and
these names are displayed on the screen

when the car approaches.

Beyond great graphics and superb design,

the game also simulates driving with nearly

total realism. Whatever algorithms the

author used, he did a good job. The car

handles very accurately. It can accelerate

through curves, go into controlled skids,

and fishtale if the player oversteers. Gran
Prix is a winner.

That Familiar Glow
Fighting its way through the plethora

of Missile Command clones, Norad, from
Western MicroData, enjerges as a new

GPeattve compattRH
SOFTWARE PROFILE

Name: Norad

Type: Arcade Game
System: 48K Apple, Disk Drive

F<H*mat: Disk

L^gttage: Machine Language

Summary: Defend the U.S,A. against

missiles

Frfces $29.95

Manufaetttrer:

Western MicroData
Enterprises, Ltd.

P.O. Box G33,
Postal Station G
Calgaiy, Alberta,Can^ T3A 2G1

twist on the theme. The player has a hi-

res map of the good old USA, dotted with

ten cities and ten missile bases. Each base

has a number. Press that number on the

keyboard and a missile leaves the base.

The arrow keys control the horizontal

motion of the missile. The space bar

detonates the missile. If it is detonated

close to an incoming warhead, all is well.

If not, the warhead hits a city or a base.

Cities hit twice are destroyed. Bases are

wiped out with one hit. At intervals

throughout the game, the cities are rebuilt,

and any eradicated bases near a surviving

city are replaced. The surviving cities also

stock the silos with extra missiles. Silos

start with ten missiles. The player receives

bonus points for unused missiles.

SCORE'
000918

HI SCORE:
809800

0:" k fX, ::=;

SKILL--— S>ai.^-.-^.-,\

Norad.

There are three skill levels. Higher levels

start with faster attacks, and throw more
waves of attack at the player. On each
level, the player wins if he survives a

specific number of waves. At a certain

point, the player is also given an MX
missile site which can be moved across

the map. The lowest skill level is good for

learning the game. The highest level is

very tough.

Raiders of the Lost Star

Strongly resembling a certain Atari

classic, Space Raiders is a search-and-

destroy game. Using a joystick or keys,

the player moves through galactic quad-
rants, blasting enemy ships. The strong

point of the game is the motion of the

stars. The field moves toward the player

and shifts reahstically when he turns. The
question is whether to compare it to the

Atari version, or to view it as a game in

itself. By comparison, it just doesn't offer

the same graphics or sound. What works
for the Atari won't necessarily work on
the Apple, and vice versa. As a game, it is

interesting, but rather repetitive. Only one
ship attacks at a time. Basically, the player

goes into a sector, destroys all the enemy
ships, goes into the next sector, and so

on. The player can also dock at a starbase

when he needs more energy. The target

has to be in the center of the crosshairs to

be hit, adding a bit of difficulty to the

game. If Atari Star Raiders appeals to

you, this is as good a version as is likely to

be produced for the Apple.

creative contpiifctRil
SOFTWARE PROFILE

Name: Space Raiders

Type: Space Fight

System: 48K Apple, Disk Drive

Format: Disk

Language: Machine Language

Sirnmi^: Apple version of Star Raiders

Maitufacttirer:

United Software of America
750 3rd Ave.
New York, NY 1001?

Treking On
Rainbow has made improvements to A

Stellar Trek (reviewed Oct., 1980), pro-

ducing Super Stellar Trek. The game offers

a hi-res, real-time fight against Khngons
and other baddies. The most obvious
improvement is the elimination of constant

disk access. In the original version, the

program went to the disk after every
command. Now, the routines remain in

RAM, speeding up play and lowering disk

wear. The first time a user plays the game,
he is asked to name all the officers. From
then on, this information is used to add
color to the game, wjth reports coming to

the bridge from the officers.

GPeative conepatlRj^
SOFTWARE PROFILE

Name: Super Stellar Trek

Ty|ie: Spacefight simulation

System: 48K Apple, Applesoft, Disk
Drive

Format: Disk

Langui^e: Basic

Summary: Good Trek game

Price: $39.95

Mamifactarer;

Rainbow Computing, Inc.

9719 Reseda Blvd.

Northridge, CA 91324

Overall play is in the basic StarTrek

format; the player has a limited amount
of time in which to find and destroy the

Klingons, using photon torpedos and
phasers. Extensive commands are available

for such exotic actions as mining dilithium

crystals. Those who enjoy Trek games
will hke this one.
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Apple Games, continued...
V

Ashes to Apples

An arcade game dealing with a certain

mythical bird has found its way to the

Apple in the form of Falcons. The game
seems fairly easy for the first ten seconds

or so. Several rows of ships move above

the player, firing down at his base. This

part is reminiscent of Invaders. Then a

few ships break formation and swoop down.

Now it seems a bit like Galaxian. The
similarity vanishes as the attacking ships

begin to fly in strange patterns, moving

below the screen and attacking the player

from below. A transformation suddenly

occurs. The ship changes to a falcon and

flies evasive patterns. It's worth more points

now, but harder to hit. If the player clears

the field, he gets another with a different

formation. After this second field is cleared,

the hard part begins. Small blue dots appear

on the screen, weaving back and forth.

They start to grow, becoming large dots,

then huge falcons. They swoop at the

player, moving at high speed. If hit straight

on, the falcon is destroyed. If only winged,

it returns. If the player gets through this

field without losing his allotment of three

ships, he gets a second field of dots that

grow into falcons. Survivors are given a

chance to destroy the mother ship. Make
that MOTHER SHIP. The thing is huge.

Attacking the mother ship in Falcons.

To destroy it, the player first has to blast

a hole through the bottom. Next, a hole

has to be made in a revolving rim. Once
there is a clear path for a shot to the

inside, the ship can be destroyed. But the

mother ship shoots back. And groups of

small ships hover above it, swooping down
on the player. If the player destroys the

mother ship, the game cycles back through

the five levels again.

Beside firing, the player has the option

of u^ing shields. A shield lasts for about

four seconds, then can't be used again for

about five seconds. Shields are great for

destroying swooping falcons since the birds

are killed on contact with the force field.

The game can be played with keys, paddles,

or a joystick. There was one rough edge

noticeable when fighting the mother ship.

Occasionally, one of the attackers wouldn't

be entirely erased from the screen when
destroyed. But this barely detracts from

the appeal of the gdiVCiQ. Falcons is tough,

fun and very well done.

Killer Robots^ Drones^ and Low-Life Storm

Troopers

Mission Escape arrived here two days

ago and has already taken control of the

staff. They've been lining up to play this

one. It is a cross between the arcade

game, Berzerk, and some high-adrenalin

contest that might be though of as death

chess. The player starts at one of four

doors to a room containing robots, drones,

and storm troopers. His object is to get to

the specified exit, and thus, to the next

level. The storm troopers fire lasers that

do damage to the player's armor. The
drones also fire lasers but, if shot, explode

with enough force to destroy anything

adjacent to them. The robots fire missiles

that always kill with on shot. Against this

arsenal, the player has three weapons. He
can fire a laser, fire a burst of three laser

shots, or fire a missile. The missiles and

rapid-fire bursts are limited, single laser

shots are unlimited.

Gpeattve compattR^f
SOFTWARE PROFILE

Name: Mission Escape

Type: Strategy and Action Game

System: 48K Apple, Applesoft, Disk

Drive

Format: Disk

Language: Machine Language

Summary: Highly replayable game

Manufacturer:

CE Software

801 73rd. St.

Des Moines, lA 50312

Mission Escape.

The player and the enemy alternate

turns. The player has ten seconds to i$sue

up to three orders. Movement and firing

are controlled from the keyboard. While

some keyboard-controlled games are unex-

citing, Mission Escape is definitely not

dull. Despite the alternation of turns, there

is a real-time feel to it. As an extra touch,

the top five scores are kept on the disk.

Mission Escape is highly recommended.

It Isn't Raining Rain

Finally, in an attempt to make up for

not reviewing it sooner, one more game

deserves mention in this roundup. Alien

Rain pits the player against a swarm of

hovering, swooping attackers. They start

out placidly enough, just moving back

and forth across the top of the screen,

letting the player pick them off with his

ship. Then one or more of the critters

comes swooping down, flying a drunken

path and raining missiles. Attackers that

make it to the bottom wrap around to

rejoin the formation at the top. There are

two flagships that are worth bonus points

if shot while swooping. If the player clears

the board, he gets another screenful. If

he scores 3000 points, he gets ai^xtra

ship.

The animation here is very smooth,

and th^ game is tough enough for most

players. For those who have it mastered,

Broderbund also offers Alien Typhoon
with more aliens and faster action.

SOFTWARE PROFILE

Name: Falcons

Type: Arcade Game

System: 48K Apple II or Apple III,

Disk Drive

Format: Disk

Language: Machine Language

Sunmmy: Superb and challenging game

Price: $29.95

Manufaeturer:

Picadilly Software

89 Summit Ave.

Summit, NJ 07901

creative compayRfil
SOFTWARE PHOFILE

Name: Alien Rain

Type: Arcade Game (

System: 48K Apple, Disk Drive

Format: Disk

Language: Basic

Summary: Tough and fast moving

ftice: $24.95

Maitttfaetttrer:

Broderbund Software

2 Vista Wood Way
San Rafael, CA 94901
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SOFTWARE STREET

11

ATARI 24 K DISC ONLY $34.95 BY

BILL BOGENREIF

1

1

H

|[ATMdO©

800 Computer 16K $689.00

410 Recorder $79.00

850 Intf. Mod $159.00

830 Modem $149.00

Special Software Packages

The Entertainer $64.00

Star Raiders, Missile Command,
and Joysticks.

The Programmer $54.00

Basic Programming language,

Self teaching guide to Basic

and Basic reference manual

The Educator $11 5.00

410 Recorder, Basic programming

language, and States and Capitals.

TOP SELLING PROGRAMS

Missile Command $33.96
Asteroids $33.96
Invitation to Prog. 2 $16.96
Invitation to Prog. 3 $16.96
Assembler/Editor $48.96
Jaw Breaker $25.95
Cranston Manor $24.95
Dodge Racer $19.95
Star Raiders $39.96
Sammy the Sea Serpent $14.95
Krazy Shootout $35.95
Space Invaders $35.95

f 1^

1

II "

We also feature tremendous savings from:

Atari

Atari Program Exchange

Adventure International

Crystal

P.D.I.

U.K.
Dynacomp
Quality Software

Avalon Hill

Epyx

Computer Consultants

Synapse

Datasoft

United Software

On-Line

O.S.S.

Software Street

Software Street is your mail order ATARI
810 Disk Drive $429 00 I

^'scount center.

Prices subject to change

THE ABOVE PRICES ARE FOR PRE-PAID ORDERS.

Shipping costs:

Software - minimum $2.00

Hardware - prices will vary (please cal

VtSA

Call or write for your

Dealer inquiries welcome.

Software street

3392 Clipper Dr.

Chino, CA91710
(714)591-3061

ATARI ISA REGISTEREDTRADEMARK

CIRCLE 173 ON READER SERVICE CARD



Let the Qames Begin
1 -

r

David Lubar

Apple games are prqliferating at an
astounding rate. The stack seems to grow
daily, with a large selection to dazzle

consumers. While it is impossible to cover

every program being released, the following

gives a good idea of what is available for

the game-hungry Apple owner.

Coming on Strong

On-Line Systems is alive and well, which

is good news for game lovers. The best of

their latest releases is Threshold. Given
only a casual glance, the game seems to be

nothing more than another shoot-em-up

space battle. The player has a ship at the

bottom and fires at enemy creatures above.

The creatures are birds that flap their wings

and fly evasive formations while shooting

at the player. Get through the birds and
another set of enemies appears. They move
differently. The game begins to shine. A
third formation appears, then a fourth. If

the player hasn't lost all five of his ships at

this point, he gets more fuel from the mother

ship. New attackers appear. There are many,

and it is not likely that anyone will see all

of them.

Not only are there a variety of enemies,

but each group exhibits substantial differ-

ences. They move in different ways, com-
bine in different patterns, and attack

differently. Many of the shapes are internally

animated. There are wheels that spin, ships

that tilt sideways into sHm profiles, and

objects that twirl like faUing maple leaves.

Beyond this, there is still more to Thres-

hold, The player can fire rapidly, but his

laser tends to heat up. If it overheats^ he

will be unable to fire until it cools. If fuel

runs out before a set of four screens is

destroyed, the player loses the game. Finally,

the player has a special option that can be

used once per ship. By hitting a key, the

enemy objects are slowed down for a while,

'!!!!!ljii!l!i!H;ii!l!!INIH{|H!!!!!l!l||l!!j|H^

The first of many screens in Threshold.

GPeattVB GOIttpllfetR^

SOFTWARE PROFILE

Name: Threshold

Type: Arcade game

System; 48K Apple, Disk Drive

F^imt: Disk

Language: Machine Language

Summary: Highly challenging and full

of surprises

Price: $39.95

On-Line Systems

36575 Mudge Ranch Rd.

Coarsegold, CA 93614
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In Crossfire, there is no safeplace to hide.

1 36

giving the player a brief advantage. Either

paddles or keyboard controls can be used

in this multi-faceted duel.

The animation in Threshold is superb,

the game is challenging, and it is unlikely

that anyone will tire of playing while the

mystery of future screens lies ahead.

Crossfire is another arcade game from

On-Line. Using keys, the player moves
arouiid a grid of squares, avoiding the

cpeaStve con^Mng
SOFTWARE PROflLE

Hume: Crossfire 1

TypetAfcade game

Systems 48K Apple, Disk Drive

Format: Disk ,
-

'

>
' -

Language: Machine Language

Suinpary: The enemy attacks froniaU

sides _
Mcej $29.95

Manalaetfirer:

O»-U|i0 Systems
36575 Mudge Ranch Rd.

Joai^goM, CA 93614

shots of creatures that also move through

the grid. The player can fire back, though

his bullets are limited. The key controls

are a bit tough to master. One set of four

keys moves the player, another set is used

for shooting. Rather than using a combi-

nation such as IJ,K, and M, the programmer

chose IJ,K, and L, with K for down. Having

the down key between left and right, rather

than below it, is a bit confusing at first.

Once the player has mastered the controls,

he can concentrate on wiping out the enemy.

His reward is another set of attackers, and

a smaller supply of bullets. Crossfire, like

Threshold, contains good aniniation, quick

Creative Computing Buyer's Guide



response to controls, and a challenge to
the player.

Good Bet

Draw Poker from Softape has some of
the finest graphics ever done for the Apple.
Though the game has been around for a
while, it has that quahty touch associated
with the newest software. The program
consists of five card draw for one player
against the computer. While a two-player
version of poker isn't quite as thrilling as a
contest among five or six players, the
graphics are so well done and entertaining
that the game deserves a look. For each
hand, the cards are spread, cut, assembled
and shuffled. Each action, except for
shuffling, is displayed graphically with a
beautiful set of cards. The programmer
did a really smooth job. When a bet is

made, the chips appear on the screen.
When the player or computer wins a hand,
the chips are sHd to the winner's side of
the table.

The one weakness is in the betting system.
The only unit of currency is the five dollar
chip. Each bet and raise miist be five dollars,

noymore or less. This allows less flexibility

A handfrom Draw Poker.

SOFTWARE PROFILE

Name: Draw Poker

Type: Card game
System: 32K Apple, Disk Drive

Format: Disk

Language: Machine Language
Summary: Superb graphics
Price: $29.95

Manufacturer:

Softape

10432 Burbaiik Blvd,

North Hollywood, CA 91601

in strategy than when the player has a
range to work with. While Draw Poker
doesn't take the place of four friends and a
six pack, it will give the poker addict a
willing opponent, and also provide a great
way to show off the power ofApple graphics.

Follow the Bouncing Ball

Datamost gives players a dose of pulse-
driving action in the guise of Thief. The
player must make his way through a series
of rooms, avoiding such dangers as collision
with walls, fire from enemy robots, and an
indestructible smiling bouncing ball. In
defense, the player has a gun. Control is

through a joystick. Moving the stick moves
the player. Holding the button while moving
the stick points the gun. If the button is

released while the stick is held to any side
or corner, a bullet fires. A self-centering
joystick is highly recommended for this
one.

At the start, the player is in a green
room, and the robots don't shoot. After a
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'.../ said he's programmed to return serves,. ..not drop shots.

scQRE: aooaaa

Slow humanoids don t last long in Thief

certain score, the rooms become blue and
the robots fire back. Later, the room
becomes orange and the robots fire more
frequently. Some of us have even had a
brief peek at violet walls before being blown
away. Unlike the arcade version, the robots
in Thief can't be tricked into colliding

GPeattve Gompntiu^
SOFTWARE PROFILE

Name: Thief

Type: Arcade game

System: 48K Apple, Disk Drive, Joystick

Format: Disk

Language: Machine Language

Summary: Highly addictive and hard
to beat

Price: $29.95

IVfanufacturfr:

Datamost
9748 Cozycroft Ave.
Chatsworth,CA 91311

'

with walls. But they can be destroyed by
the bouncing ball. This is a game that
can't be played just once. No one here has
been able walk away from it without "just
one more try." Since its arrival. Thief has
stolen a great deal our time.

Two Can Play as Cheaply as One
In Star Thief from Cavalier, the thieves

are the enemy. They are trying to steal

power pods that the player must guard.
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Games, continued

The player, using a paddle, can shoot and
fly. He has an unlimited number of ships,

but a hmited supply of pods. The strength

of the game is that it can be played by two
people. If they cooperate, working together

to guard the pods, the game can last a long

time. Even when played solo, the game is

good. The thieves aren't hard to shoot,

but they keep coming. And whenever the

player is hit, he must wait a few seconds

for a new ship.

Controlling the ship with a single paddle

is not difficult. The paddle rotates the ship

and the button, if held, supplies thrust. A
jab of the button produces a burst of missiles.

This allows playei-s to concentrate on the

game without worrying about the keyboard.

Star Thief is a fine addition to the small

supply of two-player cooperative games
for the Apple.

SOFTWARE PROFILE

Naaiet Star Thief
^

T|f«t Arcade game

System: 48K Apple, Disk Drive, Paddles

Format; Disk

Lattgtinge: Machine Language

Snmittury: Fun for one or two players

Prices $29.95

Maitufactiirer:

Cavalier Computer
P.O. Box 2032

Del Mar, CA 92014

Uplifting Experience

3-D Skiing from Continental Software

pairs Slalom and Ski Jump, making a fun

package for sports fans. The jump is

presented as a side view. From one to four

players can compete in up to 99 jumps.

Each jump starts with a press of the paddle

button which gets the skier moving. Another

button press at the right time launches

him from the end of the ramp.

Once in the air, the lean of the skier is

controlled by the paddle. A proper lean

stretches out the jump. If the player leans

too far, he loses balance. This can result in

a spill that is almost as violent as the famous

"agony of defeat*' segment from Wide World

of Sports. The player must also straighten

out to land. If he doesn't, he finishes the

ride sitting down. While a good technique

can be developed for jumping, it is not so

easy to master that it becomes automatic.

Slalom offers three courses, three levels

of difficulty, and short and long versions

of each course. The game gives a view of

the back of the skier^ looking down hill.

The object is to ski through all the flags

without hitting any or taking a spill. A
paddle controls the direction the skis are

pointed. If they are straight, the player

cpeattve compatf
SOFTWARE PROFILE

Na«M?: 3-D Skiing

Type: Sport game

System: 48K Apple, Disk Drive, Paddles

Language: Machine Language

Samniaryt The jump is a killer

ftrfese:$2495

Manatactitrert

Continental Software

12101 Jefferson Blvd.

Culver City, CA 90230
-

•
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moves forward, picking up speed. Turning

the skis results in the skier turning in that

direction. Turning also cuts down speed.

Thus, the player who cuts the flags at the

narrowest angle will get the best time,

though he also runs the greatest risk of

hitting a flag.

Ski Jump gives a ai^w meaning to fear of
flying.

The only weak point of Slalom is that

the player cannot change courses or levels

without rebooting the disk. This option

would have been a nice addition. Except

for this, 3-D Skiing is fun to play and fun to

watch.

Sudden Terror

Red Alert from Broderbund is a fast-

paced, frantic game that has the player

defending the bottom of the screen from a

mass of attackers. Instead of just defending

the standard ship or base, the player protects

a series of installations, including radar,

niiissiles, and a shield repair system. Above
these facilities is the shield and above the

shield are the attackers. They rain down
missiles that eat away the shield. The player

moves a crosshair, firing simultaneously

from two guns at either side of the screen.

The shots burst out in a circular pattern,

destroying anything that enters t)ie perim-

eter of fire. Once both guns have been

destroyed, the game is over. The player

can launch a special missile that destroys

everything On the screen. He gets a new
missile every 2500 points, but if the rriissile

launcher is destroyed, no more missiles

can be earned. Radar increases the spread

of the player's fire. The repair unit mends
the shield at 10,000 points, and again at

higher values. Once any of these specialized

units is destroyed, it is gone forgood unless

ii i .liiM.niiiiniiti titiitiit t i.titintiiiMiMiit i in .iti iii tiittniiiiiitiiiiiiii niMttiiiH|j|
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The player's shield is quickly destroyed in

Red Alert.

the player is lucky enough to shoot one of

the rare supply ships that zips across the

screen.

The standard attack comes from swoop-
ing, dodging creatures that drop small

missiles. Occasionally, a larger creature,

looking somewhat like an Apple from Apple

Panic, comes along and drops a cluster of

larger missiles. These really do a job on
the shield.

SOFTWARE PROFILE .

Bimne: Red Alert

Type: Arcade game

System: 48K Apple, Disk Drive^

Joystick (Recommended)

Format: Disk

Language: Machine Language

Summary: Fast-paced and tough

Prtee: $29.95 '

,
Manufacturer:

Broderbund Software

2 Vista Wood Way
San Rafael, CA 94901

The game demands total concentration

from start to finish. There is no chance to

relax for a second. Some will find it too

fast paced, but those who have mastered

its predecessors will find a real challenge

in Red Alert.

Words for the Wise
Cross Clues from SRA is an original

word game designed for the computer.

Two players take turns trying to guess

words in a crossword-style grid. On each

turn, a player first tries for a complete

word. If he is correct, he gets another

guess. If the word is incorrect, any letters

in the correct position are kept, and any

correct consonants are also displayed

wherever else they appear on the grid.

Next, the player gets to select a single

consonant. This is also displayed wherever
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SOFTWARE PROFILE
Name: Cross CJues

Type: Word game

System: 48K Apple, Disk Drive

Formats Disk

Language: Machine Language

Summary: An original word game for

two players

Price: $29.95

Manufacturer:

Science Research Associates

155N. WackerDr.
Chicago. \L 60638

it occurs in the grid. Points are scored for
each occurrence of a letter. Each turn is

also restricted by a time limit, and good
players have their time cut in half.

PLYR I PLYR 2
9 < 3

NOAH

KHERE DOES THE

I^ORD START?

SET THE ARROWS

^ SO THEY POINT

TO THE FIRST

SQUARE . USE

) AND < . ). ^

A game of Cross Clues in progress.

Though the puzzles contain a fair number
of short words, the vocabulary is sophisti-

cated, and even puzzle experts will find

the game to be a test of their skills. The
disk contains 50 puzzles. An option for

creating new puzzles would have been
thoughtful. As is, owners of the game will

have to wait and see if SRA will be releasing

new puzzle disks.

Call in the Bouncer
While I try, in the interest of avoiding

conflicts, to refrain from reviewing many
programs from Creative Computing Soft-

ware, there's a new game that is just too
good to keep quiet about. Blisterball starts

with the traditional ship at the bottom of

the screen, but takes off from there in a

different direction. High above, in an
enclosed area, balls bounce. When the

game starts, one ball drops, bouncing' off

the floor and walls. The player must avoid
being hit, and try to shoot the ball. If he
succeeds, two balls drop. After this come
three, then four, and finally five. If the

player is still ahve, he gets to try for five

bonus balls which drop one at a time.

These balls are worth ten times as much as

the others, but they fall faster and don't

bounce. In the next round, the balls are

Creative Computing Buyer's Gi^ide

As one ball dies the others keep bouncing
in Blisterball.

worth more, but they don't bounce as high.
With each round, they lose elasticity. In
each bonus round, the balls fall more
quickly, requiring fast reflexes and a good
aim. When the balls get too low, the walls
begin to close in.

The game has two skill levels, and options
for play by one person, two playing as a
team, or two playing in competition. Almost
everyone who has tried the game, including

arcade addicts, has been quickly destroyed
the first few times. A ship can take three
hits before being knocked into the gutter.

Those hits come pretty quickly when dealing

with the multiple bouncing balls. On the

weak side, the program doesn't save the
high score to disk. Aside from this, Blisterball

is a fine arcade game that offers good play
value.

SOFTWARE PROFILE

Name: Blisterball and Mad Bomber

Type: Arcade game

System: 48K Apple, Disk Drive, Paddles

Format: Disk

Language: Machine Language

Summary : A new twist in action games

Price: $24.95

Manufacturer:

Creative Computing Software
39 East Hanover Ave.
Morris Plains, NJ 07950

The package also contains Mad Bomber,
a game where one or two players attempt
to shoot bombs dropping from overhead
racks. The racks start out empty, then
quickly begin to fill. Whenever a rack has
four bombs, it drops one. The player has a
limited amount of ammunition, but can
reload by moving all the way to the side of

the screen. If a bomb hits a player, he
loses ten rounds of ammunition. When ten
bombs hit the ground, the game is over.
Though not as strong as Blisterball, Mad
Bomber is a lot of fun in the two-player
cooperative mode, and very challenging
as a solo game.
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SPECTACULAR
OFFERS

Wj>Ibasf

mm
MAXELL

WABASH

OPUS
We Stock the complete line of BASF diskettes,
reel-to-reel tapes, mag cards, disk packs and
cartridges. We also carry MAXELL, OPUS and
WABASH products. All are 100% certified and
fully guaranteed.

Box of 10 diskettes: 5% 8"

OPUS ss/sd
BASF ss/sd

WABASH ss/sd

MAXELL . TOO LOW TO QUOTE.
5V4''-10 sector-now available

Sectoring must be specified.

$20 $21

23 24
23 24

CALL

51/4 "orS" Vinyl Storage Pages l0/$5

'Pi

LIBRARY CASES

8" Kas-sette/10 $2.99
51/4" Mini Kas-sette/10 . . $2.49

HARDHOLE DISK PROTECTORS
Reinforcing rings of tough mylar
protect disk hole edge from
damage.

- SV*"
Applicators $3
Hardhole Rings (50) $6

8"

$4
$8

DISK DRIVE HEAD
CLEANING KITS

Prevent head crashes and
ensure error-free operation.

5V4"or8" $19.50

SFDC-10 CASSETTES lO/$7
(All cassettes Include box ana labels.)

Get 8 cassettes, C-10
Sonic, and Cassette/8
Library-Album, as illustrated,

for only $8

SNAP-IT POWER CENTER

Turns 1 outlet into 6. Wall
mount or portable. Circuit

breaker, lighted switch and
UL approved.

4"x3"x2" $19.95

We also offer printer ribbons, printwheels,
type elements, equipment covers, power con-
soles, paper supplies, storage and filing equip-
ment, furniture and many other accessories
for word and data processing systems. Write
for our free catalog.

VISA • MASTERCHARGE • MONEY
ORDERS • CERTIFIED CHECK • FOR

PERSONAL CHECKS ALLOW TWO WEEKS
• C.O.D. REQUIRES A 10% DEPOSIT • CAL.

RES. ADD 6% SALES TAX • MIN $2
SHIPPING & HANDLING • MINIMUM

ORDER $10 • SATISFACTION GUARANTEED
OR FULL REFUND

ABM
PRODUCTS

8868 CLAIREMONT MESA BLVD.
SAN DIEGO, CALIFORNIA 92123

Toll Free 800-854-1555 Order Only
For Information or California Orders

(714) 268-3537

CIRCLE 174 ON READER SERVICE CARD

'
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Tl Indoor Soccer

Sports Corner

Clockwise from lower left. John White, Bob Calian, Peter

Fee, Owen Linderholm, arid urucfentifiedfriend

Owen Linderholm and John White

We recently received the Indoor Soccer

module from Texas Instruments and being

diligent, as we are, we immediately dropped

the fun things we do around here, such as

converting from the TRS-80 to the Atari,

and put the game through its paces. Before

too much time had passed, an Indoor

Soccer Tournament had been scheduled.

As they say, it's no picnic.

As word of this prestigious tournament

spread, a number of All Stars signed up.

The participants were Bouncing Bob
Calian, Peter "Pele" Fee, the grizzled

English veteran Owen "Legs" Linderholm,

Jumping John White, Dave "Rock'em"
Rogers, Giorgio Stemecker, and Dynamic
Dave Lubar, who is odds-on favorite to

win at any computer game we play.

Just the fact that we held a tournament

with this game says something. It is, in

fact, a heck of a lot of fun. The best way
to describe it, however, is to let the winner

of the tournament speak his mind. This

interview took place in the locker room
of T.I. Stadium, located within the spacious

confines of our Software Development
Center, and was conducted by that notable

sports reporter, Warner W. Cosell.

W.C.: Hello again, everyone, this is

Warner W. Cosell, speaking of sports.

I'm here in beautiful downtown Morris

Plains, where I have just witnessed a battle

of monumental proportions. After scouring

the world and even looking in the back
room of our warehouse, the organizers of

this tournament invited a few top athletes

to compete in the first annual T.I. Indoor

GPeafetve computtRgf
SOFTWARE PROFILE

Naiti€: Indoor Soccer

Type: Sports Game
Systems TI 99/4

r Fontiat: Plug-in Rom Module

Language: Machine code (9900)

Sii0i]iiiiry: Fantastic

Price: $29.95

Manitfactsrer:

Texas Instruments Inc.

P.O. Box 5012

Dallas, TX 75222

Soccer Tournament. The athletes all

declined, so they dug up some of the

characters who work at Creative Com-
puting. After many gruelling matches,

Jumping John White emerged as the

winner.

First of all, congratulations on a hard

won victory. To what do you attribute

your success?

J.W.: I was better than the rest.

W.C.: Seriously, though, ho\^ would
you siimmarize this tournament?

J.W.: Well, almost all of the matches
were close. Aside from Bouncing Bob,
"Rock'em" Rogers and the great "Pele",

everyone was pretty equal.

W.C.: Would you care to explain some
of the details of the game?

J.W.: Yes.

W.C.: Would you elaborate on that?

J.W.: Since we didn't have the remote
wire controllers, we had to use the key-

board controls, but they were surprisingly

good apart from being a bit too close

together for comfortable play. The controls

manipulate a "Control Player/' while the

rest of the team operates independently

under computer control. By attempting a

tackle, one can switch Control Players.

W.C.: How about passing?

J.W.: Once the Control Player passes

the ball, the receiver becomes the Control

Player. This can set up some interesting

passes off the walls and some tricky bank
shots can be made.

W.C.: What I really wanted to know is

whether you had any difficulty controlling

the ball in passing and shooting. Could
you tell our viewers about that?

J.W.: With a bit of practice you can be

accurate on the great majority of kicks

unless you are like "Pele" Fee, who is a

bit of a slow learner.

W.C.: Judging from the tournament
results this is a high scoring, offensive

game and you're one of the most offensive

players I've seen.

J.W.: I'm not quite sure how to take

that remark, but actually I pride myself

on my defense. I get as much of a thrill

out of a nice interception or a good tackle

as I get out of a goal. Interceptions are

made by moving one of your players into

the path of the ball. Except for the

occasional fumble, he then gains control

of the ball. Tackles are harder and involve
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good positioning as you attempt to kick
the ball while it is in the other player's

possession. You can succeed, fail or cause
both players to lose control of the ball,

depending on how skillful you are. The
danger of playing tough defense is the

potential for fouling. Giving away a penalty
kick is an almost certain goal for the
opposition. A good player can hammer
home a shot in either corner of the net.

W.C.: Let's go to the videotape. A nice
feature of the game is that you can do an
instant replay of a goal. SWISH!!
J.W.: Nice goal!!

W.C.: Now that I've conducted the
interesting part of the interview, let's go
to my colleague. Earnest Clifford, to hear
about the more mundane aspects of the
game. Earnest?

E.G.: Thank you, Warner. 1 was immed
iately impressed at the beginning of the
game with the graphics and sound effects.

It is also multi-hngual, has time-outs, and
aM the excitement of the real thing. The
game costs $29.95 from Texas Instru-

ments.

The main features are: keyboard or
joystick control; passing; tackling; inter-

ceptions; replays; timeouts; multi-hngual
capabihty (English, French, German, Italian

and Dutch); 3-D high-res graphics; goal-
kicks; penalty-kicks; free-kicks; blocking;
interceptions; and sound effects (crowd
noise, referee's whistle, musical encour-
agement).

Before signing off, let us have a moment
of silence for Giorgio Sternecker who
was kidnapped just prior to the start of
the tournament. He is now rumored to be
on the trading block, with California a
good bet. (a very short pause)...and
now...

Thank you very much. John, nice having
you here with us at Channel 2001 Studios.
Now a break for a word from our sponsors.
Creative Comp

Special editions for Apple,
Atari and TRS-80 Computers.

IS

"Does thou love life? Then do not squander
time, for that is the stuff life is made of.

"

BenjarrunFranklin

Hey kids, are the folks out of the room?
Good, cause I've got a secret to tell you.
You know that computer they fuss over?
Well, kid, between you and me. this whole
programming thing is a lot simpler than
they realize.

What's that? Sure, you can learn. Just
get a copy of Computers For Kids. It's a
super book, and it tells you everything you
need to know. Huh? You have an Apple?
No problem. There's a version just for the
Apple. One for the TRS-80 and one for the
Atari too, with complete instructions for
operating and programming.
The book will take you through every-

thing programmers learn. Its easy to
understand and the large type makes it

easy to read. You'll find out how to put
together a flowchart, and how to get your
computer to do what you want it to do.
There's a lot to learn, but Computers For
Kids has 12 chapters full of information.
You'll even learn how to write your own
games and draw pictures that move.

Just so the folks and your teachers won't
feel left out, there's a special section for
them. It gives detailed lesson Ideas and
tells them how to fix a lot of the small
problems that might pop up. Hey, this
book is just right for you. But you don't

have to take my word on that. Just listen to
what these top educators have to say
about it:

Donald T. Piele, Professor of Mathe-
matics at the University of Wisconsin-
Parkside says, "Computers For Kids is the
best material available for introducing stu-
dents to their new computer. It is a perfect
tool for teachers who are learning about
computers and programming with their
students. Highly recommended."
Robert Taylor, Director of the Program

in Computing and Education at Teachers
College, Columbia University states, "it's a
good idea to have a book forchidrenr
Not bad, huh? Okay, you can let the

adults back in the room. Don't forget to tell

them Computers For Kids by Sally
Greenwood Larsen cost only $3.95. And
tell them you might share it with them, if

they're good. Specify edition on your
order: TRS-80 (12H); Apple (12G); Atari
(12J).

To order your copy send $3.95 plus $1 .00

postage and handling to Creative Computing,
Dept. SG21, 39 E. Hanover Avenue, Morris
Plains, N.J. 07950.

*NJ Residents add 5% sales tax
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Super Vaders and Space Intruders
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Invaders for the TRS-80

Owen Linzmayer

The software market has been saturated

with versions of Space Invaders for the

TR5-80; few great, some OK and many
horacndous. Rather than criticizing the

deplorable, this review is intended to praise

two exemplary programs modeled after

the famous arcade game. The programs

are Super Vaders from Soft Sector Mar-

keting and Space Intruders from Adventure

International.

Space Invaders is the grand-daddy of

arcade games. In it, rows of aliens march

left and right, criss-crossing the screen,

launching lethal missiles at the lone

defender below. When the army of invaderls

reaches either side of the screen, it drops

down one step closer to the player s laser

base. If the invaders manage to get down
to the level of the cannon, the game is

over and the Taito Corp. is twenty-five

cents richer.

As the number of intruders decreases,

the speed of the remaining aliens increases.

When the first screenful of invaders has

been cleared, a second, faster group

appears; only this time they start off a

notch lower than the preceding wave.

Even though there are four shelters to

protect him, the player must constantly

be on the alert as he glides across the

bottom of. the screen picking off any

unfortunate invader that gets caught in

his line of fire. Occasionally, a UFO will

transverse the uppermost portion of the

sky, daring the player to blow it away.

Although these UFOs are worth big

points, their objective is to draw your

attention away, in the hopes that you

won't notice an oncoming missile. The
arcade version of Space Invaders is endless,

if you can manage to keep one base intact

you may play forever, racking up scores

in excess of hundreds of thousands of

points.

Super Vaders

Super Vaders is a machine language

program written by Larry Ashmun of Soft

Sector Marketing. It is a modified and

greatly enhanced version of Invaders Plus.

There are nine levels of play, not including

the BUtz mode. Bhtz is not for the timid;

bombs are hurled towards you at dizzying

speeds as the invaders whiz through the

heavens. I'm told by the author that the

number of boards/screens in the Blitz mode
is infinite, but I have never gotten past

the second set of insuperable invaders.

If you are playing any level other than

Blitz, you must destroy only four waves

of invaders before the game is over. This

is a slight drawback, but with nine levels

of play, the game is challenging to novice

The sound-effects
are exceptionaL

and expert alike. At the beginning of each

new onslaught, the number of laser bases

is always four (these will disappear quicker

than you think).

Every time one of your bases is

destroyed, the number of ships left is

flashed momentarily where your last ship

was hit. This is a novel feature that more

GPeattve GOinpafctRfif

SOFTWARE PROFILE

Name: Super Vaders

Type: Arcade

System: TRS-80 Model 1 111, 16K

Format: Cassette or disk

Language: Machine

Summary: Top of the line Space

Invader game for the

TRS-80

Price: $15.95 (cassette);

$19.95 (disk)

Manufacturer:

Soft Sector Marketing

6250 Middlebelt

Garden City, Ml 48135
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programs should use. In the old version

of Invaders Plus, you could only do one

thing at a time, move or shoot. In Super

Vaders you can do both simultaneously,

with rapid-fire shooting no less!

The sound-effects are exceptional. Some-

thing is always coming out the cassette

port, from the zapping of an invader to

the ever-increasing background tempo
which intensifies the game.

There are only two small complaints I

have about this game. The first dealing

with the scoring: your score is only shown

after the game is completed. This is a

minor problem but I can see why it was

done this way. To have on-screen scoring,

the top row would have to be set aside for

the score section instead of being reserved

for the UFO ship.

My second complaint is that the two-

player option is not really that at all. The

second player doesn't get to man the

controls until after his opponent has been

annihilated four times and is finished with

his game.

Space Intruders

Space Intruders, also a machine language

program, is written by Doug Kennedy. It

differs from Super Vaders in that it is

modeled after Space Invaders Part II

(commonly know as Deluxe Space Inva-

ders). Intruders replicates every aspect of

the arcade game, and very well, I might

add.
One of the first differences between

the original and deluxe arcade games you

will notice is that there are "spHtting

invaders." That is, if you hit one, it dupli-

cates itself and a clone appears beside it.

These two do not split again if hit.

There are three different types of UFOs
in Space Intruders; the regular ship, a

flashing ship and a reinforcement ship.

The flashing UFO bUnks on and off as it

flies across the screen. To destroy it, your

laser blasts must hit it when it is "on."

The reinforcement ship periodically comes

by to drop extra aliens into the empty

slots in the uppermost row. This can be

nerve-wracking when you thought you

Creative Computing Buyer's Guide

\



5

were almost finished with a wave and
suddenly more intruders are strewn in

your path to victory.

Space Intruders is so much like Deluxe
Space Invaders that it even has two features

GPeatiV6 computing
SOFTWARE PROFILE

Name: Space Intruders

Type: Arcade

System: TRS Mode! I/III, i6K

Format: Cassette or disk

Language; Machine

Summary: Excellent TRS-80
rendition of Deluxe Space
Invaders

Price: Space Intruders $l4.95 tape

Model I and III, $20.95 disk

Model I

Manufacturer:

Adventure International

Box 3435
Longwood, FL 32750

many people don't even know exist in the

arcade game. The first is "counting your
shots." Contrary to popular belief, the

UFO point values are not random, but

rather follow a pattern depending on the

number of shots you have fired. By counting

Atari Games (Continuedfrom page 101)

Asteroids

As an addict of the arcade version of

Asteroids, I really looked forward to this

game. I had begun to design an Asteroids
game for the Atari (laid out the player

shapes and so forth, and had the basic

algorithms worked out), but when I heard
Atari was releasing a version, I gave up.

Fm not sure I should have.

Asteroids, as you probably know, is a

game which places you in a ship in an
asteroid field. You shoot at the asteroids,

which break into smaller asteroids, and
try to avoid collisions. Occasionally an
enemy ship enters the field and fires at

you.

This version of Asterojds is apparently
written in graphics mode 7 (Basic) or Antic
mode 13. This means it has a "chunky"
feeling to its graphics. If you have ever
played TRS-80 asteroids you know what
I'm talking about.

This is particularly surprising when mode
14 is available (graphics 7 1/2) with much
better four-color resolution. Indeed, I had
planned to use this mode for my viersidn

and include three different colors of
asteroids. Even graphics 8 (Antic 15) would
be a possibility if multicolor asteroids were
not required.

Anyway, I find the low resolution look
of the asteroids quite annoying. Also

Creative Computing Buyer's Guide

"Come /low, Mary— what makes you think we're
being attacked by invaders from outer space?...

"

shots and hitting the UFO at the right

time, you can consistently get die maximum
point rating.

The other feature, one that only a few
people know about, is referred to as the
"rainbow effect." If the last ahen on the

screen is one from the bottom row and
ydu destroy it, you are awarded bonus
points and treated to an interesting graphics

display (the rainbow).

There is a two-player option in this

program in which players alternate turns

after being destroyed, but the time allotted

for changing positions is not sufficient.

Asteroids.

t

irritating is the very large distance between
"turn points" on the ship; in other words,
a minimum turn is a large distance.

The missiles are Hmited to four and
probably not done with P-M graphics, as

there is an option for up to four players at

once. Ah, well.

The joystick is used as follows: right

and left are rotate, forward is thrust, back
is hyper/flip, your 180 degrees/shields.

The shields are not "timed" as in Deluxe
Asteroids, by the way, making for a rather
predictable game.

Rating

Alas, this one is not as good as Missile

Command. I liked it, but not enough, and
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One extra ship is awarded at 2000 points;

that's the only freebie you'll get, so use it

well. Unhke Super Vaders, this program
does have on-screen scoring and also lets

the high-scorer input his name (eight letters

maximum). On the lower left, the number
of ships feniaining is shown and at the
right, the number corresponding to the
wave you are presently battling.

Both Super Vaders and Space Intruders

use excellent sound routines and lightning-

fast, smooth graphics. They are the top-

of-the-line Space Invader games for the
TRS-80. 1 don't recommend one over the
other because they are modeled after

different games.

Contrary to popular
belief, the UFO point
values are not random.

If you like the original Space Invaders
then get Super Vaders, if you prefer the
Deluxe arcade game, then by all means,
get the Space Intruders program. Better
yet, buy them both. Then you'll have all

the invader games you'll ever need. Both
games are virtual black-holes, capable of

sucking up hours and hours of play time
while improving your game.

it could have been done better. Possibly
the video game version and this version
were made as similar as possible to cut
development costs. I can understand the
problems, having worked this out myself
(for example, how to rotate a rocket in

only 8 bits; it looks pretty weird in some
angles), but still, much better resolution
could have been achieved.

The multi-player option is a lot of fun,
and my wife and I spend much time
shooting at each other.

One thing you will notice, again, on
most Atari games is that they are not
CPU bound. On a version written for
another machine, there is a very noticeable
slowing of the game when there are many
asteroids present. This is the result of all

the table updating, checking for collisions,

and so forth. The Atari version runs at a
constant speed, and is fast.

Summary: I play Missile Command much
more than Asteroids.

,

Conclusion
All in all, these were fun games to play.

Asteroids will entertain those of you not
spoiled by the arcade version, which I

admittedly am. It is a good sign that these
games exist, as -it means that more good
software for the Atari is becoming avail-

able.
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In my early days with the personal

computer, I took the company's computer

home (note: this is the cheap way to get

Started with home computers— get some-

body else to buy one) and slaughtered

Klingons by the thousand. But none of

their maneuvers terrified me as much as

hearing the pitter patter of little feet and

feeUng the tug on my shirt sleeve. Reluc-

tantly I would look down to see my 18-

month old son, Robert, smihng beatific-

ally. Has anyone heard words more certain

to freeze your blood than "Daddy, I waniia

play compooter?"

"No, you slimy little brat! This is my
toy and you can't have it!" I screamed in

my mind, and almost instantly felt remorse.

I could give the kid a complex of some

kind. He would be traumatized, fail in

school and Hfe, become an axe niurderer

aiid kill me one night as I vanquished

Klingons for the eight jillionth time. Not

a pretty picture.

"No. This is too easy to break," 1 thought.

That, too, sounded terribly lame.

"Sure. Why not? After all I didn't buy

it," I thought. That was the clincher so I

smiled, reached down and lifted him onto

niy lap. Robert's response was immediate

and exuberant. Pound. Pound. Pound with

Steve Kimmel, 4756 South Irvington Place, Tulsa,

OK 74135.

both hands on the keyboard. "No. No.

Push the keys. Don't pound on them."

Push. Push. Push. Pound. Pound.

Pound.
Three hours later, after I had finished

cleaning the jelly from my computer keys,

1 paused to consider the situation. Kids, it

seems, are interested in whatever interests

you. If I was going to have the computer

at home, I was either going to have to

lock it and me in a room or play with it

only at night. Or I was going to have to

find something Robert could do with it.

Kids, it seems, are

interested in wtiatever

interests you.

For a while Robert was satisfied with

simply pushing the keys and vi^atching the

letters disappear off the top of the screen.

After only a month or two that got old.

Then I began my search for software

suitable for a preschooler.

It is worthwhile to consider the qualities

of preschoolers that make them unique in

the computing population. This will provide

us with some key information about why
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one program is good while another isn't.

Without this fundamental baseline we are

floundering along with little adults; a

concept that is simply wrong.

First and foremost, preschoolers can't

read. This is almost the definition of a

preschooler. So obviously the program

can't have written prompts. Rewards and

punishments can't be in plain English.

This sort of communication occurs to us,

as programmers, first because it requires

the least thought on our part and we are

comfortable with it. Preschoolers, however,

make it impossible. All of the communi-

cation between the computer and the

preschool operator has to be nonverbal.

Fortunately, there are many other ways

to communicate. To use them requires

more planning and greater skill on the

part of the programmer.

The most important means of nonverbal

communication is visual. Almost all home
computers are capable of reasonable

graphics. Even the TRS-80 can generate

a face that the youngest of preschoolers

can recognize. The infant learns to recog-

nize faces and facial expressions as com-

munication ahnost bpfore it learns anything

else. Using this in a program requires no

great skill. You simply show a smiling

face when the child has done' the right

thing or a frowning face when the answer

is wrong. Some of the programs reviewed

take that one step further and have the

head nodding approval or shaking to signify

no. Everyone understands that.

Sound can be a very important part of

communication. Needless to say, most

Creative Computing Buyer's Guide



Robert at 18 months during the first Creative Computing
Chess Tournament. A big help.

preschoolers understand the spoken word
long before they can read. The sound of

something—an explosion, a musical tune—
communicates as effectively as printing

"Your ship has been destroyed by the

Khngons."
The second key characteristic of pre-

schoolers is that they don't have well

developed problem-solving skills. In most
cases it is probably valid to define a game
as competitive problem-solving. Most
younger preschoolers don't understand the

conv^ept of "game." Let a group of two-

year olds play in a room and you have a

room full of two-year olds playing by

themselves. There is no sense of coopera-

tion or playing together.

One of the recommended "games" for

young children is to have them stick baby
food jar lids through a slot. It is, for the

very young, a staggeringly difficult task.

Thus we can eliminate the majority of the

traditional games.

The preschooler can only understand

simple cause and effect. If I do this, it

does that. Push the bowl, it falls on the

floor. And even that was a surprise not

too long ago. The level of depth to which
they think ahead is quite limited. The
preschooler's game has to be very simple

with immediate results for actions.

Third, the preschooler hasn't developed

particularly good coordination yet. One
finger at a time is about all he can handle.

Certainly anything requiring the hands to

be doing different things simultaneously

is beyond preschoolers. It's a skill I

developed when I was about 12.

The preschooler doesn't react quickly.

Even older preschoolers seem to have

rather slow reaction times. So games that

require moving quickly aren't very good
either. The problem is that the child is

easily frustrated at his own inabilities, and
the experience can become an unhappy
one quickly.

The class of games that comes to mind
immediately is the arcade type game. To
challenge an adult requires quick actions,

frequently with both hands. The pre-

schooler will be attracted to this sort of

game, but won't be able to play.

It is necessary to address the issue raised

by Sally Greenwood Larsen in her book
Computers for Kids. She states, "I can't

emphasize this one enough. Don't ever

let your children play conmiercial game
tapes until they are accomplished pro-

Robert at 3 1/2years is a seasoned veteran

who knows what computers arefor—fun!

grammers! By 'accomplished' I mean the

end of the first year (of programming
classes) for most children."

Her argument is that kids exposed to

the fun of the sHck commercial games
will lose all interest in programming. She
also states that the only games a child

should be allowed to play are the ones he
has programmed himself. The effect of

this is that no preschooler shouki be allowed

to play with the onnputer since the earliest

he can be expected to be an "accomplished

programmer" is about five years old.

The argument is specious. It is akin to

saying children shouldn't be allowed to

read the classics until they are accom-
plished writers. Most educators agree that

the children who become the best readers,

the best students, etc., live in homes filled

with books. The parents show respect for

books, read frequently and begifi to read

to their children regularly at an early

age—sometimes before the end of the

first year.

Reading begins as a close, comfortable

sharing experience long before it has any

significance as a conveyance of ideas.

How different is sitting on your father's

lap listening to a book from sitting on
your father's lap playing a computer
game?
There are differences, and the most

obvious is that in one activity you are

passive while in the other you are actively

affecting the outcome. More important,

however, are the similarities. You are warm,
have a good feeling about yourself, your
father, your book and your computer.

Interestingly enough, it is the good
readers who become the good writers.

All the professional writers I know are

voracious readers. They have a love affair

with words and it doesn't seem to matter

whether the words are coming in or going

out. Almost none of them were "accom-
plished" writers until their teens. Some
didn't become competent writers until

much later in life. The fact remains that

all of these professional writers were good
readers at an early age and all started

their contact with books long before they

learned to write.

I suspect that almost all of Miss Larsen's

students come from homes without com-
puters, Her experience must be similar to

teaching students who have never seen a
book to read and write. Her students may
eventually become competent program-
mers and be able to use the computer to

good advantage as adults. Will they become
great programmers? Will their programs
become classics? Did Shakespeare's mother
read to him as a child? I don't know. But I

firmly believe that the preschooler who
learns to love and respect the computer
before he can program will ultimately be
better for the experience.

I'll begin the review of some programs
that might be suitable for preschoolers by
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Preschoolers, continued...

reviewing the qualities we want. It should

make extensive use of nonverbal com-
munication. It should give immediate results

to actions and require no great amount of

strategic planning. It shouldn't require great

speed or coordination. Like any program,

it should be reasonably priced and free of

bugs. Where do you find these programs?

Nine Gaines

Robert's favorite computer game and,

in my opinion, the creme de la creme is

George Blank's Nine Games for Preschool-

ers, I mention it first because it was about
the first attempt at designing a computer
program for the personal computer with

the preschooler in mind. This is probably

the first program you'll turn to when you
start looking for software for your pre-

schooler.

George got just about everything right.

There are others who have done some of

the things better than this early effort,

but none have combined the qualities as

well for a package of soHd value.

As all you highly perceptive types have

already deduced, there are nine games in

the package. Letterfun allows the pre-

schooler to type in a group of letters. He
then presses enter and the letters do
amusing things such as bounce around,

explode, and march from side to side across

the screen. While this may not seem like

much, it will amuse a young preschooler

for some time.

ABC has a little face that smiles when
you type in the right letter of the alphabet

arid shakes its head when you type the

wrong one. Sometimes getting the shaking

head is funnier than the smile so there

will be times when the preschooler will

intentionally push the wrong key.

Letter Wars is a drill on small letters

that pauses every ten letters for a brief

space battle. The outcome is determined

by whether you got the letters right or

not. The graphics here are nothing to

write home about, but they are adequate.

By age three, Robert was getting over

98% and playing 100 letters at a sitting.

Repeat is a game for much younger
children. Here the key pushed is repeated

32 times across the screen forming pat-

terns.

Names provides practice in recognizing

names in the middle of text. You type in

six names which are repeated in random
order fiUing the screen. It pauses and you
and your child pick out individual names.

Blackboard is just what it says. What
you type appears on the screen. Troll's

Gold is a maze in which doors open and
close. Your mission is to get the troll's

gold and get out before he catches you
and eats you up. If you escape, the screen

is filled with dollar signs. If you get caught

the troll's mouth slams shut on you. Each
game takes about eight minutes, and Robert

will play three in a row.

Math Drill is a drill in addition and
substraction. Counting blocks are displayed,

too. Calculator is a four-function calculator

with the display in standard school format.

Not a whole lot of fun.

One extremely nice thing about Nine

Games for Preschoolers is that all of the

games are in memory at the same time.

The programs are called from a master

menu that doesn't require reading. Pressing

the clear key during a game will return

the preschooler to the main menu. Part

of the strength of the program lies in the

fact that the games call for different

abilities, and the child will grow out of

some and into others.

The net effect is that this program won't

be quickly discarded. Educational, well

designed, good play. Yep. This program
is probably the best. At $9.95 from the

TSE this program is an absolute must for

anyone with a 16K TRS-80 and preschool-

ers.

The Software Exchange, 6 South St.,

Milford.NH 03055.

Dancing Demon has
the best graphics I've

seen on a TRS-SO.

Android Nim
Android Nim by Leo Christopherson,

who I am secretly convinced has elemen-

tary school age kids, is an example of a

planning game that is still good for pre-

schoolers. Christopherson is the acknowl-

edged master of low resolution graphics

and Android Nim is an excellent combin-

ation of animation and sound.

The strength of the game is in its action.

Instead of beans or sticks, the game is

played with small robots. They fidget

nervously and chatter, which holds the

child's attention. After you've entered the

number of androids you want to remove,

a leader android "looks" to check if your

move is legal.

It either "speaks" to affirm your choice

or shakes its head to tell you that the

move is illegal. Given a legal move, the

leader pulls out a ray gun and disintegrates

the appropriate number of androids. If

the computer wins, it pronounces its victory

in large letters. If it loses, the leader robots

hang their heads.

Android Nim has action and effective

use of nonverbal communication, and
requires no great coordination. It does

require careful preplanning, if you're going

to play it right. However, it can be used

as a counting game and as such has some
educational value. Preschoolers will enjoy

it— at least until they discover that "I

WIN" means that they lost and the com-
puter won.

Android Nim is available from

Computers 'n' Stuff, 1306 S. 56th St.,

Tacoma, WA 98408. $14.95.

Dancing Demon
Radio Shack has only two programs

suitable for this age group. Dancing Demon
may very well earn Leo Christopherson

eternal glory. I am amazed at the man's

ability. The name of this program is

completely descriptive. You program in a

song and the demon's dance steps, select

a speed and play it all back. On the

preschool level this is simply a matter of

randomly pushing keys. It does have two
prerecorded song and dance numbers and

the ability to record your creations. As
such it will amuse the preschooler some-

what longer than simply pushing keys and
seeing what letters appear.

Dancing Demon has the best graphics

I've seen on a TRS-80. The program makes
no attempt at nonverbal communication

and has no significant educational value.

If you want lasting use with your pre-

schooler you'll have to be ready to type in

some familiar songs that you can sing

together. This program is really for adults

who want a cheap ($9.95) introduction to

music generation and something to show
off their computer. As my local Radio

Shack dealer told me, Dancing Demon is

a store demo.
I haven't seen Radio Shack's Show and

Spell so I'm not really qualified to comment
on it. However the review in the March
'81 Creative Computing was enough to

persuade me to cancel my ordjcr. Q

Kidventure

Kidventure 1, Little Red Riding Hood,
was written, or at least sold, as a preschool

version of the immensely popular Adven-
ture series. Many things about it are very

well thought out.

The program comes with two sets of

keyboard masks on heavy cardboard that

you cut out and color if you like, and use

to relabel the keys. This is an interesting

and very effective way of overcoming a

preschooler's inability to read. When the

preschooler wants to answer "Little Red
Riding Hood," he simply pushes the key

indicated by the picture of the little

girl—which happens to be the up arrow.

There is almost no possibility of mistaking

Grandma for Little Red Riding Hood.
The program also comes with an audio

cassette of, presumably, the author iand

his family reading the story of Little Red
Riding Hood. The author raps a spoon

against a glass of water and this is the

preschooler's cue to press the space bar

and advance the story. The screen changes

to show the next group of words and a

crude graphics picture. This is the pro-

gram's story mode and what it amounts to

is a bad and very expensive picture book.
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In the quiz mode the program tells the

story and periodically stops to ask a

question. When the child answers correctly,

the story proceeds. In the quiz mode the

program plays appropriate (?) little tunes

for each major character and item. Such
as "Who's afraid of the (Big Bad Wolf),"

"Jeepers, creepers, Where'd you get those

(eyes)" and "Fve been working on the

railroad" for the woodcutter.

Alas, the quiz is no challenge to anyone,

including any preschooler who is familiar

with Little Red Riding Hood. Robert only

missed one question the first time through

and I think he was joking ("But Grand-
mother, where did you get those great big

(Beds)"). Robert has only asked for Kid-

venture twice since the first day.

Frogs

Frogs is another game from Adventure
International designed with kids in mind.

Here you are a frog sitting on a log floating

in a pond trying to catch flies with your
tongue. The left arrow and the right arrow
control your steps to either side. The frog

will shake his head and croak at you if

There is almost no
possibility of mistaking
Grandma for Little Red

Riding Hood.

you try to step off the log. Up arrow will

shoot your tongue out to the left while

the Q key shoots it to the right. When the

frog catches a fly it goes through a cute

routine of chewing it up. (Robert learned

that frogs eat flies from this program.)

After you catch all the fUes, the frog

thanks you and your score is displayed.

The action is good, and demands no great

speed or coordination despite requiring

both hands. It is easy to p!ay with two of

you. Robert normally works the tongue

while I control the steps. Although the

instructions are quite long, they are simple

and once through them is enough.

The program has one problem: each

time you use your tongue, it grows shorter.

That makes catching subsequent flies

harder. The last fly floats around randomly

and frustratingly out of reach. This period

of frustration and inactivity almost tuins

the game. However, it is easily fixed by

changing the "IF FL=0 THEN" to "IF

FL=1 THEN." You catch all but the last

fly and the game proceeds.

Adventure International, Box 3435,

Lx)ngwood, PL 32750.

So there is no reason at all to hide your
computer from your munchkins. Why not

start them in computers the right way?
Unless, of course, you really mind cleaning

jelly off keyboards. '
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Epoch and Hadron (Continuedfrom page 106)

GPeattve compiittRC^

SOFTWARE PROFILE

Name: Hadron

Type: Game
System! 48lC Apple , Disk Drive

(Joystick recommended)

Format: Disk

Langii^e: Machine Language

Summary: A nice sequel to Epoch

Price: $34.95

Manufacturer:

Sirius Software

10364 Rockingham Dr.

Sacramento, CA 95827

color insert in the documentation shows
each ship for each level. Players will

probably want to keep this handy for their

first few games.

As the instructions indicate, the player

doesn't have to seek out the enemy base.

If he wishes, he can just see how many
fighters he can destroy before time runs

The player is rewarded
with sounds that

almost have a stereo
quality.

Hadron
Hadron features the same unusual

graphics, but gives the player a more-

specific mission. He must destroy an enemy
base. The base is found by following fighters

that are returning to their home location.

While the player encounters many types

of ships and bases, only a specific type of

fighter will lead hinl to the base. Once the

player has destroyed the base, he moves
up a level and faces fiercer opponents. A

out. Either way, Hadron offers a nice

romp for space lovers.

Another feature that adds spice to both

programs is the music used. When the

player in Epoch enters a time tunnel or

refuels at a base, he is rewarded with

sounds that almost have a stereo quahty.

In all aspects from graphics to ease of

control to the small touches, Epoch and
//ac/roAi earn high points.

TI-99/4(A) SOFTWARE in Tl BASIC, Extended BASIC,

LOGO, UCSD Pascal and TMS9900 Assembly lan-

guage. Programs for astronomy, mathematics, science,

Fourier analysis, data fitting, education. Verified cas-

sette, disk or complete listings available. Write for cata-

log with detailed descriptions to: Eastbench Software

Products, 1290 Cliffside Drive, Logan, UT 84321

.

CIRCLE 194 JDN READER iSERVICE CARD

J"^^^^ ^^^^ ^y $24.95 M
• ' DELIVERY FROM STOCK ^

ADO $1.50 SHIPPING & HANDLING V

N.J. RESIDENTS ADD 5% SALES TAX ^

DEALER INQUIRIES INVITED. ^^^^

OMNI COMMUNICATIONS COMPANY, Inc.

200 WEST COUNTY LINE ROAD
R.D.3, BOX 200

JACKSON, NEW JERSEY 08527

(201 ) 928-1 477 (609) 259-261

7

CIRCLE 176 ON READER SERVICE CARD

MURPHY'S LAWS
Incomparable "scientific" wit. Colorfully

lithographed on 8" x 10" heavy Parchtext

for framing. A great business or personal

gift! Only $3 (4/$1 0). Four Corners Press,

Dept SBB, Hanover, Mass 02339.

EDUCATIONAL SOFTWARE
Apple II + 48K 3.2 or 3.3* .

ABC: Alphabet recognition and

identification ages 5-10 $29.95

ALPHABETTA: alphabetizing $29.95

EARLY WORDS:
sight vocabulary $19.95

NURSERY TIME:

nursery rhymes . $29.95

PROOF IT: proofreading, crea-

tive writing ages 6-12 $24.95

VOCAB:. conceptual and
developmental vocabulary

study ages 6+ $29.95

WORD GAMES: vocabulary

development ages 8+ $24.95

NOTES and
MUSICAL STORIES each $19.95

Mastercard/Visa accepted

Consultants in interactive video.

MERRY BEE COMMUNICATIONS
815 CREST DRIVE
OMAHA, NE 68046

(402) 592-3479

Trademark of Apple Computer inc.

CIRCLE 177 ON READER SERVICE CARD
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GRAPHICS
LANGUAGE

In a few short months,

I am able to do things

I never thought

possible while

programming In Basic.
t

There is an aura of mystery surrounding any new language.

Perhaps the names of the languages have something to do
with it. That old familiar language, Basic, just sounds so easy!

But, does "easy" come to mind when we first hear the names
Pascal, Smalltalk, Forth or Zgrass? Probably not. Yet, once
we get behind the names and esoteric jargon we find that, in

fact, some of these strange sounding names hide languages
that are quite easy to learn and, for many applications, far

simpler than Basic to implement.

Since most of us are, by nature, ruled by the laws of inertia

we tend to resist the new in favor of the familiar. In my own
case, it took a great deal of frustration with the hmited abiUty
of Basic to produce animated graphics in a reasonable amount
of programming time to initiate a search for an alternative.

As luck would have it, I stumbled onto Zgrass, a thoroughly

enjoyable graphics language.

My company, Communication Resource Management
Systems, is a small video company involved in producing
training materials for government and industry. When it became
evident that we would have to know about computers if we
were to remain competitive in video I began to shop around.

Toih Meeks, 1 1004 Stillwater Ave., Kensington, MD 20795.
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After careful search a system was selected and the business of

learning Basic was begun.

If my primary objective had been to write checkbook
programs or play number games I might still be programming
in Basic. However, my goal was to produce computer graphics

to enhance the educational value of the video tapes we
produce. Frankly, Basic was totally frustrating.

The hardware was fully capable of everything we wanted;
Basic just couldn't access that power in anything approaching
a reasonable amount of time. Just when I had almost given up
computer animation as a lost cause I read a report about
SIGGRAPH'80 (Creative Computing, January '81) which
mentioned a new computer featuring Zgrass, a language
specifically designed for animation and video graphics. Taking
a chance, I purchased one of the first Datamax UV-ls produced.

The results have far exceeded any expectations I may have
had. Zgrass is easier than Basic . . . and it works!

Perhaps some perspective can be added to the last statement
if I point out that when my Datamax UV-1 was delivered in

February 1981, I had never even seen the Zgrass program,
and the nearest Zgrass programmer was in Chicago, over 800

Creative Computing Buyer's Guide
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miles away. Yet, in a few short months, I am able to do things

I never thought possible while programming in Basic—even
with the generous help of scores of experts in the Washington
D.C. area.

First Impressions of a Basic Programmer
My first contact with Zgrass came in the form of a video

tape demonstradng Zgrass animation and video art. It's a

good thing I had seen the tape, too, for it carried me through

the initial shock of my first contact with the language itself.

This shock only lasted for an hour or so, but it was severe!

There were no line numbers, no FOR-NEXT loops and more
than one program could be stored and run at the same time.

My Basic programmer's head reeled! Build programs and
routines without line numbers? Impossible! Produce graphics

with no FOR-NEXT loops? Absolutely impossible! As for the

multiple programs, I had already had more than my share of

trouble trying to get one at a time to run.

With the vision of the taped
animation firmly fixed in my mind,
i delved deeper into the language.
Gradually it became evident that

Zgrass was different

With the vision of the taped animation firmly fixed in my
mind, I delved deeper into the language. Gradually it became
evident that Zgrass was different. The commands and syntax

seeded to make good sense. Common sense. This was in

sharp contrast to the graphic statements with which I was
familiar wher^ plotting in Basic.

Fundamental Conceptual Differences

Now that I have had several months to explore Zgrass and
implement it under the pressure of deadlines and the budget
restraints of my clients, I am more than happy to share what I

have already learned about this graphics tool. The concepts

upon which this language is built deserve to be discussed

before the actual coding structure is introduced. Animation,

whether by brush or by computer, is dependent on timing for

its dramatic effect. This means that the developmental phase

must remain fluid so that fine tuning of the animation can be

accomplished.

For instance, it's very difficult to anticipate the effect of an
explosion of a space ship in a game. It isn't until the explosion

is seen, not once but over and over that the real effect can be
felt. Not being able to easily isolate and experiment with

individual elements of an animated graphic was one of the

major frustrations I experienced while programming in Basic.

Basic tends to be linear by nature. We begin at line

number ten (a good safe start) and work our way to the end of
the program with side trips in GOSUBs and GOTOs. Programs
for the Amplestanimations can become enormous and complex
with FOR-NEXT loops rested inside nested FOR-NEXT loops.

Fine tuning is difficult and often results in bugs.
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I UNBEATABLE PRICES!
I DISK CASS

I
BUSINESS UST/OUR UST/OUR

I Small Business Systems Group 'PRICE ' PRICE

Accounts Payable (48) 195.00/155.00 (Va

I
Accounts Receivabie (48). 19500/155.00 (Va

General Ledger (48)
19500/155

00 iVa

I
Inventwy Control (48)

1

95 00/1 55 00 iVa

I
Payroll (48)

1

95.00/1 55.00 fVa

I GAMES
IAdventure International

I
ArfTKX Patrol 24.95/1 900 1 995/1 5.00

iBarlog - Maces and Magic #1 2995/2300 o/a

I Conquest of Chestwood 20 95/1 6 00 1 995/1 5 00
I Earthquake San Francisco 1 906 (I) 20.95/1 6.00 1 995/1 5.00

lEKntinator 2495/1900 19.95/15.00
Lunar Lander 20.95/16.00 14.95/1100

I
Missle Attack 20 95/1 6 00 1 4.95/1 1.00

Morton's Fork - Maces and Magic #3 (I) 29.95/23.00 iVa

I
Planetoids 20.95/1 6.00 1 9.95/1 5.00
Scot Adam's Adventure #1 #2 #3 3995/3100 rVa

I
Scot Adams Adventure #10#11#12 3995/3 1 00 iVa

Scot Adam's Adventure #4 #5 #6 39.95/31 00 iVa

I Scot Adam's Adventure #7 #8 #9 39.95/31 00 rVa

I
Sky Warrior 20.95/1 6 00 1 4 95/1 1 00
Space Intruders 20.95/16 00 19 95/15 00
star Fighter 29.95/23.00 24.95/19.00

I
Star Trek 3 5 1 9.95/1 5.00 1 4.95/1 1 .00

stone of Sysiphus- Maces and Magic #2 (I) 29.95/23.00 rya

Big Five

I
Attack Force 1 9.95/1 5.00 1 5.95/1 2.00

1

I Cosmic Fighter 19 95/1 5 OO 1 5 95/1 2.00
Defense Command : 1 9 95/1 5 00 1 5 95/1 2 00
Galaxy Invasion 1995/15 00 1595/1200
Meteor Mission 19.95/15.00 15.95/12.00

I
Robot Attack 1 9.95/1 5.00 1 5.95/1 2.00

Super Nova 1 9.95/1 5.00 1 5.95/1 2.00

ICornsoft
Scartman 19.95/15.00 15.95/12.00
Space Castle 19.95/15.00 15.95/12.00

I
INFORMATION PROCESSING

Adventure Intemationel
iMaxi Manager <48) 99.95/7900 iVa

I
OPERATING SYSTEMS

iMicro Systems Software
|DosPIusV33(I) 100.00/80.00 iVa

I UTILITIES
Howe
|mON3 (I) rVa 39.95/31.00
|M0N4(I) 49.95/39.00 fVa
|STERM(I) ,ya 69.95/55.00
System Diagnostic 99.95/79.00 "

rVa

I
WORD PROCESSING

Michael Shrayer Software
Electric PenciKO n/a 10000/24 00
Aspen Software
Grammatik (I) 59.00/4600 iVa
Proof Edit (I) 3000/23.00 rVa
Proofreader (I) 54.00/4200 rVa

Soft-Screen (I) (48) 69.00/54.00 rVa I

Soft-Text (I) (48) 69.00/54.00 iVa I

I
MISCELLANEOUS I

Adventure 1 thnj 12 - Hints Sheets. 1.00 I

Box of 10 5V4-inch Diskettes 25.00 I

Box of 10 C-10 cassettes 7 50 I

IBox of 10 C-20 cassettes * 9.00 I

Box of 10 C-60 cassettes 1 1.00 I

IBox of 10 C-90 cassettes 15 00 I

I
PGMS will run on Mod i • Mod III, 32 DSK or 16K CAS UNLESS Marked. I

I
(48): 48K DSK • Mod I A III (I): Mod I only (DSK -l-Zor CAS) I

PMCSOFTWARE
475 ELUS ST., MT. VIEW, CA 94043
Order Only CALL (415) 962-0318 I

Information CALL (415) 962-0220 I

iTerms FOR FAST DELIVERY, send certified checks, money orders. Visa or Master Card number and expiration|
Idate Personal ctwcks require 3 weeks USA sales only Prices include U.P.& continental delivery (do not use P.O I
IBox) CALIFORNIA customers add 6V2% tax Prices subject to change I
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Zgrass, continued...

Zgrass, on the other hand, is more modular in concept.

Perhaps the difference can be best illustrated by our fictional

space game. In Basic we would write one long program

containing every element needed to play the game. Any
changes would have to be squeezed into the spaces of the

long existing lines. Since the program may be several hundred

lines long, finding the particular lines that need to be changed

can be difficult.

This same game written in Zgrass would have an entirely

different structure. Each element of the game would have its

own program, called a macro. Each macro would be assigned

a name— usually descriptive of its function— that may be

used to call the macro when that particular element is needed.

For instance, we might have a macro called BUILDSHIP
which draws a spaceship. This macro could be called any

time a new space ship is needed on the screen—at the beginning,

after a crash, after an enemy victory, etc. In Basic, since only

one program is in the memory at one time, we enter the

command RUN whenever we want the program to execute.

In Zgrass we simply enter the macro name to execute it. This

can be done from the keyboard or as a statement in another

macro.

While this is deceptively similar to a standard Basic GOSUB
statement there are some very important differences. The

Additional commands can be
loaded into memory when needed,
and entirely new commands can

be created.

first is the ease with which BUILDSHIP is edited. The simple

command EDIT BUILDSHIP brings only those lines used to

build our spaceship to the full screen editor.

Second, we can execute BUILDSHIP independent of all of

the other elements in the space game. There is no need to run

the entire game to check on changes. This allows us to focus

our entire attention on the details and timing of each element

of the game individually.

Third, since Zgrass is modular, this same macro can be

used in other games needing a space ship. In Basic, if we
wanted to use a subroutine from one game in another, we
would normally have to re-enter all the lines through the

keyboard. Since Zgrass macros can be saved on tape or disk

there is no need to re-enter the shipbuilding routine manually.

Simply recall BUILDSHIP and it's ready to use.

This modular format is not the only conceptual difference

between Basic and Zgrass. While Basic has evolved with the

development of more powerful hardware, it isn't usually

considered a user expandable language. On the other hand,

Zgrass is definitely expandable. Most commands are contained

in ROM. However, additional commands can be loaded into

memory when needed, and entirely new commands can be

created. As a matter of fact, in the few months since I

purchased my Datamax, several new commands have been

added to the Zgrass library.

The difference that I most appreciate, however, is the

concept that the user should have easy access to all of the

capabilities of the hardware. It is clear from the articles in

Creative Computing and other computer magazines that this

is not a common philosophy. Zgrass seems to open the entire

graphics repertoire of the computer for the user. If you have

been disappointed by the performance of Basic compared to

what you saw in the manufacturer's demonstration then you'll

find Zgrass refreshing.

Getting Started

The quahty of documentation is usually the first hint about

the overall quality of any system. The documentation that

arrived with my Zgrass computer system was packaged in

two booklets. The first of these is the Zgrass Glossary of
Buzzwords, Commands, Functions, Idiosyncrasies, Swap
Commands, Swap Functions, Switches and Esoterica. The
contents are just as thorough as the title.

One of the drawbacks of working with a high level language

is that it is possible to do things without ever understanding

the basics of computer logic. Truth tables had never really

seemed to be worth the effort to learn until I came across the

explanations about OR, XOR, and AND in the Zgrass Glos-

sary.

WTioever wrote the glossary appreciates the fact that there

are people who want to use a computer but don't want to

earn a mathematics degree to do so. The explanations are

clear and concise. Often there are short programs that can be

entered and run in a few minutes that graphically illustrate

the logical operations. All of the entries are in alphabetical

order which makes finding them a snap.

The second booklet is a self-teaching guide. I had some

troubles with this one—mostly due to my own impatience. I

would begin a lesson dutifully reading and working the examples

until something would click inside my head— the old "Hey!

That was great ... I wonder if . .
." and off I'd go on with

some wild experimentation until I found myself stuck.

Then grabbing the phone I'd make a plea for help, only to

find that the answer was two or three pages further along in

the book. After doing this two or three times (and receiving

the same courteous "It's on page. . . reply), it finally began to

dawn on me that patience really is a virtue. Once that point

was reached the self-teaching guide worked fine.

The System Supports the Graphics

Simple graphics commands do not necessarily guarantee

easy graphics generation and animation. Zgrass commands
such as POINT, BOX, LINE and ELLIPSE (an expanded

circle command) would certainly be useful in any language;

but, Zgrass goes beyond these in providing the tools needed

to produce sophisticated graphics easily.

While a complete explanation of the Zgrass operating system

is beyond the scope of this article, I just can't resist mentioning

some of the features that make the job of the programmer or

animator so much more enjoyable.

There are four features that I especially appreciate: the

full-screen editor, the sophisticated cassette tape interface,

the program flow control commands and the priority execution

controls that allow for truly interactive program control.

Perhaps nothing relieves the tedious aspects of programming

better than a good full screen editor. Zgrass supports, through

the EDIT command, a full screen editor that comes remarkably

close to being a true word processor. The cursor can be

located using keyboard commands or a joystick. Lines can be

altered, deleted, duplicated or moved. Obviously, this speeds

up the process of building or modifying a macro.

At first glance, it may seem out of place to bring up a

cassette tape interface in a discussion devoted to an easy

graphics language. But, the key word is easy. Anything that

takes the hassle out of programming deserves to be recognized.

The Zgrass tape handling system certainly qualifies.

One of the frustrations encountered when using cassette

tape with most of the popular micros is that once the computer
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Microsystems
the CP/M and S-100

User's Journal

CP/M is the software bus!

S-100 is the hardware bus!

for sophisticated microcomputer users!

If you are a CP/M user, on any system—S-
1CX), Apple. TRS-80, Heath, Ohio Scientific,

Onyx, Durango, Intel MDS, Mostek MDX.
etc-after all CP/M Is the Disk Operating
System that has been implemented oh more
computer systems than any other DOS—then
Microsystems magazine is the "only" maga-
zine published specifically for you!
Or, if you use an S-100/1EEE-696 based

computer—and the most sophisticated
microcomputer systems available use the
S-100/IEEE-696 hardware bus-then Micro-
systems magazine is the "only" magazine
published specifically for you!
We started publishing Microsystems almost

two years ago to fill the void in the microcom-
puter field. There were magazines catering
exclusively to the TRS-80. Apple, Pet, Heath,
etc. system users. There were also broad
based publications that cover the entYe field

but no one system in depth. But no magazine
existed for CP/M users— nor did one exist

for S-100 users.

The why and what of a software*bus

First of all what is a "bus?" And whydo we
call CP/M "the software bus?"
A "bus" is a technique used to interface

many different modules. Examples are the

"S-100/IEEE-696 Bus" and the "IEEE-488
Bus," These are hardware buses that permit

a user to plug a bus-compatible device into

the bus without having to make any other

hardware modifications and expect the

device to operate with little or no monifica-

tion.

CP/M is a Disk Operating System (DOS).
It was first introduced in 1974 and is now
the oldest and most mature DOS for micro-

computer systems. CP/M has now been
implemented on over 250 different computer
systems. It has been implemented on hard

disk systems as well as floppy disk systems.
It is supported by two user groups (CP/M-
UG and SIG/M-UG) that have released over
sixty volumes containing over 1 ,600 public

domain programs that can be loaded and
run on systems using the CP/M DOS. Add
tothisanother 1 ,500commercially available
CP M IS the registered trademark o( Digital Research Inc

CP/M software packages and you have the
largest applications software base in exis-

tence.

CP/M is the only DOS for micros that has
stood the test of time (seven years) with

the highest level of compatibility from version

to version. And over the years this compati-
bility has been maintained as new features
have been added.
This is why we say "CP/M is the software

bus" and why Microsystems magazine is

vital to providing CP/M users with technical

information on using CP/M, interfacing to

CP/M, new CP/M compatible products and
for CP/M users to exchange ideas.

Why support the S-100 bus?

S-100 is currently the most widely used
microcomputer hardware bus. It offers
advantages not available with any other
microcomputer system. Here are a few of

the advantages:

S- 100 is processorJrKiependent. There
are already thirty different S-1 00 CPU cards
that can be plugged into an S-100 bus
computer. Nine 8-bit microprocessors are
available: 6502, 6800, 6802, 6809, 2650,
F8, 8080, 8085 and Z80. Eight 1 6-bit micro-
processors are available: 8086, 8088. 9900,
Z8000, 68000, Pascal Microengine, Alpha
Micro (similar to LSI-11) and even the
AMD2901 bit slice processor. Take your
pick from the incredible offerings.

S-100 lias ttie grea test microcomputer
power. What other microcomputer system
has direct addressing of up to 1 6 megabytes
of memory, up to 65,536 I/O ports, up to 1

0

vectored interrupts, up to 16 masters on
the bus (with priority)and up to 10 Mhz data
transfer rate?You will have to go a long way
to use up that computing power.

S-700 is standardized. The S-100 bus
has been standardized by the IEEE (Institute

of Electrical and Electronic Engineers)
assuring the highestdegree of compatibility

among plug-in boards from different manu-
facturers. And, Microsystems has published
the complete IEEE S-1 00/696 standard (all

26 pages).

S- 100 has the greatesthardware support.

There are now over sixty different manufac-
turers of about 400 different plug-in S-1 00
boards. Far greater than any other microcom-
puter system.

With all these advantages is it any wonder
that S-100 systems are so popular with

microcomputer users who want to do more
than just play games?

For the serious computer user.

Each issue of Microsystems brings you
the latest in the CP/M and S-100 world.

Articles on applications, tutorials, software
development, product reviews, and lots more,

to keep you on top of the ever changing
microcomputer scene.
And if you are an S-1 00 system user using

other operating systems (e.g. North Star)

Microsystems also supports you.

_ Order and SAVE up to 33%

P.O. BOX789-M
I
Morristown, N.J. 07960

YES! Send me Microsystems for the term
checked:

One year (6 issues) $12.97—1 save
19%!

I
Two years (12 issues) $22.97—1 save
23%!

! Three years (18 issues) $31.97—1 save
I 33%!

Savings based on full one-year sub-
scription price of $16.

CHECK ONE: Payment enclosed.
Bill me later.I

I
Mr.

' Mrs.
Ms..

(please print full name)

Address. .Apt.

j
City.

State.

I
Foreign postage: Add $3 a year for Canada. Add $5

I

a year (cash payment in U.S. currency only) for all

other countries outside U.S. and possessions

j
Please allow 60 to 90 days for delivery of first issuessue.

j



Zgrass, continued...

has been instructed to load tape you have no idea what's

happening— all you can do is sit and wait—and hope. Zgrass

eliminates this problem beautifully by including a file directory

system with the PUTTAPE and GETTAPE commands. The
syntax for PUTTAPE is:

PUTTAPE NUMBER,FILENAMEJ)ESCRIPTION
PUTTAPE 2J^YINGSAUCERSHOOTERJCreates a sUngshot

forCRASHNSMASH]

The NUMBER tells how many times the file should be put

on the tape, the FILENAME (which can be any length) is the

file to be copied and the DESCRIPTION is anything that

helps you identify the file.

GETTAPE FLYINGSAUCERSHOOTER would initiate a

search through the tape for the proper file, printing out the

directory information of all the files it passes. The directory

for our example would look like this:

STR NAME:FLYINGSAUCERSHOOTER LEN:324 NOTE:

Creates slingshot for CRASHNMASH

This directory information plus status messages like BAD
DATA and BAD-AUTORETRY save a tremendous amount
of programming time. Furthermore, the tape interface is

extremely tolerant of random user tape searches. We are

constantly skipping back and forth through the tapes with

multiple files, using the directories to tell us where we are.

The poor man's external random access memory!

Have you ever wanted to try out
different colors on ttiat tiyperspace

explosion? You can in Zgrass,

The simplicity of the commands used to control program

flow in Zgrass, while not actual graphics commands, are a

third feature of the the overall operating system that contributes

directly to making the job of creating graphics easy.

The most commonly used program flow control features

used in Basic are line numbers, GOTO, GOSUB and the ever

popular FOR-NEXT loop. As mentioned earlier, Zgrass is

conspicuous for the absence of most of these features in

normal use. Line numbers and GOTO statements can be used

by the programmer, but other means of controlling the flow

of the program are so easy and efficient that I have not used a

single line number or GOTO statement the entire time I have

used the Zgrass language.

The SKIP command is the major program flow control

statement. SKIP -2 would tell the computer to go back two

lines of code, SKIP 6 tells the computer to go forward six

hues. Most often these skips are used in conjunction with an

IF statement. The IF statement in Zgrass is far more versatile

than it is in Basic. Consider the following comparisons:

BASIC: 1910 IF A > 10 THEN 1860

ZGRASS: IF (A=A-5) > 10,SKIP -5

BASIC: 340 IF A 10 THEN GOSUB 5000

ZGRASS: IF (A=A-5) < 10,BUILDSHIP

Notice that the Basic IF statement is simply a testing step.

The process of arriving at the variable A is performed outside

of the IF statement, usually in a FOR-NEXT loop.

In Zgrass, the IF statement is used not only for testing

conditions, but for performing the actual calculations to test.

I hope it is also evident that Zgrass programs are easier to

follow because subroutines are actually small independent

macros which have namesl In spite of my initial fears, I have

found the Zgrass systems for program flow control to be far

better than the old FOR-NEXT loops I left behind.

The fourth feature that I appreciate is the ability to run

more than one program at a time and assign priority levels to

them. If we use .F after a macro name we are saying that this

macro has the highest or FOREGROUND priority. If we use

.B we are saying that the macro has BACKGROUND priority.

It is the BACKGROUND mode that I find most useful. The
keyboard remains active while macros are running in the

background mode and can even be used to modify the programs

as they run. Ever wanted to try out different colors on that

hyperspace explosion? You can in Zgrass. Simply run the

explosion macro in the background mode and experiment

with colors while the explosion repeats indefinitely. This is

another example of the superior fine-tuning abihties of

Zgrass.

When I first purchased the Datainax UV-1, 1 was looking

for a machine with simple graphics commands. Now I realize

that just having simple graphics primitives is not enough. The
power of Zgrass begins with the fundamental concepts which
underlie the language control structure and moves from there

to the commands dedicated to graphics manipulation. The
reason that I have placed so much emphasis on these features

is that, while I am amazed at the power of some of the

graphics commands in Zgrass, I doubt that a linear language
with these same commands would be as flexible or easyJo
use.

Graphics Manipulatfon Features

The function of the graphics primitives POINT, LINE,
BOX and ELLIPSE are self explanatory and not so different

from some found in newer expanded Basic interpreters. Other

commands used to scroll screen areas, create windows and

fill bordered areas with solid colors are also fairly common.
There are, however, some provisions for manipulating colors,

special commands for manipulating picture elements and
remarkable picture arrays called "snaps."'

Dr. Tom DeFanti, the originator of Zgrass, borrowed a

concept from box camera days and allows us to save individual

pictures from the screen with the SNAP command (short for

snapshot). Suppose we wanted to create a little creature to be

used in a game. With Zgrass you would simply draw it on the

screen and "snap" it off. The SNAP command saves the

creature and the area around it in a box called a ''snap array.

The SNAP syntax and an example are:

SNAP Snapname,Xcenter,Ycenter,Xsize,Ysize

SNAP ALIEN 1,0,0, 15,25

To retrieve our creature from memory and display it on the

screen we use the Display conmiand. Its syntax and an example
are:

DISPLAY Snapname,Xcenter,Ycenter,Displaymode

DISPLAY ALIEN 1 ,50,25,0

The SNAP and DISPLAY combinations are the keys to the

rapid animation possible with Zgrass. This macro sends an
alien with moving legs across the screen.

CRAWLYCREATURE=[A=-190
DISPLAY ALIENl ,A,0,0

DISPLAY ALIEN2,A-I- 1,0,0

IF(A=A+2)<190,SKIP-21
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ALIEN2 would be created by displaying ALIEN 1, making
the changes to the leg positions and "snapping" it off again
with the snapname ALIEN2. By alternating between ALIEN 1

and ALIEN2 and moving the display center slightly each time
a snap is displayed, we create the appearance that the creature
is really crawling. Small snaps can be displayed so fast that

you may have to use a timing loop to keep them from being a
blur.

Snaps are great. They are fast and easy—no PEEKing or
POKEing—just draw and SNAP! Furthermore, they can be
manipulated to create a variety of effects. For instance, the

PATTERN command lets us fill a bordered area with a
pattern of repeated snaps. This is great for fabric design. I

have used it to build large brick walls from a small snap of a
few bricks. Snaps are central to Zgrass. Each of our three

examples relies on snaps as its central graphic element.
Figure 1 is a still representation of an animation showing

the space shuttle landing. On videotape the lander would
descend, land and roll to a stop. Note the dust which is a snap
also.

Figure 2 demonstrates how snaps can be manipulated.
Note the various sizes of the dollars. The SCALE command
can be used to stretch, squeeze and reverse snaps both
horizontally and vertically.

Figure 2. This picture demonstrates a snap being displayed
many times on the screen. The SCALE command is used to

vary the size of the snap. By Jane Veeder.

The DISPLAY command is greatly enhanced by the rich

color manipulation alternatives provided. These include a
complete color filtering system, as well as, automatic OR,
AND and XOR. I never really understood these logical

operations before working in Zgrass; they seemed far too
complicated to be bothered with. Now, I couldn't get along
without them. Not only are they useful for dramatic effect,

but they save programming time. If we were to program a
football game only one team would have to be drawn. The
other would be a duplication of the first using the XOR mode
and color filters.

The weather map in Figure 3 demonstrates how the color

filters can be used. The color filters trim away unwanted col-

ors when snaps are displayed. Notice that the snaps at the

bottom of the screen (sun, clouds, etc.) each have a colored

border area. Obviously, that border would be unacceptable
on the map so the special display mode color filters are used
to eliminate it. By the way, this picture (and Figure 1) illustrate

user-defined typefonts made possible in this versatile

language.

Robot of

the Vear!

Figure 3. This picture shows a menu-driven program to place
weather symbols on a map. This program makes use of the

special colorfilters provided by Zgrass. By Copper Gilroth.

Figure 1. Video animation of the Space Shuttle landing by
Jane Veeder.

Conclusions

The ability to draw points, lines, boxes, and even circles in

color doesn't guarantee fast, easy animated graphics. Now
that I have had the opportunity to work with Zgrass and
compare it with Basic, I realize that the underlying concepts

and language structure are the most important elements for

truly easy graphics generation. Zgrass has been a pleasure to

use. It is faster and far easier than Basic to learn and implement.

Best of all, it gives me access to graphics power that had
always seemed elusive before.

For me, the bottom line is cost-effective animation for

professional video production. For others, it may be faster

paced and more realistic games or more effective computer
aided instruction. If your application involves graphics—
particularly real-time animation— then Zgrass deserves a good
hard look.
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Pilot for the Apple

cpeaitve compntin^
SOFTWARE PROFILE

• Namet Apple Pilot

& Type: CAI Authoring and Playback

System: Apple II Plus, 48K, Disk Drive

(two drives required for

authoring)

Pontiat: Machine Language

Summary: Extensive, colorful and
interesting

Pdce: $150.

Manufacturer:

Apple Computer Inc.

10260 Bandley Dr,

Cupertino, CA 94017

In the development of lessons for Com-
puter Assisted Instruction (C.A.I.), the

number of things that the instructor needs

to do, most of the time, is limited. The
three major things are

• Inform the student,

• Accept his response to that information,

• Move to a different part of the lesson

depending on whether the student reacted

in an expected or an unexpected way.

Everything else is mere "computational

detail" and should be performed by the

computer.

Now that is rather idealistic. Authoring

languages, of which Pilot is an example,

attempt to allow the person unfamiliar

with those computadonal details to develop

Dr. Mike Smith, 304 86th Avenue SE, Calgary,

Alberta, Canada T2H 1N7.

Mike Smith

useful and sophisticated courseware for

use in the classroom. In addition, such

languages can be used to advantage by the

person famihar with computers and offer

the ability to develop graphics or sound
effects to be used in conjunction with pro-

grams not written with the authoring lan-

guage.

The authoring languages on the market
achieve the removal of the computadonal
details with varying degrees of success.

This review deals with the Apple imple-

mentation of Pilot. Although many of the

comments are specific to advantages/
disadvantages of Apple Pilot, I hope that

TtieAppie paddies
can be used in

deveioping graptiics.

people interested in purchasing other

versions, e.g. PET or Atari Pilot, will be

helped by knowing what one person feels

should be in a Pilot implementation.

In the upcoming issues of Creative

Computing, I will present an implementation
of Pilot that converts Pilot statements into

Basic commands. I am very familiar with

the language, and therefore feel justified

in making certain criticisms of Apple Pilot.

I have spent four years as a junior/senior

high school teacher in physics and mathe-
matics, and am currently teaching courses

in computer engineering at the university

level. I am interested in the development

of Computer Aided Instruction and in the

simulation of various effects in the class-

room. My interest in Pilot arose when I

found that in order to develop Basic lessons

for use in the classroom, I had to spend an
exorbitant amount of time.

This development time was in addition

to my regular classroom load, and although

I had been a programmer for 15 years, I

was looking for a method to cut down
lesson development time. Apple Pilot

appeared to be a step in that direction.

Equipment
Apple Pilot comes as a system diskette

(uncopyable but with a back-up), a demon-
stration lesson diskette and two fairly

detailed Apple Pilot reference books. A
student using prepared lessons requires

an Apple II Plus with 48K of memory
together with a single disk drive. Although
not necessary, a color monitor can be used

to good effect to display the. graphics.

A teacher (lesson author) needs a second

disk drive to prepare a lesson. There has

been no effort made to enable the teacher

with only one drive to develop a lesson. As
Apple Pilot makes very extensive use of

the disk drives, this disadvantage can.be a

blessing in disguise.

The Apple paddles can be used in

developing graphics and to allow the student

to interact with the program. However, as

all the graphics commands can be imple-

mented from the keyboard, the absence
of paddles is not a problem.

A printer can be used to provide a listing

of the Pilot program during lesson develop-
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ment. Unfortunately, there are no com-
mands to allow a Pilot lesson to use a

printer. This is a definite disadvantage as

there are many times when students need
hard copy information.

Through the use of the graphics screen,

both upper and lower case are provided

without a lower case adapter. Control-Z

acts as a shift key, and Control-A acts as a

shift-lock key. The shift key appears not

to be implemented. However, connecting

the shift key to the game paddle port allows

normal typewriter use of the shift key.

Shift-p gives P and control-shift-p gives @.
No mention of this possibility is made in

the manual; it is almost as if the Apple
programmers didn't reaUze that they had
included it.

No changes to the files on the Apple
diskette are needed to get this modification

to work. (Don't try this yourself unless you
know eactly what you are doing. Get the

dealer to do it so you can use the shift key,

keep the use of the game paddles and
avoid baked Apple.)

Although the Apple Pilot is implemented
in part from Apple Pascal, neither know-
ledge of Pascal nor the Pascal language
card is required to use it. However, if you
do have access to a language system, you
will find that you can perform many
functions using the Pascal operating system.

With the language system you can use

Apple Pilot to advantage in customizing

character sets, e.g. scientific or foreign

language, for use in place of the Pascal

SYSTEM.CHAR.
The fact that the Apple Pilot makes no

use of the language card has both advantages

and disadvantages. The most obvious
advantage is that you cut the cost of

implementing an Apple Pilot system by
$300 or so per student computer. That is

quite a saving on a classroom set of com-
puters.

The majd^ disadvantage is that Apple
Pilot is rather cramped for fnemory space.

This results in heavy disk drive use and
very little space to store variables within a

Pilot program. It would be nice if the teacher

could at least down load the EDITORs
onto the card as this would reduce the

time required to reload them to make
corrections in the programs.

It is rather annoying that the system
diskette is uncopyable. The lesson diskettes

can easily be copied. If only the teacher is

developing lessons using the system diskette,

there is little likelihood of crashing the

system diskette, as Apple Pilot is written

in a very user helpful and protective way.
However, Pilot is such a simple language

to learn and the Apple implementation of

the sound and graphics editors so pleasant

to use, that students should be allowed to

develop their own programs. Students are

frequently very hard on disks and a copyable

master disk should be available.

The Pilot System
The Apple Pilot system is divided into

six parts. The text editor, graphics editor,

character editor, sound editor, and lesson

duplicator are available only to the course-
ware developer. The Run-Time system is

available to both student and developer.

Developing a Lesson

After booting the system (authoring)

disk, the teacher is presented with a menu
of editors. After choosing the required
editor, a second menu appears. This allows

the various types of files to be created.

l^pple pilot:
]

Lesson text editor . . . . . v . L

Character set editor C

Graphics editor. . . . .1'.
. . . G

Sound effects editor S

Initialize a diskette I
^

Duplicate a lesson diskette. . . D

==> I ..^^'v-'-.

Type option letter and press RETURN.
Press UTRL-C to return to this menu.

deleted, printed, edited or tested. A maxi-

mum of 21 files can be accessed by each of

the editors. This might appear to be a

serious Hmitation, but in practice, except
for a back-up disk, you would not want a
large number of lessons on one disk.

An important part of developing a Pilot

lesson is designing the lesson on paper
before entering the text. The sound and
graphics parts of the lesson need not be
developed until later; the Run-Time system
is able to cope with the absence of these

files. This means that the teacher can map
out the skeleton of the lesson without
worrying about embellishments until much
later on.

One big plus with this version of Pilot, is

that the courseware developer does not
have to be concerned with the formatting

of the text on the screen. In Basic programs,
you must be sure that words are not split

onto two lines. In Apple Pilot this is

automatically taken care of. Even if you
develop a lesson and then decide to cram
the text into one half of a screen, using the
other half for graphics, all the formatting
is done for you.

Once the lesson has been saved on the

disk, you can RUN it from the editor.

Running the lesson this way has several

advantages over testing the program as

though you were a student. A student never
gets to see the error messages as the Run-
Time system inwardly digests them. Running
the program from the editor causes all

errors to be displayed on the screen. In

addition you can more quickly edit the

files by recalling the editor into memory at

this time. It is a shame that the editors

cannot be stored in the language card as
this would further reduce the recall time.

In Basic, when your program crashes,
you simply retype the offending line and
rerun the program. This version of Pilot is

a little different. The Pilot program, unlike
a Basic program, does not exist in memory.
Instead, it resides as a series of commands
in a file on the disk. The Run-Time system
pulls small portions off the di^k and does
what is required. This means that you can*t

just change a line, you must go back and
change the file on the disk using the editor.

This is the reason that it makes good sense
to plan your lessons in advance.

In developing a lesson, you can include
a GOTO option which allows you to jump
to a certain part of a lesson and test it

without having to go through the earlier

parts. The secret in good CAI is to test,

test and then test again.

Text Editor

Apple Pilot has a fairly comprehensive
editor. It allows the addition and deletion

of text, moving around inside the file and
the replacement or changing of specific

character strings. For people unfamiliar
with editors or computers, it will take some
time to get used to all the commands.
A nice feature is that after making a

change, you can type Control-C and recover
the original file— useful when you make
mistakes. In addition, before you leave
the editor, you are asked how you want to
save the file. You can save it under either

the old name or a new name, or throw it

away.

The use of the command tx: allows the
character set to be changed. This means
that the keyboard can be programmed to

type special characters instead of the normal
letters. This is very useful for introducing
scientific or foreign language symbols into

your lessons. However, since the text editor

uses the text screen rather than the graphics
screen, these new characters are not
displayed while you are in the text editor.

This is a great shame as it makes animation
much more difficult.

Again, because the text editor uses the

text screen, all letters are shown in upper
case, with the true upper-case letters shown
in inverse. The shift key modification
mentioned earlier still works. No informa-
tion on how to incorporate a lower-case
adapter is available in the documentation.

If many back-up copies of files are kept,

you will quickly have more than 21 text

files on a disk. Because of a peculiarity of

the editor, you can access only the first 21

access files. The others are safe on the

disk, you just can't edit them. If you find

yourself in this situation, there are three

possible solutions:

Delete unwanted files. A useful solution

only if the files are unwanted. A better

solution is to have one disk on which you
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Pilot, continued...

develop a lesson. Then you can transfer

the completed lesson. (But when is a lesson

ever complete?)

Call early versions of the files into memory
and save them under a different name,

then delete the old files. This has the effect

of putting early files high on the disk. The
other files move down the disk into a place

where you can access them. This is a useful

procedure only if you (Jo it infrequently.

Access the files through a Pascal language

card. Users of the language card will

recognize the text editor as being similar

to the Pascal Text Editor, except in two

areas. First, the screen is limited to 40

characters. If you go past 40 characters,

the cursor automatically moves down to

the next line. That might be a useful option

in Pascal. Second, the function of the

Control-C and Escape keys in accepting/

rejecting text changes are reversed in

operation in Pilot compared to Pascal.

Whether it is possible to change the Pilot

start-up options to alter this is not docur

mented.

Character Editor

The character editor allows the design

of special characters.

Upon entering the editor, you will find a

screen divided into three areas: a grid of

35 boxes show the character you type on
the keyboard and the real-size special char-

acter you have developed.

GRAPHIC

Type letters. ESC accepts and goes to
graphic editing node, then ? for help

To design a character, you move the

cursor around on the grid, using either the

keyboard or paddles. Each small grid square

represents one pixel of the character.

The character editor was found to be
lacking in one area. There is no simple

way of "pulling the plug"— erasing a char-

acter back to a blank. If you make a mistake,

you must erase it dot by dot.

Graphics Editor

Graphics can be entered into a lesson in

two ways. They can be called by graphics

commands imbedded in the text or as

pictures developed by the graphics editor.

For graphics more complex than a few
simple hues, it is better to use the editor.

The other method means that you don^t

see the effects of the graphics until you
run the lesson.

For complex graphics, correcting errors

can become very time-consuming. Second,

when the lesson is run every time a graphics

command is issued, a graphics interpreter

is downloaded from the disk into the

memory (another place where a language

card could be used to advantage). If many
graphics commands are entered, this can
really slow down the lesson.

The editor itself allows the production

of complex figures in a fairly simple way.

Once you are familiar with the commands
and have developed a plan of attack, the

pictures appear very quickly. I like to use

the editor to develop "slides" for use in

lessons and lectures. A HELP function is

included to provide information on-line

about the commands.
The editor uses a rubber band cursor.

The cursor is placed at a starting part of

the screen from which it can be moved by

using the paddles and/or keyboard. Con-

necting the starting point and current cursor

position there is a line which stretches and

The editor uses a
rubber band cursor.

shrinks as the cursor is moved. It is as

though there were a rubber band connecting

the starting and current points of the cursor.

This makes it very easy to position your

graphics correctly.

Boxes can be placed on the screen very

quickly. Using the rubber band cursor you
position the opposite corners of the box,

press B and get a box filled with the required

color. Pressing F gets you a frame rather

than a filled box. Open and closed circles

can be produced in a similar way.

Complex shapes can be made by moving
the cursor about the screen. Moving the

cursor into the middle of a shape and
typing A will cause an area to be filled

with color.

Typing E causes the last set of graphics

commands to be removed and the graphics

screen updated. This updating of the

graphics should be an option. If you want
to remove the last two sets of commands,
you must remove one set, wait for the

screen to be redrawn, and then erase the

second set and wait again. For complex
graphics this wait can be very frustrating.

Commands can only be erased from the

end back. If you find that something you
drew early in the graphic is no longer to

your liking, everything drawn after it must
go-

Moving the cursor to a point and typing

T allows the entry of text on the graphics

screen. This is independent of the text

placed in the text window by the text editor

commands.
The graphics, once produced, can be

stored in two ways. A picture can be stored

as a series of commands or as the whole

picture (Quick Draw). When the command
form is called from a lesson, the picture is

redrawn element by element. With a Quick
Draw picture, the whole picture appears

on the screen at once. The main disadvan-

tage of Quick Draw pictures is the fact

that they eat up disk space very quickly,

occupying 17-20 blocks on the disk com-
pared to the 1-4 blocks that the command
files occupy.

The main problems with the graphics

editor are the erasing problem and the

fact that there is no way to use a graphics

tablet to draw the graphics. I have found a
reasonable, although unsatisfactory com-
promise. I make a drawing of the object

on a clear piece of plastic. I then place this

in front of the monitor and use the paddles

to trace the shape on the screen. It works,

but a graphics tablet would be much nicer.

Sound Editor

Sound can be introduced into a lesson

by using either sound commands imbedded
in the text or the sound editor. Imbedded
commands suffer from all the disadvantages

mentioned for imbedded graphics com-
mands.
The sound editor has a HELP function

to detail the conmiands available. It permits

notes to be produced over a range of four

octaves (plus an additional F). Notes can

be natural, sharp or flat. The duration of

r SOUHD EFFECTS EDITOR? - COHTROL KEYS^^^
INSERTS NOTES D DELETES NOTES
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the notes can be changed from a full note

down to 1/32, and notes can be tied. Special

effects include the production clicks, sweeps

or warbles. You can play the music devel-

oped from the editor without running a

lesson. .

As a science/math teacher, I have not

had much need to use this editor other

than to produce a few special effects.

Whether the editor would be useful in

producing lessons for somebody with a

more musical bent, I am not quahfied to
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say. However, the following limitations

might be important:

The notes are not displayed on the staves

but in the form
C 4 1/4 T

which means the note of C in the fourth
octave for 1/4 of a note, tied to another
note.

You are hmited to one note at a time;
no chords are allowed. This is rather a
shame as even in science it would be nice
to demonstrate the effect of two notes
beating together.

Features of Apple Pilot

In my upcoming series of tutorials and
articles, I will describe the Pilot language.

Apple Pilot has the equivalent of most of

the commands mentioned in those articles.

The rest of this review will be devoted to

describing the special features of Apple
Pilot.

The presence of the graphics editor is a

real plus. Graphics and special characters
can add to the content and interest of a
lesson, if used correctly. The documentation
provided on Pilot is good. Examples are

plentiful and a person unacquainted with

the language canprepare satisfactory lessons

with the documentation. However, there

are no additional references which would
enable users to extend their knowledge
and application skills.

The Accept and Match commands have
several useful options. The student answer
can be modified automatically to all upper
and lower case. Unnecessary blanks can
be removed and numbers rescued from
within a sentence. For example, the number
5 will be recognized from within "There
are 5 things there, computer."
The Match instruction can be made to

look for one or several character strings

with or without allowing for spelling

mistakes. It can be made to distinguish

between the "no" in "none" and the "no"
in "known" (one starts the word). The
number of attempts thkt a student has
made at a certain answer is stored auto-
matically by the program.

In addition, it is possible to preset the

time allowed for a student to answer. This
permits checking on whether the student
needs some help.

A very useful command, ap:, places a
series of cross hairs on the screen. The
student can move the cross hairs with the
paddles to point things put. This feature is

nicely demonstrated in the Legends program
on the demonstration Lesson diskette.

However, if you don't have the paddles
connected, you will not see the demonstra-
tion.

There are file handling commands
included inApple Pilot which can be used
to store student responses and scores for

later analysis^ I have not made much
use of these, as I felt that they were rather

clumsy. If you were building a large series
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of lessons and needed to keep track of
overall student performance they might
be useful.

Because of memory restrictions, there
is only limited space for storing variables
in the program (600 characters including
the answer buffer). The names of the
variables are limited to one letter and one
number. This means that the student name
must be stored in a variable of the form
Nl$ rather than NAMES. This leads to
poor programming style.

Your local dealer will

know very little about
Pilot

Assuming that the system needs variables

of two characters only, there was no need
to restrict the user to those characters. A
look-up table would have provided the
best of both worlds.

In addition to strings, numerical variables

can be manipulated. A number of system
variables are kept. These include the last

answer, the numerical value of the last

answer and the number of times the last

question has been attempted. Variables
defined in one Pilot lesson can be carried
over into the next lesson if required. This
is a very useful feature to ensure continuity
in a series of lessons.

A very useful compute command, c:,

allows mathematical formulae to be calcu-

lated. Certain string modifications can be
made, including capitalization of a string,

capitalization of the first letter, replacement
or deletion of characters in a string.

Surprisingly, changing a string into lower
case is not an allowed function. The
calculation power of the Compute function

seems rather slow. The production of
random numbers for use in a simulation
seems to take forever.

In addition, calculations cannot be done
via the equivalent of DO-loops. This is

probably not a problem for people unfa-

miliar with computers, but for experienced
programmers it is definitely a fustrating

disadvantage. IF-THEN loops can be
produced but also take a long time to
run.

Considering the fact that there are so
many user friendly features in this version
of Pilot, it is very surprising that it is

necessary to define strings before they
can be used. Again, this is probably due to

memory space restrictions.

The program does its best to recover
from errors. If a graphics or sound file is

not available, the student lesson continues
regardless. The program responds to

control-C, reset and fatal errors by rebooting

the system HELLO program. There is no
way of disabhng this feature.

Conclusion

Overall, this is a useful program and can
be put to good use by both the experienced
and inexperienced courseware developer.
There are many useful HELP functions
within Pilot, and the program is, in general,

very user friendly. Considering the cramped
memory, a teacher will be limited by his

own imagination, rather than by this

implementation of Pilot.

My only real criticisms concern support
and documentation. There are no additional

references on Pilot and no information at

all for the experienced programmer who
wants to include parts of Pilot with his

lessons to make modifications to the lan-

guage.

Your local dealer will know very little

about Pilot and letters to Apple requesting
more information will not even receive a
courtesy postcard to say "contact your
local dealer and stop bothering us." (

Your best bet is to form a group of Pilot

users, and share software. And please, if

you have useful ideas, write them up and
send them to Creative Computing sa we
can all share. Everybody hates re-inventing
the wheel.
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Apple/UCSD
Pascal 1.1:

A User's Evaluation

Ross M. Tonkens

creative contpattiigl
SOFTWARE PROFBLE

Name: UCSD Pascal

Type: Language

System: 48K Apple 11+ , Apple language

card, disk drive with

controller.

Fcmnaf : Disk

Language: Machine

Summary: A truly serious software

development system.

Manufacturer:

Apple Computer
20525 Mariani Ave.
Cupertino, CA 95014

Having lived with Apple's newly updatec}

version of UCSD Pascal (Pascal Ver. l.lj

for over a month, now, I feel a few
observations are in order.

First, let me say that the manuals alone

are worth the $60 update cost, for those

of us who have had to live with the infamous

"White Book" for the last year and a half.

Just the sight of a real index (spanning

more than seven pages!) brought tears of

joy to my eyes.

In fact the system consists of over two
manuals and four disks. I say "over two"

Ross M. Tonkens, M.D., 6221 Wilshire, Suite 607,

Los Angeles, CA 90048.

rtianuals because there are two full-fledged

reference manuals, one for the operating

system, and one for Apple's implementation

of UCSD Pascal. Both manuals are of th^

outstanding glossy quality to which we
have become accustomed from Apple. I

might add in passing that the graphic

artwork gracing the covers of the manuals
would sell briskly as poster art. In addition,

three 9- to 16-page pamphlets are included.

One describes differences between the

old and new versions of Apple/UCSD
Pascal; one is an addendum to the new
operating system reference manual; and
the third is an addendum to the new Pascal

language reference manual.

Perhaps the best features of the current

update are found only in these addenda.
Among them were EXEC files, chaining

capability, built in upper and lower case

text generation without hardware add ons,

much faster compile times, new compiler

options, and an explicit list of previous

bugs, fixed in this new version. Also
contained in one of these little pamphlets

is, at last, a lucid description of how
program segmentation is accomplished by

the compiler which clears up many myster-

ies left unresolved by even monk-like study

of previous documentation.

This is all fine, but "how well does it

wear?" as the saying goes. In short, "very

well, indeed." All of the inconsistencies

in how the operating system previously

handled files with the special suffixes, ".text"

and ".code" have been resolved. Combined
with the addition of EXEC file capability,

this has increased my productivity by at

least 100%.

Now the user can define a common
sequence of operating system commands,
for example, those steps taken to compile

and Unk a UNIT and install it in a library,

or the commands issued to compile, link,

and run a program, and have the computer
perform them automatically in sequence,

rather like a job control language. Instead

of having to watch the computer full time,

I now simply call up an EXEC file and

take a break while the boring processes

of compilation, Unking, and test running

all take place unattended.

EXEC files almost make up.formy lack

of a hard disk drive in terms of the increase

in throughput achieved.. About the only

new problem the changes have created is

temporary obsolescence of any memory-
sensitive software, since the old memory
map on which such software would have

been based has been changed. This prob-

lem should be only temporary, as the update

will involve simply altering the CON-
STANT declarations of any Pascal 1.0

program which referenced memory directly

once the new memory map is published

by Apple. This brings me to my only

complaint, namely that the new Pascal

1.1 manual did not already contain this

information.

While the new Apple/UCSD Pascal Ver.

1.1 still has its idiosyncrasies, Apple seems

to have distilled out those problems which

were truly intolerable, while adding num-
erous conveniences which make it a truly

serious software development system at

last.

Now if 1 could just save the money for

that hard disk....
' O
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Tl Logo Language

Turtles and Sprites for the 99/4

^^^^ Betsy Staples

SOFTWARE PROFILE

Name: TI Logo

Type: Language

System: TI 99/4 with disk drive and
memory expansion unit

- Wmrnatt Command module with disk

Summary: An educational tool

designed to develop
problem-giving skills

Price: $299,95

Manufacturer:

Texas Instruments Incorporated
P.O. Box 53

My first inkling that ordinary people
could learn to use computers came from
a "scholarly paper" about "Turtle Geom-
etry" that crossed my desk at Drew Uni-

versity about five years ago. The title was
intriguing, so I read it, even though I

knew it had been written by a professor

of mathematics, a subject I had striven to

avoid since my junior year in high school.

I was shocked to discover that the ideas

presented in the paper were not only

comprehensible, but quite unmathema-
tical.

Recently, I met Turtle Geometry again

on the TI 99/4 computer, and it was even
more fascinating, because this time the

turtle was at my command in TI Logo.
Developed at M.I.T., Logo is intended

to help primary through high school age

young people cultivate their problem-
solving skills. It has been tested at the

Lamplighter School in Dallas, TX, and in

the New York City pubUc schools.

Turtle Mode
Let's get back to the turtle. You enter

"Turtle Mode" by typing TELL TURTLE.
The triangular turtle appears in his home
(the center of the screen) and the cursor

appears in the lower left-hand corner of

the screen.

The turtle moves forward or backward.
You specify how many "steps" he is to

take, and he leaves a line of that length in

his wake.

,
The LEFT and RIGHT commands cause

the turtle to turn the number of degrees
specified, although the word "degrees" is

never mentioned. Thus, the commands
RIGHT 90, FORWARD 30 make the turtle

turn 90 degrees and draw a line 30 steps

long.

If you forget to specify how many steps

he is to take or degrees he is to turn, the

computer re^nds with TELLME MORE.
The entire line inust then be retyped,

including the missing information.

If you make an error in typing the

command, "FORWARD 10," for example,
the computer says "TELL ME HOW TO .

..." Once again, the entire line must be
retyped correctly.

The turtle can't draw forever, and when
he reaches the end of his tether, the length

of which is never specified, the OUT OF
INK message appears, and the screen must
be cleared before any more drawing can
be done.

r A

V_ .
^

CLEARSCnEEN

FORWARD 50

RIGHT 144

FORWARD 50

RIGHT 144

FORWARD 50

RIGHT 144

FORWARD 50

RIGHT 144

FORWARD 50

Figure 1. The turtle drawls a star.

Additional commands include PENUP,
PENDOWN and PENERASE, which are

self-explanatory, and PENREVERSE,
which allows the turtle to erase a line he
has crossed and draw a new one.

It takes a bit of practice to get the

turtle's trail to intersect exactly where
you want it when drawing complex shapes,

but if you pay attention, you learn some-
thing each time you fail.

f
^ — ^— —

Shape Design

PLANE 4
TRUCK III

• - • •

ROCKET X
BALL.

. #
BOX

V
.

J

Figure 2. The five basic shapes.

Sprites and Shapes
"What is a sprite? It's an invisible thing

you can talk to. You must tell a sprite

about itself before you can use it."

The things that a sprite can be told

about itself include: shape, color, speed
and heading. There are five shapes—plane,
truck, rocket, ball and box— built into

the language, and an alleged 16 colors,

many of which are indistinguishable from
others—purple and blue, for example, were
identical on my monitor. You can talk to

32 sprites at a time by giving them
numbers.

The following sequence:
TELL SPRITE 1

CARRY :TRUCK
.

SETCOLOR :GREEN
SETSPEED60
SETHEADING 90

defines Sprite 1 as a green truck which is,

at present, moving at a speed of 60 parallel

with the bottom of the screen. To make
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Turtles & Sprites, continued...

the truck change course and move per-

pendicular to its current path, you would
simply type SETHEADING 0.

Sprites can also be commanded to

FREEZE, THAW and move to the center

of the screen (HOME). And like the turtle,

they can move FORWARD and BACK,
and have their headings adjusted with

RIGHT and LEFT commands.

Figure 3. A new shape can be created

using the MAKESHAPE command.

When you tire of the five standard

shapes, you can design your own using

the MAKESHAPE command. Typing
MAKESHAPE causes a 16 x 16 grid to

appear on the screen, and by moving the

cursor around on the grid, you can fill in

the blocks that will create the shape you
want. The shapes you make can be treated

as sprites.

Tiles and Characters

The manual lists "code numbers" for

64 of the 96 characters available on the

99/4. Using the MAKECHAR command,
you can modify them at will.

The grids that are used to create new
shapes and characters are the "tiles" of

which the entire screen is composed. There
are 32 columns and 24 rows, and by speci-

fying a character number, column number
and row number you can position a char-

acter on the screen.

You can also change the colors of the

tiles, as well as the background color of

the screen.

Teaching Mode
Now that you have mastered the basics,

you are ready for some serious program-
ming. The Logo manual, however, never

refers to "programs" or "programming."
All work done in Logo is accomplished
through "procedures."

The first procedure described tells the

turtle how to draw a box. "You teach the

computer a procedure by typing TO and
the name of the procedure." When you
type TO BOX, the screen turns green and
you are ready to teach the computer how
to draw a box.

After you have created the procedure
called BOX, you have only to type:

TELL TURTLE
BOX

and the turtle will draw a box.

Procedures can be combined and linked

to one another with individual commands
as in Figure 4.

In Sprite Mode, procedures can be

written using sprites, tiles and background
colors. One of the sample procedures in

the manual creates four trees using the

rocket and ball shapes, moves them off

HOME so they are all visible, and changes
the color of the tops in sequence to simulate

the change of seasons. See Figure 5.

tttt

Figure 4. The BOX and TRIANGLEpro-

cedures are combined to draw a house.

Figure 5. SEASONS: An advancedproce-
dure.

The section of the manual titled "More
Advanced Procedures" describes the use

of subprocedures, the REPEAT command,
variables, the TEST command, IF...

THEN. ..ELSE, and recursion.

Using these advanced procedures, you
are able, by the end of the manual, to

create a reasonable-looking explosion and
a decent approximation of a flying bird.

(Figure 6.)

Documentation
In the introductory chapter, several

special function keys are described. A
very thorough description of the "erase"

key is given, for example, but when I

looked for the key on my computer, it

was nowhere to be found. After some
experimentation, I figured out that shift-

T was the equivalent of "erase" on my
computer.

MAKESHAPE 6

MAKESHAPE 7

^trrr-r-TTTTi
-UJ

! 1
! t 1 1 1

I M 1
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1
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MAKESHAPE 8
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1

i
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i

i

'

III'

TO RAP
CARRY 6

WAiT 10

CARRY 7

WAJT 10

CARRY a

WAJT 10

aAP
END

TO BIRO

TELL SPRITE 1

SETCOLOR HED

SETSPEED 5

SETHEACING 45

FLAP

£N0

Figure 6. Recursion is used to make a

bird fly.
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Mr. Software
Business - Entertainment - Personal

Software
• One of the largest software

selections in the country

• Fast, convenient, service

• Lowest prices anywhere

Software available for the following systems:

Apple Atari CP/M
Commodore IBM NEC
TRS-80 Xerox

Call or write for a free catalog

Mr. Software
114-41 Queens Blvd Suite 148

Forrest Hills, IMY 11375 (212) 268-2747

TCE 523 (Source) 70210,304 (Micronet)

CIRCLE 179 ON READER SERVICE CARD

After repeating this procedure tor several

other keys, I stumbled on the "Quick
Reference Guide" hiding on page vi

between the Table of Contents and the

"Setting Up" section of the manual. There
was no explicit explanation of the alternate

keys, but given the information I had
already acquired through trial and error,

I was able to make sense out of it.

This seems a rather careless treatment

of a problem that could be quite confusing

to a child or an inexperienced teacher.

And even though newer versions of the

computer undoubtedly have the required

keys, TI should have included the alternate

combinations in the text for the conveni-

ence of users with older models.

Another minor annoyance was the refer-

ence in the documentation to the colon,
" " as "dots." For example, "Never type

dots in front of a number." The symbol
has a perfectly good English name, and I

see no reason not to introduce it properly.

The semicolon fares somewhat better. It

is referred to as ";". You don't learn its

real name, but at least it is spared the

indignity of being called "dot-comma."

Perhaps TI felt "comma" was too complex
a word for children to understand.

With the exceptions mentioned above,

the manual is clear and complete with

plenty of screen diagrams to show what
each procedure ought to be produce. It is

written in a slightly condescending style,

obviously intended to appeal to children

working independently; it probably does.

Summary
Logo is definitely fun. It gives you a

sense of satisfaction very early in the

learning process by providing instant feed-

back. The sample procedures are short

and simple, and you can see at once if

you have made a mistake. If you have
done everything correctly, you get immed-
iate positive reinforcement which heightens

your desire to move on.

The structure of the course, as set forth

in the manual, is modular. One short

explanation and an example— drawing a

box, for instance—could be an entire lesson

for a young child or part of a longer

session for a high school student.

The complete TI Logo setup requires

the software (command module and disk),

the 99/4 computer and monitor, disk drive,

disk controller, and memory expansion

unit. The suggested price for the software

is $299.95.

TRS-80, ATARI, TI-99/4 SOFTWARE:
Science, Math, Astronomy, Music, Education,

Curve Fitting, Fourier Analysis, Statistics,

Graphics, Finance. Free Catalog. BENCH-
MARK, FOB 385C, Providence UTAH 84332.

CIRCLE 180 ON READER SERVICE CARD

DATA PROCESSING

SUPPLIES
SUPPLIES
SUPPLIES

^National

<M Diablo

®Qume

OClpha

Avery Label

Data-MATE
media-mate

SEC
AGT

Authorized Distributor, Scotcin Brand

Information Recording Products

Disc Cartridges, Diskettes, Disc Packs
Magnetic Tape, Digital Cassettes, Data Cartridges

Data Binders, Printout Filing Systems
Magnetic Media Filing Systems

Hytype II & Hytype I

Print Wheels & Ribbon Cartridges

Ribbon Cartridges

Print Wheels

Continuous Business Forms

Programmer Coding Forms, Flow Chart Pads
Printout Filing Systems

Continuous Data Processing Tabulabels

Media Labels for Diskette, Cassette

Printer & CRT Stands

Storage Cabinets

Spinwriter Ribbon Cartridges

Print Thimbles®

Print Wheels

= = =V= Genuine IBM Diskettes

CALL OR WRITE FOR A FREE CATALOG

ALPHA CQinPJTiMG SUPPW, JUC.
9625 Mason Avenue, Chatsworth, California 91311

(213) 882-9818

CIRCLE 181 ON READER SERVICE CARD

CASINO
BUCKJACK

for tht

IBM I

SIMULATES CASINO RULES EXACTLY
Unlike other blackjack programs, Casino
Blackjack lets you set up the game pre-
cisely for any casino rules. Or you can
use the default settings for current Atlantic
City play.

YOU SPECIFY:
up to seven hands up to nine decks
shuffle point within decks play speed
minimum & maximum bets bankroll
double-down insurance surrender
dealer's play on soft 17

DURING PLAY YOU CAN SEE:
cards left in deck hit/ stand odds
simple card count advanced card count

CASINO BLACKJACK
^ (\ A Qti residents:
"Z4^^ add 5% sales tax

64K Disk. Specify Color or Monochrome Graphics

Survey Systemsj Inc.
7507 Princeton Ave. • College Park, MO 20740

* Trademark of IBM Corp.

CIRCLE 182 ON READER SERVICE CARD
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Extended Basic from Texas Instruments

The Sleeping Giant Stirs

Owen Linderholm

GPeattve computing
SOFTWARE PROFILE

Name: Extended Basic

Type: Language

System: TI 99/4

Format: Module

Language: Machine

Summary: Worth every penny

Price: $99.95

Manufacturer:

Texas Instruments, Inc.

P.O. Box 53

Lubbock, TX 79408

LIntil now the capabiHties of the TI 99/4

have been severely limited because the

Basic supplied with the machine was not

as useful as that supplied with many other

machines. Many of its shortcomings still

remain, but for certain applications, the

TI has become a computer that not only

equals but often outdoes its rivals. The old

Basic was extremely slow and did not

make good use of many of the features of

the computer.

Arrays were limited to three dimen-

sions, multiple statement lines were
impossible, graphics handling was pos-

sible but difficult, and many commands
considered standard on other computers
were either absent or available only in a

limited form. While some of these prob-

lems remain, others have been solved and

a few new commands never dreamt of

have been added.

The new Basic comes (in it's pre-

liminary form) as a black box. about half

the size of a disk drive, which plugs into

the ROM socket on the front of the com-
puter. It costs approximately $100 and is

worth every penny.

Some of the more advanced features

include subroutines which operate

exactly like Fortran subroutines, graphics

which operate independently of program
control and a Basic which does most of

the things we have come to expect from
Microsoft Basic.

The manual that comes with the Basic

seems to include everything in the "User's

Reference Guide." plus descriptions of

the new commands. It lists near the begin-

ning all the changes that take place when
the new ROM is plugged in. There is a

long list of new instructions, functions and
commands. Also, at the end are men-
tioned the disadvantages that accompany
the new Basic. These include a loss of 864

bytes, a loss of 16 user programmable
characters and the inability of some TI
Basic programs to run in TI Extended
Basic. So far I have not been able to find

anything else. Graphics buffs who think

that the loss of 16 programmable char-

acters is serious are advised to reserve

judgement.

Taking some of the less exciting

features of the Basic first, I will look at the

ACCEPT statement. This is a very

advanced form of the INPLIT statement

and allows you to specify input fields any-

where on the screen, clear the screen

before input, beep, put default values in

the input field and verify that the data

input is of the type required, all in one
statement. The DISPLAY statement has

been improved to allow one to do most of

these things with output.

Other improvements are: multiple

statement lines, with :: as the separator;

the inclusion of the command RLIN as a

program statement; IF-THEN-ELSE con-

structions improved to Microsoft

standard; MAX and MIN functions; a pre-

defined constant pi (guess what?!);

improved error handUng, including the

ability to read protect a Basic program
using a Basic command; read protection

for disk files; and a few other changes or

improvements of somewhat lesser impor-

tance.

We now come to the goodies. Leaving

the best for last (always a good policy), the

next thing to look at is the formation of

what TI calls subprograms, subroutines

that can be called with a parameter list

exactly like Fortran subroutines. Suppose

we decide to have a subprogram called

TEST which multiplies two numbers

together, adds one of the numbers to the

result and then prints it. This can be done

in ordinary basic by saying:

10 DEFFNA(X.Y)=X*Y+X
20 INPUT A.B
30 Z=FNA(A.B)
40 PRINT Z

but this is not a subroutine and it never

can be in ordinary Basic, since it will only

work on the variables A and B. In TI

Extended Basic this can be done with:

10 INPUT A.B
20 CALL TEST(A,B)
30 GOTO 10

40 END
50 SUB TEST(X,Y)
60 PRINT X*Y+X
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70SUBEND
This works, and if you don't understand

the usefulness of this facility , just consider

the fact that A or B could be replaced by

any variable. The same result could be

achieved another way.

10 INPUT A.B
20 CALL TEST (A,B,C,)

30 PRINT C
40 GOTO 10

50END
60 SUB TEST(X,Y,Z)
70 Z=X*Y+X
80 SUBEND
In this version, the variable Z can be

used in the main program as well. A sub-

program can be as long as you wish con-

sistent with the memory available. As you
can see, this is an extremely useful feature

of the Basic.

Another of the more interesting

features of the machine is its ability to

speak using the plug-in speech synthesizer

module. In the ordinary Basic, speech

synthesis requires an extra ROM. With

the new Basic the computer can be given a

vocabulary of approximately 300 words

which allow you to make limited phrases.

The manual also mentions creating your

own vocabulary but does not tell you how
to do this. Nevertheless certain of my col-

leagues have managed to produce some
unusual sentences.

The most interesting feature of the new
Basic is the use it makes of the graphic

capabilities of the TI 99/4. These are

phenomenal, and it is surprising that the

machine has not made better use of them
up to now.
The single option I found most amazing

is that once a graphics character called a

"sprite" has been set up, it will continue to

move in a specified direction on the

screen while the computer does some-

thing else like calculating the square roots

of the first 100 prime numbers. The
"sprite" itself can be made up of either

one or four characters which can be

defined by you or be part of the standard

character set of the computer. For

instance,

10 CALL CLEAR
20 CALL SPRITE (#1.79,14,1,1,5,5)

30 GOTO 30

will clear the screen and set a magenta
colored "0" moving diagonally across the

screen very slowly. If the program is riot

interrupted, it will h^v^r stop! This may
not seerii terribly exciting, but consider

the fact that the program is doing nothing

to the character; it is only executing the

loop 30 GOTO 30. Line 10 of this program
clears the screen, Une 20 sets up the figure

as character 79 (an 0) with color 14

(magenta), starting point (1,1) (the top left

corner of the screen), and velocity (5,5) (5

units in the x-direction and 5 units in the y-

direction per unit time). As you can see,

all the graphics routines are performed by

subprograms built into the machine.

Up to 28 of these "sprites" can be
created and used at one time. They can be
defined in any shape you wish that can fit

into an 8 by 8 format. This is done by

creating a shape table in a string, which is

easily done, and then using the CALL
CHAR command to define the shape. I

will include an example later. Once the

character is defined, it can be used simply

as a character or as a "sprite" as you wish.

After a "sprite" is created several things

can be done to it. You can enlarge it,

change its color, change its position,

change its motion, discover if it has run

into another "sprite" on the screen, find

out where it is and find its distance from a

point on the screen or from another

"sprite." These are all done with simple

CALLs. Everything is explained fully in

the manual and it doesn't take long to

create some pretty nifty graphics.

A sample program that draws 16

detailed skulls and crossbones on the

screen, each about three centimeters

across, and then moves them all about,

changing screen color whenever one

meets another, is given in Figure 1 to show
how easy it can be. Incidentally, the back-

ground to a "sprite" can be made trans-

parent, so when one crosses another you
can see it pass over or under the other.

Line 10 clears the screen, then line 20
and line 30 set up the skull and crossbones

shape. The next 16 lines set up the actual

figures on the screen. Line 195 magnifies

the figures so that they take up the space

that 16 ordinary characters would. Then
the last few lines check for a meeting

between the figures and if there is one the

screen color is switched to a random color

and the sequence is continued until inter-

rupted.

This is only a simple demonstration of

the power of the graphics commands. It

uses only one shape and ignores many of

the built-in functions, but it serves to show
what can be done.

With the addition of Extended Basic,

the 99/4 still lacks some very useful

features, like machine code, which is still

practically unavailable, but it seems that

TI has finally begun to exploit the

potential of its personal computer.

10 GALL CLEAF<
20 P\%^^ " E0E::0E02F"3F 1 9 1 9 1 F 1 EOEOF :i. A3F27E0C00

70707F4FC9B9aF87870F05BFCE40703

.

30 CALL GHAR(96,A1i)
40 CALL BPR I IE ( # 1 , 96 1 , I , :1. , 0 , 1 0

)

50 CALi..„ SPF:: I I E ( :!=i:2 , 9<^) , 2 , 1 , 1 , O ,
- 'ZO

)

60 CALL BPR I IE (#3,96, 3 , 1 , 1 -

1

0 , 0

)

70 CALL BPR FT E ( #4 , 96 , 4 , 1 , 1 , 20 , 0

)

SO CALL BPRITE<#5,96,5, 1. , i „2,2)
90 CALL BPR I IE ( #6 , 96 , 6 , :1. „ i , 20 , -20

)

1 00 C AL.1.. BPR I IE (#7,96,7, 1 , 1 ZO , :30 )

1 1 0 CAL...L.. BF'R I TE ( #8 , 96 , 8 , 1 , 1 , 40 , -40

)

1 20 CALL BF'R I TE (#9,96^9, 1 , 1 .. 5 , 10)
1 30 CALL BPR I TE < # 1 0 , 96 1 0 , 1 , 1 , tO ,15)
1 40 CAL..!..- BPR I TE ( # 1 1 , 96 1 1 1 , 1 , 4 , 2

)

1 50 C AL..L BPR I I E ( # 1 2,96 , 1 2 , 1 , 1 , i C) , 20

)

1 60 CALL, BPR I TE: ( # 1 3 , 96 , 1 3 , 1 , 1 , -6 , Z

)

170 CALL BPR I T E ( # 1 4 , 96 ., 14., 1 ^ 1,5^ -•• 1 0

)

IBO CALL BPRITE (#15l, 96, 15,, 1 , 1 , -20, -^O)
1 90 GALL BPR I T E ( # 1 6 , 96 , 1 6 , 1 ., 1 BO , 40 )

195 GALL MAGNIFY (4)
'

200 GALL GOING (ALL., DO)
210 FOR X"==l TO BO us NEXT X

220 IF DG:::^:-1 THEN CALL BCREEN ( I NT (RND^ 16-+- 1 ) )

230 GOTO 200
'
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Apple Spice

Spicing Up Applesoft

GPeafctve coiRpattRfil

SOFTWARE PROFILE

"Name; Apple Spice

Type; Basic extension

System: 32 or Apple with Applesoft,

Disk Drive

feFormat: Disk

Language: Machine Language
Summary: Powerful extension for

Applesoft

Rflce: 129.95

Manufacturer:
Adventure International

llp^^^ 3435

Longwood. FL 32750

No Basic is perfect, especially the one

you own. There is always a inissing function

that would make hfe easier or a weak
point that increases the work of program-

ming. In the case of Applesoft, the most

obvious omission is that of PRINT USING,
which formats numeric output. Apple Spice

gives Applesoft PRINT USING, along with

substring search, IF...THEN...ELSE struc-

ture, and special input and output routines.

This is good news for anyone doing business

or game programs in Basic. Each addition

is both powerful and easy to use, and all

are transparent to regular Basic.

Please Remit $12.11995

The PRINT USING routine allows

programs to produce formatted numbers.

At the simplest level, this means a number
can be limited to a specific length after

the decimal. For example, dollar values

can be printed with only two decimal

places. But that's just the start. The format

can be part of a string, allowing the printed

number to be within a statement such as

"YOU OWE $225.84 AND MUST PAY
IMMEDIATELY." Additionally, commas
can be imbedded within numbers, and a

floating dollar sign is allowed. This feature

David Lubar

is accessed with an ampersand command,
and the print fields are marked with #
signs.

If a decimal extends beyond the required

range, the program will round off the

number. All numbers are right justified,

and can be easily printed in rows or

columns. If a number extends beyond the

field to the left, an overflow will be printed.

While precision is still limited to nine

digits, longer numbers can be formatted

to represent any number within the range

available to the Apple. Considering that

it is an add on, the PRINT USING is very

easy to include in programs, and rather

versatile.

Strung In

It is not surprising that a company known
for adventure games would provide a

substring search capability. This utility

reports the location of any one string

within another. To take a trivial example,

if one string contains the alphabet, and
you are searching for the string "D," the

return value would be 4. Since the string

It is not surprising ttiat

a company iinown for

adventure games wouid
provide a substring

search capability.

searched for can be a word or phrase, the

adventure applications are obvious.

Adding to the power of the routine, a

search can be made for multiple strings,

with the value returned for the first match.

As an example, an input could be searched

for HI, HELLO, HOWDY, etc., and if the

function returned a value other than zero,
•

.
-

one of the above would have been found.

The search is implemented with the USR
function, and the argument can be either

164

a literal or a string variable. This capability

could be put to good use in almost any

form of interactive programming.

Logical Decision

Adding to the logical power of the Apple,

an IF...THEN...ELSE structure is provided,

with multiple lines allowed. This is in the

form of a program module, starting with

&IF, followed by the condition. After the

condition comes the normal THEN state-

ments which will be followed if the condi-

tion is true. Next comes an OR, followed

by the ELSE conditions. These are enacted

when the condition is false. Finally, the

whole structure is completed with an END
IF which signals the series is over. While

the structure can be duplicated in Apple-

soft, using some spaghetti code and a lot

of GOTO statements, the IF...THEN...

ELSE makes life much easier, and makes
programs easier to read. Adding to the

power, nested statements can be con-

structed.

Spicing on the Cake
Besides extending Basic, this set of

utilities offers input and output routines.

The output routine prevents words from

being broken at the end of a line, and

prompts for a return when the screen is

full. Again, adventure writers will imme-

diately see the value of such utilities. But

there are also many other applications. In

general, anything that puts text on the

screen can benefit from fomiatted output.

The input routines allow input of commas
and other restricted characters, and screen-

ing out of unwanted characters.

Topping it Off

All the routines can be relocated, using

a special relocator included in the package.

And many special features and default

values can be easily changed. The manual

covers this all in a readable fashion, and

includes many sample programs. The
routines are in machine language and

execute rapidly. Any serious Basic pro-

grammer should take a close look at Apple

Spice.
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FIRST WE GOT RID OF

THE LOWER CASE ADAPTER
and put lower case on the screen

WITHOUT HARDWARE.
THEN WE GOT RID OF

THE 80 COLUMN BOARD
and put seventy columns of text on the screen

WITHOUT HARDWARE.

THEN WE GOT RID OF

WASTED EDITING TIME
by developing printer spooling

AGAIN WITHOUT HARDWARE!

AND WE'RE ALWAYS LOOKING FOR

NEW WAYS TO SAVE YOU TIME AND MONEY

When ON-LINE SYSTEMS began work on SCREENWRITER II, we wanted to make it the

most powerful word processor on the market. We began by putting in boldfacing,

underlining, form letter capabilities, global search and replace, support of multiple disk

drives, full macro capabilities, generation of up to four indices, complete formatting

capabilities, a software based keyboard buffer, full editing capability of any DOS 3.3 text

or binary file (including APPLESOFT programs) and all other features you need for professional word processing. That was just the

beginning. . . .

Our next step was to make SCREENWRITER II hardware independent, so we eliminated the lower case adapter and the 80 column

board, SCREENWRITER II is the only word processor on the market to offer true software based lower case and 70 column screen

available today.

The move that put us over the top was the introduction of printer spooling* which allows you to do your editing while printing,

making your word processing time more efficient.

With SCREENWRITER II, we've added all the features you need, did away with all the problems you can do without, and we did it all

at a price that you can afford-$l29.95.

'Printer spooling feature only available for printers with APPLE parallel or SSM AlO interface, and EPSON printers/APPLE II and APPLE II Plus are registered trade

marks of APPLE COMPUTER INC.

We Don't Think That Word Processing Should Cost An Arm And A Leg,

And At On-Line Systems, We Won't Stand For It.

SCREENWRITER II runs on any 48K APPLE II / II Plus with DOS 3.3 and is available now at your local computer store or directly from

ADD ONE DOLLAR FOR SHIPPING VISA. MASTERCHARGE. CHECK COD

36575 MUDGE RANCH ROAD COARSEGOLD. CA 93614 209-683 6858
LIME 'y'^ms

CIRCLE 183 ON READER SERVICE CARD



Authoring Systems for the Apple

Recognizing that many teachers aren't

satisfied with the limited flexibility of many

of the available software packages, and

that most teachers don't have time to

develop their own programs, several

companies have produced authoring sys-

tems. This is a rather fascinating concept;

the programs are designed to write pro-

grams. We recently received four authoring

systems for the Apple. The crucial factors

in evaluating them were ease of use,

flexibility, and quality of the end product.

On these and other criteria, the programs

ranged from good to abominable.

Zenith Educational System

The Zenith Educational System (no

relation to Heath/Zenith), is highly flexible

but, as a result of this, complicated to

use. In essence, the user builds lessons

from modules, combining text pages,

graphs, and graphics. For each question

in a test, up to four possible answers are

allowed. In other words the teacher can

enter a question such as "If you had three

pencils and gave two away and lost one,

how many would you have?'' and enter as

correct answers "0," "zero," "none," and

"nothing." Graphics can be tied into any

frame of a lesson, and animated sequences

can be set up, adding life to lessons. The

program also allows the teacher to enter

a hint for each question, and a response

for correct answers.

Another feature of the Z.E.S. system is

revision questions. These are inserted

David Lubar

creative coiRpatiR^
SOFTWARE PROFILE

Name; Zenith Education System

Type: Authoring System

System: 48K Apple, Applesoft,

Disk drive

Format: 3 Disks

Language: Basic

Summary: Complex, but versatile

Price: $250

Manufacturer:

Avant-Garde Creations

P.O. Box 30160

Eugene, OR 97403
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between regular questions, and are only

asked if the student fails on the regular

question. Incorrect answers to revision

questions cause the program to print a

message telling the student to call the

teacher. The teacher has the option to

continue or terminate the session. There

are also automatic questions which are

similar to revision questions except that

they don't cause the program to halt.

nWHdHH <UTHER PENORACOH >

RMHdBIW <UTHER >

The graphics disk contains a selection

of pre-defined shapes, and a program for

creating shapes. Once shapes are created,

they can be used in frames of the lesson.

As a bonus, the flip side of the graphics

disk contains a program that quickly

initializes multi-boot disks.

The Z.E.S. system also keeps student

records that contain such information as

number of questions attempted, number

correct, and time taken to answer each

question.
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As mentioned, there is a price for this

flexibility. The user can't just sit down
and create a lesson. Modules have to be

designed part by part. Different disks are

required for creating text and graphics.

The user must cope with a program disk,

a module disk, and a graphics disk, doing

a fair amount of disk swapping during the

creation of a program. Even if the user

has a dual-drive system, he must still use

drive one for almost everything.

In essence, the Z.E.S. system allows

teachers to create useful programs, but

demands planning and effort on the part

of the teacher/author.

The Learning Lab
The Learning Lab allows the creation

of fill-in, column matching, and multiple-

choice tests. The teacher can also create

compositions which can be linked to tests.

These compositions are used to provide

background on the questions in the test.

This system also uses several disks, but

takes advantage of a second drive if present.

The Master Disk is the entry point for

creating tests and viewing student scores.

Tests are stored on another disk, and

student records kept on a third.

The fill-in test format allows a question,

a preferred and alternate answer, and one,

hint. Column-matching allows ten pairs

GPeative conepotiRgf
SOFTWARE PROFILE

Name: The Learning Lab

Type: Authoring System

System: 48K Apple, Applesoft,

Disk Drive

Format: 2 Disks

Language: Basic

Summary: Constructs fill-in, multiple-

choice, and column-match-
ing tests.

Price: $150

Manufacturer:

Micro Lab
2310 Skokie Valley Rd.

Highland Park, IL 60035

of phrases and two unmatched phrases

for padding out the answer column. Mul-

tiple choice allows five answers, the fourth

and fifth of which can be "all of the above"

and "none of the above."

IF NO HINT HERE THEN JUST PRESS RETURN

Once a test is created, the student can
take it in either test or instruction mode.
The instruction mode first presents a

composition, if one exists for this test,

then gives the student several chances to

answer the questions, greeting right and
wrong answers with canned comments.
These comments may not appeal to every-

one, but they are part of the program and
cannot be changed.

The Learning Lab keeps track of student

scores, storing the information on a sepa-

rate disk. It can also give the teacher

statistics about a test, such as the number
of times a test was taken, the average

score, and the number of questions in the

test.

There seems to be one slight bug in the

tests. The one we created crashed if the

student hit the right arrow followed by
return; perhaps the error traps need a bit

of work. Aside from this problem and the

canned comments, The Learning Lab could

be fairly useful in a classroom.

tnttttttxttttttttt
t TITLE FOR DRILL *

'SUBJECT OF DRILL (AFRICAN HISTORY,
THEORY, ETC.)= HISTORY

MUSIC

CODING FOR THIS TEST/DRILL < IN CASE VOU
HAVE SEUERAL TESTS IN THE SAHE SUBJECT
STORED OH THIS DISK) -Tl

VOUR INITIALS OR FIRST THREE LETTERS OF
LAST NAHE (IN CASE NORE THAN ONE PERSON
IS USING THIS DISK)' DRL

KIND OF DRILL <F=FILL-IN. C=COLUMN HATCH
OR M=MULTIPLE CHOICE)' F<afl

YOU NEED NOT USE ALL AUAILABLE SPACES

Bell & Howell

Courseware
Development System

Coursew^are Development System I was

the easiest system to use and, though fairly

fixed in the format of tests, allowed a

surprising amount of flexibility. The system

could be used with almost no reference

to the documentation. The system is on

CDS 1

WHAT MOULD YOU LIKE TO CALL THE

EXERCISE, DAUID?

?HISTORYi

TYPE IN THE NAHE AND PUSH

<N0 COMMAS OR COLONS, PLEASE.)

EACH SECTION WILL CONTAIN THESE PARTS

^

TEXT PAGE<S>

QUESTION

CORRECT ANSWER CROUPCS)
CORRECT ANSWER RESPONSE(S)

WRONG ANSWER GROUP(S)
WRONG ANSWER RESP0NSE(5)

UNEXPECTED ANSWER RESPOMSE

FAILURE MESSAGE

HINT<S)

NUMBER OF TRIALS BEFORE
FAILURE MESSAGE I

SECTION 1 -- QUESTION

JELL ME THE NAME OF KING ARTHUR'S FATHER

TYPE IN THE QUESTION AND PUSH
THE RETURN BUTTON

SOFTWARE PROFILE

Name: Courseware Development
Systems I

Type: Authoring System

System: 48K Bell & Howell computer
or Apple with Applesoft, Disk

Drive

Format: Disk

Language: Basic

Summary: Easy to use

Price: $300

Manufacturer:

Bell & Howell

Audio-Visual Division

Dept. 8876, 7100 McCormick Rd.

Chicago, IL 60645
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Authoring Systems, continued...

one disk, and tests are stored on other

disks. Each exercise is made up of units

that begin with one or more text pages.

The teacher doesn't have to worry about

formatting the text; wraparound is auto-

matically avoided during presentation of

the test. The text pages, which are optional,

can contain background information,

lessons, or whatever else the teacher

desires. Next comes the question, followed

by the first correct-answer group. There

can be several correct-answer groups. For

each group, the teacher can specify a

response to be given if the answer given

by the student matches a member of the

group. Next, the teacher can specify one

or more wrong-answer groups. Again,

responses can be entered for when the

student matches a member of the group.

This could be very useful for questions

that many students are likely to answer

with specific incorrect replies. The system

next asks for a comment to be given for

unexpected answers, a message in case

the student fails to answer the question,

and for any hints the teacher wishes to

supply.

CORRECT ANSWER GROUP 1

ANSWER il UTHER PENDRAGON
ANSUER #2 UTHER
AHSUER «3 .

HHAT RESPONSE DO YOU WANT TO GIUE IF THE
STUDENT'S ANSUER IS IN THIS GROUP?

UERY WELL DONE! ,

This process continues for as many units

as the teacher requires. The test is now
ready to use. Earlier, at creation time, the

teacher specifies how many incorrect

answers should be allowed before the

program presents the failure message. Now
the teacher has the option of opening the

test to all students or creating a roster. If

a roster is used, student records are kept.

The records show the student's scores for

a test, and the aggregate results for each

question in an exercise.

** CORRECT ANSWERS COMPLETE tt

tt WRONG ANSWERS COMPLETE it

MESSAGE FOR AN UNEXPECTED ANSWER •

SORRY, THAT'S HOT RIGHT!

tt CORRECT ANSWERS COMPLETE **

tt WRONG ANSWERS COMPLETE tt

MESSAGE FOR AH UNEXPECTED ANSWER-

SORRY, THAT'S HOT RIGHT

MESSAGE IF THE STUDENT DOES NOT ANSWER
CORRECTLY IN THE TRIES ALLOWED^

YOU BETTER REREAD CHAPTEIi SEUENl '

'

DO YOU HAUE AMY HINTS <Y^H)? Y

HINT «1 HE WAS THE WIFE OF IGRAIHE
HINT «2 I

CDS I earns high marks. As mentioned,

it was easy to use, and flexible. By using

various combinations of the available entry

options, a teacher could produce a good

lesson disk.

Eureka Learning System

In an attempt to produce a flexible

system, the Eureka Learning System forces

users into a syntax with all the charm and

grace of Cobol. Test material is entered

in a bizarre fashion in which the teacher

must deal with entities and attributes,

producing input that resembles code. This

is just a part of the problem. These entities

and attributes are organized into sentences,

using a numbering system. The entry by

the teacher at this point resembles an

alphanumeric cryptogram. The end result

of all this is that sentences can be presented

in various ways with varying syntax. Once
the teacher manages to create a quiz, it

can be presented in several modes. The
Practice mode allows one chance, then

GPeative computing
SOFTWARE PROFILE

Name: Eureka Learning System

Type: Authoring System

System: 32K Apple, Applesoft,

cassette or disk

Format: Tape or Disk

Language: Basic

Summary: Not very good

Price: $495.

Manufacturer:

The Programmers Inc.

P.O. Box 1207

Taos, NM 87571

supplies the correct answer if the student

is wrong. No hint or reinforcement is

available. The Evaluate mode presents

the questions as a test.

The program allows for graphics and

hi-res fonts. No shape utility is provided.

Instead, the documentation suggests that

the teacher should buy one of the com-

mercially available programs for creating

shape tables. This is but one of the

absurdities and problems in this package.

Rarely have we seen software that has no

redeeming quahties. Unfortunately, this

is one case where there is nothing good to

say. To put it bluntly, we cannot recom-

mend this program to anyone.

SPACE LEFT 3297

1 LIST NAMES
3. LIST SUBJECTS
5.L ST ENTITIES
7.L ST ATTRIBUTES
9 LIST TEXT/SENT 1

11 LOAD SHAPE 1

13.SAUE TEXT
15 CLEAN TEXT 1

1? INSTftLL SHAPES 1

OPTION ?2

NAME ^EXAMPLE
A TO ADD ''A

PRINT NAME = EXAMPLE
I STORY

PLURAL =
*?

TYPE =

'EXAMPLE
GRAPHIC = 06

MOD FY
MOD FY
.MODIFY
MODIFY
MOD FY

NAME
SUBJECT
ENTITY
ATTRIBUTE
SENTENCE

MODIFY LESSON
LOAD TEXT ;

ERASE TEXT,
EXIT

I

Parting Thoughts

At present, authoring systems have the

advantage of allowing teachers to create

tailor-made software. The disadvantage

is that the structure of the created software

is still within the drill-and-practice area.

While this type of program can be useful,

it pales before some of the professionally

produced educational programs on the

market. Still, a teacher can get a lot of

mileage from an authoring system. For a

look at another inexpensive, flexible system,

see the review of Aristotle Apple from \

Stoneware (Creative Computing Oct., 1980,

p. 56).
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DO YOU WANT ANOTHER
CORRECT ANSWER GROUP <Y/H)? N

** CORRECT ANSWERS COMPLETE tt

WRONG ANSWER GROUP I

ANSWER «l MERLIN
ANSUER «2

WHAT RESPONSE DO YOU WANT TO GIUE IF THE
STUDENT'S ANSWER IS IN THIS GROUP?

NO. HERLIN WAS A FRIEND OF ARTHUR'S FATH
ERi



Que On Systems

IBM's

PERSONAL COMPUTER
Que Corporation's new 300 page book, IBM's
PERSONAL COMPUTER describes the hardware,
peripherals and IBM's program library. Whether you
are an IBM Personal Computer user or prospective

buyer, you will discover the significance of IBM's new
product to your personal or business applications.

...at computer stores and fine book stores $14.95

and...

PERSONAL COMPUTER AGE
The Definitive Journal For The IBM Personal Computer User

Keeps you updated monthly with the latest news and
applications for your IBM Personal Computer.
Featuring: Hardware and Software Reviews — New
Product Announcements — Technical Articles —
Problem Reporting— Vendor Directory— Classified

Ads— Special Interest Columns.
$18.00/YR.

(12 issues)

BOTH FOR ONLY $22.95

I Want Everything —
PERSONAL COMPUTER AGE
and IBM's PERSONAL COMPUTER
for $22.95

NEW RENEWAL

Send the Book only

for $14.95

Just enter my subscription

to PERSONAL COMPUTER AGE
for $18.00

Payment Enclosed

Charge my: VISA MASTER CHARGE

Card#

Expiration Date:

Authorized Signature

Name

Address

City

State Zip

PERSONAL COMPUTER AGE P.O. BOX 70725 Pasadena, California 91107 Dept. SC

PERSONAL
COMPUTER
AGE

For Credit Card Orders, Dial Toll Free

(800) 227-2634 ext. 936

In California

(800) 772-2666 ext.936
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HEATH

A Continuing

Education Course

LANGUAGE
PROGRAMMING

Greg Greene

I have a friend by the name of Jack Brown. Jack is a

software type, that is, he would rather work on problems in

software than problems in hardware. "Nothing special about

that," you may say, "after all, don't we all have the same
affliction? Do we not all pursue the ultimate program? Do we
not expound upon the virtues of Basic vs Pascal vs Fortran?"

Each unit has quick 'self-tests' at

appropriate places, and an exam
at the end

Well yes we do, but Jack is not content to do things the

"easy" way. Jack would rather do it in assembly language. His

enthusiasm for bits and bytes knows no bounds and his never-

ending zeal to gather converts to his cause brought me to the

realization that there must be something to this mysterious

way of programming. Therefore I set upon the path of

knowledge in search of enlightenment. .

Greg Greene, 207-885 Craigflower Rd., Victoria, B.C. Canada V9A 2X4.

It is one thing to seek knowledge, and quite another to gain

it. In search of a course of action which would enable me to

learn, I looked at several books on assembly language

programming for the 8080 microprocessor which my H-8

uses. I found there were quite a few books which explained

the instruction set, but few which would enable me to learn

how to program. What I needed was something that would

give me experience in a controlled fashion so that I could

actually do something, rather than just read it from a book.

Alas, none of the books could penetrate my thick skull and

deposit their knowledge therein.

At this point I noticed that the Heath Company was putting

out a home study course in assembly language programming

to complement their course in Basic. At the same time I also

heard from several friends who had purchased the course

that it was not all that good. My friends complained that

there were many errors in the printing, and that the course

was not organized very well. Also, I was told, the programs

presented would not run as they were written on the H-8.

Therefore, I did not buy the course until a local store had it

on sale and my continuing search for an alternative had

proved fruitless.

The first thing I noticed about "Assembly Language

Programming, a Continuing Education Course" was that it

was written in an easy, conversational style. Author Willard

Nico assumes that the reader knows little of assembly language

programming and starts from there. This, for me, was exactly

the case. The author also takes the trouble to tell those who
have had some experience why he takes this approach. Thus,

I believe that even those with experience will not be put off

by the way the course is presented. Indeed, they should find it

refreshing and a helpful brush-up on some points they may
have been overlooking. The introduction clearly states, as all

instructional material should, the objectives of the course

and the method of achieving them.
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There are ten sections, or units, in the

course. They start with an explanation of

what digital computers are, and what they

can do. The course proceeds from the

basics of input/output in the beginning

units, to the completion of a program that

emulates the instructions of the 8080 and
shows how each affects the various registers

and flags.

This program is called Wise and is worth

the price of the course. Each unit has

quick "self-tests" at appropriate places,

and an exam at the end. Also included is

a separate workbook that acts as a test to

see if you have absorbed the information,

and little drills that require you to write

sections of the program by yourself. This

technique, together with the introduction

of new instructions as they become useful

to the program ensure that you progress

in a controlled manner. Let's take a look

at the units and see what they offer and
how they offer it.

First, let me note that there are two
appendices, one is a copy of the Heath
assembler book, which lists all the

mnemonics and the instruction set. The
other is a lesson on number sets. You will

be directed to these at appropriate spots

in the course.

Unit one covers some common defini-

tions which would be new to the novice

computerist. These include such things as

RAM, ROM, RWM, and a lesson on how

Super
Paddle

Are the paddle controllers on your Apple
wearing out? Or did you get a new Apple
without paddles?
We've got good news for you! Super

Paddles. Each paddle control consists of a

high-precision linear potentiometer and a

big (1/2 " D) industrial-quality pushbutton
mounted in a sturdy high-impact molded
plastic case which matches the Apple. Each
of the two paddles is connected with a

long 5 foot cable to the Apple paddle
socket.

Every component in a set of Super Paddles
isthe very finest quality available. The set is

backed by a 90-day limited warranty from
the manufacturer as well as Peripherals Plus'

moneyback guarantee of satisfaction.

To order, send $39.95 plus $2.00 postage
and handling to Creative Computing, Dept.

SG22, 39 E. Hanover Avenue, Morris Plains,

N.J. 07950. Orders may also be charged to

your Visa, MasterCard or American Express
account—by mail include credit card name,
number and expiration data, or if you prefer,

use our 24-hour toll-free number, 800-631-

8112. In N.J. only 201 -540-0445.

*NJ residents add 5% sales tax.

^>
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to express numbers in binary or hex and
convert between them and decimal. This

unit also discusses the various registers

and flags of the 8080.

Unit two introduces you to programming,

explaining what an assembler does, use of

the IN, OUT, HLT, JMP, JZ, ANI and
MOV instructions. This section shows how,

in a typical 8-bit computer, IN and OUT
operations are accomplished. These are

the basic 'building blocks' of all the

programs included in the course.

Unit three introduces such terms as

"assembler directives," "source code,"

"parity," and "stacks." The directives

covered are ORG, EQU, END, DB, DS
and New instructions introduced are

INX, CPI, JNZ, MVI, DCR, CALL and
RET. The section also provides a tour of

/ think the best way to

describe the feeiing I

had is to asi^you to

remember how it was
when you gotyour first

program—in any
ianguage—to run

correctiy.

a typical memory map so you can figure

out where to originate your first program.
The program you are invited to try is

called, "Type My Name Ten Times." You
are led through the development of the

program, and it is clearly explained why
the particular instructions are used.

At the end of the unit you are invited to

try the program on your own computer. I

did, and it wouldn't work. The author
warns you this might happen, and explains

why. I simply followed the directions of

the workbook and presto! I had my first

assembly language program. I think the

best way to describe the feeling I had is to

ask you to remember how it was when
you got your first program— in any lan-

guage—to run correctly. I have to admit
that making the changes necessary to get

it to run on the H-8 taught me a great

deal, and that is what I wanted.

Units four, five and six take you through
another program, "All Base Conversion,"
which converts hex to octal, split-octal,

decimal and binary. The author uses this

program as an example of how to use new
instructions and different techniques. Unit

six wraps it up with methods for de-bugging

and little tricks to make the program run
quicker and use less space. Since the

171

conversion program uses different number
systems, you learn them also. The author
stresses throughout the course, that there

are many ways to accomplish the same
end and even if yours may take a different

route, as long as it gets there it's OK. I

found his constant urging to "try it alone"

to be just what I needed. My All Base
Conversion may not be as short as the

author's, but it works!

Units seven to ten, bring you to the

Wise program and show you how to use

it. Along the way you learn additional

instructions and ways to give your programs
that professional touch. I must say that

despite the clear style and explanations

given in the earher units, I would have
understood the various instructions better

had I been able to use the Wise program
at the start. But you have to walk before
you can run, and in a course like this you
can always start over if you want. Each
time you do, things become a little clearer

and you understand a httle more.
When you feel that you have it all down

pat, you can take the final exam and mail

it back to Heath. This is optional, but if

you're like me, you'll want that certificate

as a mark of your achievement.
A word to the wise: in this course, as in

all others, you get out of it only what you
put in. So do not skip any of the questions

on the self-tests or exams. If you cannot
answer them, you have not yet absorbed
the material. Go back and try again. If

you are really stuck, the answers are all

included, but if you have to peek at the

answer, make a point of going back and
ensuring that you really understand what's
going on. Since each unit builds on the
information in the previous ones, you will

only get further behind if you try to go
too fast. I had to go back many times on
some of the parts, but I attribute this to

the thickness of my skull, rather than to

any fault of the course.

Some of the criticisms cited above are

valid. There are some mistakes in this

book that should not be there. For instance,

all of the answer choices for some questions

are incorrect, and only the answer sheet
has the right one. This is unforgivable in

any course, as it creates confusion and
resentment on the part of the student.

In some cases, the workbook asks
questions that are not covered until the

next unit, a very aggravating habit.

All of the programs, when adapted to

the particular I/O of your computer, will

work. Since you take part in the creation

of the programs, you learn, and that's

what the course is about. Having completed
the course I now understand a lot more
about how my computer works. Although
I can in no way approximate the "Great
Canadian Computer Program," I can see

beyond Basic, Pascal and Fortran, and
the future is bright indeed. $49.

Heath Co., Benton Harbor, MI
49022.



FMS -80. THE TWO DOOR
DATA BASE PLUS

Door # 1 : Reports you'll use today.

Door # 2 : The sky is the limit.

've split the proven, best-

selling FMS-80 micro data

base manager into two parts. And
we've split the price.

Part one (FMS-81) gives you the

essential file and reporting features.

You can quickly create programs

with input questions a clerk can

understand, and with reports a man-
ager can use.

And FMS-81 with its new manual,

is so easy to use, you'll be generating

reports the first day. FMS-81 sells

for $495.

Part two (FMS-82) has all the

fancy stuff. Including an Extended
File Maintenance language that lets

you perform virtually unlimited

manipulation on up to 19 different

data files simultaneously.

Using FMS-82, you or your com-

puter dealer can make FMS-80 do

just about anything. FMS-82 sells

for $495.

Naturally, FMS-82 is fully com-

patible with all the files and func-

tions you generate with FMS-81.

FMS-81 is so useful, it might

seem like you'll never need FMS-82.

But as you expand your use

of computers, isn't it nice to know
it's there ?

The FMS family runs under

CP/M, MP/M, CDOS, and Turbodos.

Call or write today for a brochure

detailing the extensive capabilities

of the Two Door Data Base Manager,

and the name of your nearest dealer.

You'll be impressed.
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Rus, Inc.

1120 San Antonio Road
Palo Alto, CA 94303

(415) 969-7047

Q O^y product

DJR Associates, Inc.

2 Highland Lane

North Tarrytown,

NY 10591

FMS-80, FMS-81, FMS-82
TM DJR Associates

CP/M, MP/M TM Digital Research

CDOS TM Cromemco
Turbodos TM Software 2000, Inc.



Prime Factor Basic

How to Dial a Long Number

David Lubar

cpeailve con^ttRfi^

Nftioe: Prime Factor Basic

Typet Math Package

Systeitti 48K Apple with Applesoft,

Disk Drive

Fonnat: Disk

Language: Machine Language

Simmiarys Provides 500-digit integer

arithmetic

Pricet $79,95

Manufacturer:

The Prime Factor, Inc.

I47i3 Oxnard St.

Van Niiys. CA 91411

^..v. .>^^..M-..^. ^>. ,.s ;

The computer should be the ideal tool

for working with large numbers. Unfor-

tunately, the floating-point arithmetic found

in most small computers has a limited

accuracy and range. While this might

present no problem in business or in some
scientific areas, it presents a problem if

one wants to delve into number theory.

Nine-digit preciaoft and scientific notation

aren't much help when you are searching

for a 200-digit prime number.

A solution, for those hunting large

primes, sending secret codes, or just

exploring large numbers, is Prime Factor

Basic. This machine-language subroutine

hooks into Applesoft, providing 500-digit

integer arithmetic. The program supports

standard math operations, along with MOD,
integer square root, integer square root

remainder, ereatest common denominator.

Prime Factor Basic
is a tool awaiting
new applications.

absolute value, length, and sign. These
are all accessed using a colon followed by
the @ sign. For instance, :@ X = 33*^

:@PRINTX will quickly produce the result

of raising 33 to the niaeteenth power. If

the result of an operation produces more
than 500 digits, an overflow message is

printed.

The routine also contains a special input

statement that accepts only numbers,
optionally preceded by a plus or minus
sign. Additionally, there is a character

counter that displays the number of digits

entered. The counter can be turned on or

off under program control. For passing

variables between Prime Factor Basic and
Applesoft, there are STR$ and VAL
functions. Finally, for logical structure,

there is an IF...THEN structure with a

comparison for the condition and any legal

statement for the conditional (a GOTO is

required if the conditional is a line number).

Since each variable can be very large,

the user is limited to 26 simple variables

(integer or string) and one array with a

maximum dimension of 63.. This leaves

about 6K for Applesoft programs and vari-

able space, which should be sufficient for

many applications. Also, since RUN does
not clear Prime Factor variables (a special

CLEAR command is used for that), pro-

grams can be easily chained by running

them as necessary. While this will clear

Applesoft variables, it will leave anything

belonging to Prime Factor Basic intact.

As for applications, the most intriguing

and apparent would be cryptography.

There are encryption techniques based
on large prime numbers, which is an ideal

area for 500-digit arithmetic. In the realm

of number theory, there are many theorems

and conjectures that, while not necessarily

provable through simple calculations, might

be disproved using large numbers. Essen-

tially, Prime Factor Basic is a tool awaiting

new applications. The company is planning

to publish a newsletter for users, and some
existing applications could crop up. .
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Integer Basic Compiler

Speeding Up Integer Programs

David Lubar

creative coropatlBa
SOFTWARE PROFILE

Name; Integer Basic Compiler

Type: Compiler
System: 32 or 48K Apple with Integer

Basic, Disk Drive

Format: Disk

Language: Macliine Language

Summary: Fast, efficient and weil done

;ftice:$149

Manufacturer:

Gaifo Systems

6252 fcamino Verde
San Jose, CA 95119

While many current Apple owners have

never worked with Integer Basic, there

was a time when that was all we had. You
could load Applesoft from tape, but who
wanted to bother when there was a fast,

easy language available in ROM. Now,
Integer is even faster, thanks to a compiler

from Galfo Systems. The IBC turns Basic

into either pure Galfo Stack Language,

or a combination of GSL and 6502 code.

Topping it off, the system provides some
functions, such as CHR$, that are not

available in Integer Basic.

For an initial test of the system, some
classic Integer games, such as Garry
Shannon's Dragon Maze (listed in the

original Apple reference manual) were

compiled, with impressive results. In the

original version of Dragon Maze, the

program dra^ys the maze at a snails pace.

In the compiled version, the maze appears

in about ten seconds. Other aspects of

the program also gained a substantial

increase in speed.

While some programs compiled with

no problem, others that contained machine

language subroutines needed special atten-

tion. Fortunately, the code produced by

IBC can be located anywhere in memory.
Thus, if a program contains routines from

$800 to $1FFF, using LOMEM:8192 will

prevent any memory conflicts.

The actual compilation is very rapid. If

the user dechnes the print option that

displays the compiled code, his wait is

just a few seconds. With printout to the

screen, the process slows considerably (not

through any fault of IBC, but because of

the time required to print to the screen).

Whenever a program is compiled, the user

has the option of either maximizing speed

or minimizing program size. The end
application, and the size of the initial

program, will determine the choice. Pure

Galfo Stack Language takes the least space.

The mix of 6502 and GSL requires more
room but produces the fastest code. In

general, speed increases can range from

5 to over 50 times faster than Integer

Basic.

Once the program is compiled, it requires

a run-time routine. This code is just over

3K in length and can be loaded on any

page boundary. If the compiled code and
run-time package are saved as one file,

that file can then be BRUN right from

disk (Galfo Systems requires users to apply

for a license if the compiled code is to be

used in any commercial application.)

While the IBC can be used to compile

existing programs, it can also be put to

good use when writing new code. The
system supports several commands that

greatly enhance the power of Integer Basic.

CHR$ and GET are provided, along with

a KEY function that determines whether

a key has been pressed, and if so returns

the ASCII value of the key. Since Integer

Basic checks the syntax of each line as it

is entered, one might suspect that the

computer would consider CHR$ or any

other irregular keyword to be an error.

However, there is no problem since Integer

Basic allows any length variable. A state-

ment such as D$ = CHR$(4) will be

accepted by the Integer Basic, which is

fooled into believing that CHR$ is a variable

name. The compiler recognizes these

extended functions and produces the

proper code for them.

Another set of extended functions is

available by prefixing the command with

DSP. Normally, DSP tells Integer Basic

to display the value of a variable whenever

that value changes. Again, by following

DSP with a special command, the system

is tricked into treating it like a variable,

>yhile the compiler is capable of producing

the desired code. Commands that work*

with DSP include HOME, CLEAR,
INVERT, NORMAL, and FLASH. There
are also commands to change graphics

modes, plot points, and draw lines or

shapes. The line and shape routines require

the original Hi-res subroutines that were

once provided with Integer Apples. These

routines are hmited to one shape entry

rather than a table, but it is possible to

use different shapes by changing the

pointers to the shape.

If you have a large library of Integer

Basic programs, or write programs in

Integer Basic, the Integer Basic Compiler

is definitely worth considering. It is fast,

both in compilation and execution, per-

forms as promised, and is very easy to

use. While it won't produce a hi-res game
that operates at the same speed as one

written in straight 6502 code, it will greatly

increase the speed of Integer programs,

and could be very valuable in many areas

of programming.
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Personal Filing System

Well-Fashioned Forms

David Lubar
\

creative compatiR^
SOFTWARE PROFILE

Nme: Personal Filing System

Type: IMtaBase

System: 48K Apple. DOS 3.3,

Disk Drive, Apple III

Format: Disk

Language: Run-time Pascal (?)

Siiitttitafyt Excellent and easy to use,

Price: Apple 11, $125.;

Apple III, $175.

Manufacturer:

Software Publishing Corp.

1901 Landing Dr.

A great many software companies seem
to be offering some form of data-base

program. These programs vary from highly-

specialized software for specific types of

data to general-purpose programs capable

of handling a wide variety of information.

Some are simple to use while others

practically require a degree in computer
science or the equivalent. PFS\ a general-

ized data base, is user friendly and quite

elegant.

This program was definitely designed

with the user in mind. Its strongest feature

is the way it treats information. Your data

are stored in forms which you design.

There are no requests for field specifica-

tions, record numbers, variable types or

other parameters. To get started, all you
have to do is design a form, any form at

all. Each form resembles a sheet of paper,

arid is created right on the screen. If one
page isn't enough, you can add more.

The form is designed simply by typing in

the headings anywhere on the screen. The
only restriction is that you should leave

enough space between headings to accom-
modate the data that will be entered. Since

forms can be more than one page, this is

no great restriction.

Once a form is designed, it is saved on

a disk. Then, whenever you want to enter

data, you just fill in the form. There are

no restrictions against characters in the

data; commas and quotation marks can

be entered without causing any trouble.

This is another sign that PFS was designed

with the user in mind. Once any individual

item has been entered, the right arrow

key tabs to the next heading. This is simple

and elegant. Of course, there is more to a

data base than just entering information.

You also have to be able to search, change,

and delete items.

The search mode of PFS is very well

designed. You can search for a complete

match on any item or a combination of

items from different headings, or search

for partial matches. Suppose you have a

mailing list stored on PFS, and want to

find all addresses on PINE ST. (Entries

are in upper case.) All you have to do is

bring the form onto the screen, move the

cursor to the address heading, and enter

..PINE., as your search parameter. This

would turn up any entry containing PINE
as part of the address. Let's say you have

a list of names where the first name comes
last. To find all the SMITHs. you could

search the name field for SMITH... To
find all the JOHNs, the command ...JOHN

would be used. Items can be entered in

more than one heading, allowing, for

example, a search for all SMITHs who
live on PINE ST and are 65 years old.

Numerical sequences can be found even

if the search parameters leave out inter-

vening characters such as commas. You
can also search for numbers that are greater

or less than a specific number.

Once a form has been found with a

search, you can make changes, or delete

an entry from the disk. The form concept
allows great flexibility when making print-

outs. You can have the forms printed

with or without headings, you can request

printouts of only part of the form, you
can specify a line feed or just a space

between items, and you can print iteriis

found in a search or print all items. As an

example, suppose you have a form con-

taining complete ordering information for

business customers. By requesting a print-

out of just name and address. youVe turned

PF5 into a mailing-list generator.

A backup utility is provided which allows

users with two drives to copy data disks.

PFS also initializes new data disks from

within the program, avoiding the need to

prepare disks beforehand.

One aspect of the program might prove

slightly inconvenient for experienced Apple

owners. Instead of using RETURN- the

prograin uses CONTROL-C to signal that

you are done with a form. It takes a bit of

getting used to. Luckily, hitting RETURN
by accident does no damage. It's very

hard to lose data in this program. In general,

the whole system is very forgiving of

mistakes. The only potential -for losing

data occurs if you exit the system without

saving the most recent entry. In this case,

you would lose only the form that was
just filled.

The documentation includes an example

showing how to generate a mailing label.

More needs to be said about the booklet.

Except for the lack of green ink, it greatly

resembles Apple documentation, both in

layout and quality. The pages of this spiral-

bound manual are filled with screen photos

and other helpful information. The user

is gently stepped through all aspects of

PFS.
While all this sounds almost too good

to be true, there are some functions that

are lacking in PFS. It has no sorting

capability, and it does not allow any
manipulation of numerical entries. For

instance, you can't obtain the sum of all

entries for a specific heading. But these

limitations are minor or inconsequential

in most cases, and are more than com-
pensated for by the speed and utility of

the program. For general use, whether at

home or in the office. PFS is an outstanding

program.

Creative Computing will be covering

more data bases in future issues. If the

above software doesn't meet your needs,

keep watching.
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Making sense out of masses of data

Evaluation of
VisiTrend and VisiPlot
from Personal Software

David H. Ahl

July 3, 1981. My financial officer handed

me the results for the month of June. Not
a remarkable event in itself, except that

June 30 marks the end of our fiscal year.

Sitting at my desk, I got out my pocket

calculator and started to manipulate the

Sample line chart.

figures to develop fourth quarter, second
half, and fiscal year results. I immediately

realized that the job was about twice as

big as it had been a year before and even

considerably larger than six months earlier.

The reasons: we acquired a new magazine

(Microsystems) at the beginning of the

year, started a new magazine (5 K/VC) in

January, and estabUshed a new division

(Education Center) in February. All this

meant that I was faced with the financial

figures from seven separate operating

entities rather than the four that we had
at the end of the previous fiscal year.

Hence I decided that it was time to

learn VisiCalc, VisiPlot, and VisiTrend.

Although I had a minimal working knowl-

edge of VisiCalc, the combination Visi-

mUDESi 9AR8

Bar chart printed by Apple Silentype

printer.

Trend and VisiPlot package had just

recently arrived and I hadn't even taken

off its plastic wrapper.

My first chore was to get the monthly

data for the entire fiscal year into VisiCalc.

This I did with little difficulty. However,

as I approached the end of the first quarter

the speed with which the program was
accepting the data slowed noticeably. Each
column of the table consisted of 28

individual entries such as total sales,

subscription revenue, retail sales, Periph-

Sample area chart.

176

erals Plus individual sales, and the like. In

addition, each column had eight calculated

subtotals and eight calculated percentages.

Thus, at the end of a quarter the program
was dealing with approximately 40 x 3 =
120 separate pieces of data.

Sample bar chart. ,

By the end of six or seven inonths of

data, entry ha<i become annoyingly slow,

and by the end of twelve months, it had

really bogged down. Nevertheless, I was

consoling myself with the thought that,

once in, it was there forever for whatever

analyses I may wish to do. All told, it

took about two hours to enter the approx-

imately 275 data points for a full fiscal

year. I had also, in that time, entered all

of the colunm and row titles and the various

formulas for calculations of subtotals and
percentages, and had printed out the

resultant table.

A brief aside. Printing is probably one

of the least capable attributes of VisiCalc.

There is no "intelligence" whatsoever bulk

into the print routines. For example, the
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printer will space across by individual

spaces to "print out" a blank line. Fur-

thermore, the routines do not take advan-

tage of printers that do have some "intell-

igence" built in. I use a Diablo 1640 printer

with bi-directional printing and a fairly

large print buffer built in. While not as

fast asi a line printer, for normal corres-

pondence the printer is more than ade-

quate. On the other hand, VisiCalc does

not take advantage of the buffer or bi-

directional printing capabilities and,

appears to wait for a signal from the printer

that it has printed a character before

sending the next one. Thus, a 60-hne page

that is normally printed out in about two

minutes, takes over ten minutes with

VisiCalc.

I don't mean to sound negative. The
program is still faster, more capable, and

more accurate than any alternative, par-

ticularly pocket calculator and pencil.

Nevertheless, there are certain frustrations

in using it.

VisiPlot

Currently available for only the Apple

computer, VisiPlot is one-half of a new
package from Personal Software that also

includes VisiTrend. The VisiPlot portion

of the package, as its name suggests, allows

one to display data in graphical form on

the screen and print it out on a wide

variety of supported Une printers. The
program can make six types of charts:

line, bar, area, pie, hi-lo, and scatter. In

addition, it allows combining the same or

different types of charts. For example, a

line chart may contain one, two or three

lines. A comparative bar chart may display

two different bars on the same X axis or

two bar charts may be displayed one above

the other. A line chart may be combined
with a hi-lo chart. While the possibilities

are not endless, they should be sufficient

to meet most normal business needs.

like VisiCalc, the VisiTrend and VisiPlot

package is entirely menu-driven. Actually,

VisiTrend and VisiPlot make much more
extensive use of menu commands than

does VisiCalc. Menu items are selected

with the right and left arrow keys and

space bar. Although the commands do

Combination line and bar chart.
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what one would "naturally" expect, to

provide even more help, when a one-
word menu item is selected, it is highlighted

in reverse video, and a more complete
explanation of the item appears immedi-
ately above it. Even if one presses the

wrong key, or selects an inappropriate

item, there are built-in escapes and exits

on every level at nearly every point.

Usually, when using a program for the

first time, I get into some kind of troiible

that necessitates reloading the entire disk.

In my first eight hours with VisiTrend
and VisiPlot, this did not happen once. I

am not saying that all went perfectly;

however, when faced with a difficult

situation, I was always able to bail out
without losing any data and without having

to reload the program.

Bars may be displayed side by side for
comparative purposes.

As the manual says, "Any time you
seem to be at a dead end with no way to

continue, press any key except reset, shift,

or control." From my personal experience,

I can verify that this advice really works.

A Tutorial Manual

The manual is divided into three sections.

The first section (24 pages) is an intro-

duction to VisiTrend and VisiPlot including

definitions, program and disk loading

instruction, and some general background
about using the menu. The majority of

the manual, 105 pages in all, is devoted to

a tutorial in how to use VisiPlot, VisiTrend,

and the data entry and edit program. This

tutorial section is divided into five lessons,

each of which takes about one hour to go
through fairly thoroughly.

After completing two lessons in their

entirety, I skipped around a bit to get to

the sections describing what I really wanted
to do with the data that I had. As a result,

I probably missed learning about some of

the features and nuances of the system.

On the other hand, in a six-hour period, I

was able to produce sixteen charts and
run several trend projections, which was
far more productive than the same six

hours would have been with calculator,

pencil, and graph paper.

The third section of the manual, 38

pages, is a reference guide to the use of

VisiTrend and VisiPlot. I saw nothing in

it that was not previously covered in the
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Two groups of bars may be displayed

simultaneously. ^

tutorial section. However, it may be more
efficient once one is proficient with the

system, to look up desired capabilities in

the reference section, rather than leafing

around in the tutorial section.

Personal Software also thoughtfully

includes a pocket reference card which
has no less than fourteen 3 x 6" panels of

information. One wonders whether pocket
reference cards aren't getting a bit out of

hand; but I found this one quite useful

As the saying goes, "A picture is worth
a thousand words," hence I have included

a substantial number of charts with this

article. Some of them are taken directly

from the screen while others are printed

on an Apple Silentype printer. There is

little difference between the two as the

print out program merely replicates the

high resolution screen on the Silentype

printer. Other printers that are supported
by the VisiTrend/VisiPlot program include

the IDS Paper Tiger 440 and 445 (with

graphics option installed), the NEC Spin-

writer 5510, 5515, 5520, and 5525 (with

graphic option installed) and the Trendcom
200.

Education of Readers I %

91% of readers have attended college
77% have a college degree
41% have a Masters. PhD or higher

Charts may be '^improved" by adding
normal typel

Data Entry Surprises

The VisiTrend/VisiPlot package con-

tains an extensive data entry and editing

facility. This facility allows the; iiser to

create a new data series, and modify
existing data series. The editor allows one
to jump to specific places within a list,

insert new data points between existing

data points, delete points, format the

manner in which data are displayed, print

the contents of a series and the like. Like



Find the glittering Orb. and get out alive— that is

•1 your quest But the Orb lies somewhere in the un

known depths of a multi-level dungeon, and a

horde of monsters bar your way. Eacfi trip you \

make into the dungeon, if you survive, gains you

experience and magic -making you stronger,

allowing you to go deeper, bringing you closer

to the fabulous Orb.

ORBQUESt is a simulation game that pre

sents you with ever-changing situations, and

the ability of your character to survive de

pends upon its intrinsic and acquired abilities,

and your playing skill.

ORBQUEST has been extensively play

tested, and will offer you many hours of chal-

lenging enjoyment.

ORBQUEST requires 56K QP/M and a^4 x

80 cursor-addressable terminal. Now avail-

able on the following CP/M media: 8" single

density, 5" NorthStar, 5" Osborne.

ORBQUEST
$35 for diskette * and manual from',

UlLTERNATE WNMIJISIMUUTHMSI
PO. Box 941, Milpitas, California 95035

^ CAUfOmilA RESIDENTS ADO 6.5% SALES TAX
Cf^*M IS A REQfeTEREO TRADEMARK OF DCnAt RESEARCH

CIRCLE 186 ON READER SERVICE CARD

\ferbatim
flexible disks
Call Free (800) 235-4137 for

prices and information. Dealer

inquiries invited CO.D. and

charge cards accepted.

WS4"

PACIFIC
EXCHANGES
100 Foothill Blvd.

San Luis Obispo, CA
93401. In Cal. call

(800) 592-5935 or

(805) 543-1037.

CIRCLE 187 ON READER SERVICE CARD

EoeryOUng fat themM*
ir SOFTWARE
Integrated A(xounting System

(Q/L, Payroll, A/P, A/R) .
$395

Ustpro^" (for custom form letters) $95
Mail Manager™ $49
Microstat (complete statistical

package) $250
Ptofeale^" (order processing system) $195
WordStar* (word processing) $495
. . . and much mote,

HARDWARE
Color printers, .

monitors, modems, hard

discs, light pens. Joysticks, and more.

DISKETTBS-^th free game 10 for $49
50 for $169

SOFTWARE CONVERSION—Call for rates

ir Authors Wanted—Dealer inquiries invited.

Suite BIA 3901 Davis Place MW
Washington DC 20007 (202) 337-5300

IBM is a trademeffk of Intematiorial Business Machines

Corporation. Word Star is atrademark offflcroPro Inter-

national Corporation.

EZPort
E Z Port extends the game I/O port to the

outside of your Apple II so that you don't

have to open the computer when switching
from paddles to joystick, VersaWriter, etc.

E Z Port goes beyond just extending the
I/O. We utilize ZIP (Zero Insertion Pressure)
sockets. With ZIP sockets, you plug in a 1

6

pin DIP plug and throwa small switch which
engages the connections within the socket.

No stress is exerted on the 1 6 pin cdhnector
until the switch is thrown.
Ord i nary D I P sockets are not designed to

be used over and over—eventually they
won't make contact. Also repeatedly stressing

a 16 pin connector will cause pins to snap
off. So, E Z Port will not only outlast other
I/O extenders, your paddles, VersaWriter
and joysticks will last longer too!

Installation is easy: Plug E Z Port's cable
into the game I/O, run the 24" cable to the
outside of the computer, then peel the
protective paper from the special adhesive
strip and attach E Z Port to the side of your
Apple II. Now making I/O changes will be
quick, easy and safe!

Only $24.96. Ordering Information
below.

Select A Port
Like the EZ Port, the SelectA Port extends

the game I/O port to the outside of your
Apple II. However, the Select A Port also

allows you to permanently plug in up to four

peripherals simultaneously. It consists of

five switchable I/O ports. The first socket
directly parallels the game socket in the
Apple. Itcanbe utilized for sensitive devices
for which diode isolation would interfere.

(There is a switch provided for future ex-

pansion and this socket will override the
other four). It is mounted in a 6 x 2 3/4 x
1/2" sturdy high impact plastic case. You
simply switch on the peripheral to be used
(joysticks, paddles, VersaWriter, etc.) and
you are ready— no plugging or unplugging
of delicate 16 pin connectors. You save
wear and tear on your peripherals, your
Apple II, and your nerves.

Dual Joysticks

With the Select A Port you can aiso use
two joysticks simultaneously. The Apple II

has the capability to read more than just

two game controllers (paddles). Thfe second
I/O port on the Select A Port is cross wired
so that it can be reversed and will read
Paddles 2 and 3. Just plug another joystick

into any of the remaining three ports and

enjoy dual joystick operation. Dual joysticks

and no more hassles with connectors. Only
$59,95.

Send payment* indicated plus $2.00 per

order postage and handling to Creative

Computing, Department SG23, 39 E. Hanover
Avenue, Morris Plains, N.J. 07950. Orders

may also be charged to your Visa, Master-

Card or American Express account—by mail

include credit card name, number and expira-

tion date, of if you prefer, use our 24-hbur toll

free number, 800-631-8112. In N.J. only

201-540-0445.

CIRCLE 188 ON READER SERVICE CARD

PerjDherols Plus
NJ residents add 6% sales tax.

OCCU^ATIOH OF iSEiftDERS

i ENi:iNEER.--SC iEMTIST_ > EQUCh^-'^
HKMit-hrSSTOWAL 4 PI?rii.iRAMMFR.--HN6i V-;7
5 riRNAGER 6 OTHER ? STUDENT

Bar chart printed by Apple Silentype

printer.

the menu-driven plotting portion of the

program, the data entry and editing portion

of the program were simple to use.

However, I did not expect to have to

use them with live data as I had all of the

data that I wanted entered on a VisiCalc

disk. VisiTrend/VisiPlot has the ability to

accept data from VisiCalc which has been
stored in the "standard" data interchange
format (DIF). However, as a sentence
buried in the middle of page 2-49 points

out, "This means that interchange between
the two products is only possible if you
have a copy of the VisiCalc program at a
version number higher than the 1.37."

While I do, it just so happens it was not
the one that I used in entering all the

fiscal year data.

Even so, it appears that it would have
taken at least as much time to edit the

VisiCalc data for plotting as it did to

enter new data. For example, my colunms
consist of three individual months followed

by a quarterly summary. For plotting

GEH PRICE C0NPARI80N

1 iiijO

o

iiiiiiiiiiiiilill
78 79 80
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1 Chrat ruby
7. LhRhT ShPFHIRE

Labels may be inserted anyplace on the

chart,

purposes, each of the quarterly data points

would have to be edited out. Likewise,

my rows include individual sales results

followed by subtotals and percents for

each of our seven divisions. Again the

subtotals and percents would have to be

deleted. I judge that re-entering the data

points that I wished to plot took no more
dme than editing the original VisiCalc

file. This, of course, would not always be

true and the data interchange feature is

not one to be downgraded.
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As mentioned earlier, nearly every

combination of charts is possible. Unfor-

tunately, I tried to produce several that,

try as I might, I could not. For example,

using the VisiTrend program (more about

that later) I ran a projection of sales for

the next twelve months. I attempted to

plot current sales for periods one to twelve

and future sales for periods thirteen to

twenty-four. Unfortunately, without exteii-

sive editing, this is not possible. It was
easy enough to plot both sets of data on a

line chart however it was not easy to plot

data set one from period one to twelve

and data set two from thirteen to twenty-

four. Also, since most of my other charts

were bar charts, I wished to present these

data (twenty-four months worth) in a bar

chart format. Unfortunately, I could not

do it. Soriie experimentation indicated that

the upper boundary on the number of

bars that could be displayed is sixteen,

however, I could not find this any place

in the manual.

Other New Visi-Packages
VisiDex, named for the popular Rolodex

informaiion rettieval system, allows storage

and retrieval of screens full of itflbrmatioE

in a free-form, unstructured manner. It

can also maintain a calendar of appoint-

ments and reminders. One can think of

the screen as a 5 x 7*' filing card with up
to twenty lines. Up to thirty-six keywords
can be specified for each screen and the

entire screen can be recalled b]^ any
keyword. Additional facilities include the

abaity to set up ^templates" for applications

such as mailing lists, on-sareen editing,

sorting keywords in alphabetical or numeric

order or for print out purposes, and
selective printing of partial screens. The
price of VisiDex is $199.95.

VisiTerm is a communications software

package designed for use with several

popular modems such as the DC Hayes
Micro Modem and others. The package
provides full upper and lower case ASCII

communicatiom, widi proportional spacing

and smooth scrolling at speeds up to 1200

bps. The package is principally deigned
for the transmission of VimCaic .da^a, text,

VisiPlot graphics, and related programs.
The program comes with pre-defined

regular, boldface, and APL characters,

although it also allows the user to design

his own character set. Like the other

packages in the series, VisiTerm is menu
driven with single stroke characters. Retail

price is $149.95,

As mentioned in the VisiPlot review,

VisiCaic has been updated to support a

Data Interchange Format (DIF), a prograrii

independent data storage technique. The
updated VisiCaic also supports Boolean
functions and arithmetic comparisons as

well as having 17 new simplified commands.
It, like the other new Vist-series packages,

is supplied on the Apple 16-sector diskette

format. Price of the revised VisiCaic is

$199.95.

Sample pie chart.

Another minor difficulty I ran into was
in the printing out of pie charts. Again,

not in the manual, is the fact that a pie

chart can only have eight slices and,

unfortunately, I was trying to produce a

ten-slice pie. Much consternation and
gnashing of teeth until I figured out what
was amiss and combined several of the

pieces. Another small problem with pie

charts: the eight different colors looked
delightful on the screen, however, on the

printer several of them are represented

by the same method of shading. Hence, I

found it was most satisfactory to use just

three colors: white, black and green which,

on the printer, are all distinctly different.

VisiTrend

The VisiTrend program develops ancill-

ary data series used in analyses and
forecasting techniques. The methods
include derivation of moving averages,

smoothing data, percent of change, leading,

lagging and cumulative total functions.

Additionally, new series can be created

by taking ratios logs, or other mathematical

or logical transformations of the data.

The program performs linear multiple
regressions (using the ordinary least squares

method). It also calculates and displays

the major statistical measures of a multiple

regression including the standard errors

of the coefficients and the regression, t-

statistic, R-bar squared, the F-statistic and
the Durbin-Watson statistic. It also per-

forms trend line forecasting.

Needless to say, this is an extremely
comprehensive statistical package and most
users will not need a fraction of what the

program can deliver. Nevertheless, there

are probably one or more statistical

measures useful to each different user, so
the program offers a complete smor-
gasbord.

For my purposes, I was interested in

trend forecasting using linear regression

and a moving average function with
exponential smoothing. I had no trouble

using either of these capabilities and, in

about one-half hour, was able to develop
several trend forecasts and moving aver-

ages. I then stored the results of these

forecasts, moved back to the VisiPlot

portion of the package, and plotted the

results.

Line chart with a projection made by

VisiTrend.

I 4 7 10 13 It 19 22

SUBSCRIPT ION
i;- T 0 ;.. C 0 R P

# TOTAL COPP . F0 -

Two lines on chart with VisiTrend least

squares projection.

While it is helpful to have detailed

statistics, one can get overwhelmed. At
one point, when 1 was running trend lines

on virtually everything in sight, I took a
break and got to thinking, "What am I

going to do with all of these data?" The
computer, of course, will generate anything

you want. However, it is only a tool and
human judgment must be used, probably
more than ever before, to determine what
the computer ought to be doing.

In Summary

I found the VisiTrend/VisiPlot package
exceptionally user-friendly and easy to

learn. The manual, particularly the tutorial

section, is outstanding. While user mistakes

are inevitable, the software is quite forgiving

and rarely, if ever, loses any data. The
package helps analyze data accurately,

produces attractive charts and graphs, saves

time, and is an outstanding business tool.

I recommend it highly.

VisiTrend/VisiCalc is produced by
VisiCorp, 1330 Bordeaux Dr., Sunnyvale

CA, 94086 and is available for $259.95 at

computer stores throughout the country.
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VisiTerm from VisiCorp

Terminal Communications
for the Apple

Ken R. Hancock

VisiTerm is a terminal communications
program that was written by Tom Keith

of VisiCorp. It is a member of a popular

series of Apple programs which includes

VisiCalc, as well as VisiDex,

VisiTrend/VisiPlot, Desk Top Plan and
CCA Data Base Management.

All of these programs can save their data

in a standardized form which Personal

Software calls the Data Interchange
Format. Thus, data developed using one
program can be shared by the others. This

feature greatly increases the usefulness of

the series.

Documentation
The documentation consists of three

separate pieces; the manual, the VisiTerm

Pocket Reference card and the Personal

Software User Assurance Plan card.

The manual is a professionally prepared

document which comes in a three-ring

binder. It is written by Jeffrey Emmet
Levinger.

The manual y which is 100 pages long and
features numerous photographs and
drawings, is divided into the following

parts: Table of contents. Preface, Intro-

duction, VisiTerm Tutorial (three separate

lessons). Reference, Appendices (eight in

total), Glossary, and Index.

Most of the manual is written for the

first time user and as a result may seem too

wordy for the sieasoned communications
veteran. However, this is preferable to a

manual that is lacking in critical expla-

nation.

The VisiTerm Pocket Reference card is,

when folded out, about four square feet of
tables, photographs and abbreviated defi-

nitions of the numerous VisiTerm com-

Ken R. Hancock, 1344 Lakewood Road West,
Edmonton, Alberta, Canada, T6K 3J4.

mands. It is divided into the four separate

modes of VisiTerm operation: terminal

mode, macro definition mode, options

mode and file transfer mode. If you are

considering the purchase of this program I

would recommend that you take a look at

the card first, it certainly is the best capsule

of VisiTerm information.

CFeattve coiRpattR^
SOFTWARE PROFILE

Nuine: VisiTerm

Types Communications

Systemi Apple U or II + , 8K Memory,
I bisk Drive

Fdriimt; Disk

La^nage: Applesoft

Summary: Superb

Price: $100

Manufacturer:

VisiCorp

2895 Zanker Rd,

San Jose, CA 95134

t .YiriYtT--lWYr,V.-.-^Y.-.Y.Y.-.V.MVOYrY^=-v-''^^

The VisiCorp User Assurance Plan is a

card containing the warranty registration,

backup diskette order card and a replace-

ment disk order card. VisiTerm is a copy-
protected disk and only one copy of the

program is supplied with the package.
The backup disk costs $30.

Although VisiTerm is copy-protected,

the method of protection is not as re-

strictive as some of the techniques used in

the industry. A VisiTerm diskette will

CATALOG normally and display each file

like a standard 3.3 disk. It will also allow

changes to the programs on the disk

without causing abnormal behavior.

Screen Display

Figure 1 shows an actual screen dump of

a VisiTerm display. I created all the text on
this screen with the exception of the

bottom line. This line is reserved by Visi-

Term as a status line.

The **COL- r* is a column counter indi-

cating that the next character will be typed

into column one. The "HALF DUPL'' in-

dicator tells us whether we are in half or

full duplex communications.

The "SET A" informs us that character

setA is in use. This line also indicates when
an escape key has been pressed and when
the CAPS LOCK is activated.

The screen display of VisiTerm dynami-
cally proportions characters as they are

written to the screen, courtesy of high-

resolution graphics. In this way, a larger

number of characters can be displayed on a

single line. The actual number depends

upon the number of upper and lower case

characters^, biit, given typical lines of text,

75 columns or more can usually be dis-

played. All of this is accomplished using

only the VisiTerm software. No 80-column
card or lower case adapter is required.

This display technique has several ad-

vantages as well as disadvantages. First, it

permits several different character sets to

be supported. Second, it allows smooth
scrolling, which is much better than the

line by line scroll of a typical Apple screen.

Third, this technique also permits the

spacing between lines to be altered by the

user. Invoking or changing any of these

features can be done while on-line.

While, on one hand, it is best to have the

maximum number of characters on one

line; on the other, there are times when
rigidly fixed columns are desired, such as

when you are displaying a column of

nui;nbers. With VisiTerm, if you want to

display such a column of numbers a dif-

ferent character set must be loaded.

This character set is not much different

from the standard Apple set and,

therefore, does not allow a great number
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Figure 1.

of characters on a line (70,MONO-
SPACE). But, it is still true, that for most
text transmissions VisiTerm is as good as

an 80-column card.

File Handling

VisiTerm itself will work with only two
types of files: a 16-sector binary configu-

ration file or a text file format used to store

data transmissions.

Figure 2 shows a CATALOG of a Visi-

Term disk. All the files shown are supplied

with every VisiTerm package.

Six of the first file type, the 16-sector

binary file, are supplied with VisiTerm.

These are the files that are followed by

"<VT-CONFIG>." They not only save

the character sets but all the current Visi-

Term settings as well. They could be
likened to a snapshot of the VisiTerm op-

erating mode.
Of the second file type, only one short

example is supplied. This is the text file

called SAMPLE. It is a short Applesoft

Basic program that has been converted to a

text file.

Thus, VisiTerm will transmit only text

files. But, it supplies four conversion pro-

grams that allow you to send and receive

the four file types—Applesoft, Integer,

binary and text. To transmit an Applesoft

Basic program, for example, you would
run the Applesoft program called FP to

TEXT, which would then prompt you for

the program you wish to convert.

You may have noticed that two con-

version steps seem to be missing. It appears

that Personal Software neglected to supply

a TEXT TO FP or TEXT TO INT

program. In fact, neither of these pro-

grams is necessary. This is because any

standard Apple will automatically convert

from text to Basic by means of the EXEC
command.

That is, if you have just received a text

file that you wish to convert to Basic,

simply type "EXEC filename" and the

text file will be converted to a Basic

program residing in memory. Remember
to type NEW prior to executing this

command or you will end up with an un-

fortunate merge of two programs.

The BIN TO TEXT program works in

an unexpected way; it converts all binary

characters to their equivalent hexadecimal

representation. Thus, a control-m char-

acter, equivalent to a carriage return,

would be transmitted as an ASCII "O"
followed by an ASCII **D." A conversion

like this is necessary because of the diffi-

culties involved in transmitting an unal-

tered binary file.

For example, suppose we had a short

binary program in memory that we wished

to transmit. Also suppose that this short

program contained an absolute ORA in-

struction. Well, as it happens, the hex code
for an absolute ORA is OD, which is a car-

riage return, as previously mentioned. As
you can see, there would be no way to dis-

criminate between carriage return and an
absolute ORA instruction.

This conversion method has the unfor-

tunate drawback of creating a text file that

is about twice the length of its binary coun-

terpart. This characteristic degrades the

capacity of VisiTerm in certain cases.

Since the maximum number of characters

DISK VOLUME 254

A 000 SERIAL-NUMBER: 0286 7 40362

A 1000
A 000 RV THM VTTTTH

.A 000 A-« vJ r I K n i. l^oi

*A 002 T N T T

*I 002 A PPT F OFT
*B 067 VISITERM
B 016 MONO-SPACE <VT- CONFIO
B 016 CURSIVE & SHORT <VT- CONFIO
B 016 UPPER CASE <VT- CONFIO
B 016 VISIBLE CTRL <VT- CONFIO
B 016 REG & BOLD <VT- CONFIO
B 016 DEFAULT <VT-CONFIO

*A 004 FP TO TEXT
* I 004 INT TO TEXT
* B 002 CRUNCHER
* A 005 BIN TO TEXT
*A 004 TEXT TO BIN
*A Oil CHECKSUM
*A 045 PRINT
T 002 SAMPLE
T 002 DEFAULT. PRINTER

Figure 2. Typical VisiTerm 'catalog.

'

that VisiTerm can receive in one block i§

18,384, the maximum length of a binary

reception is only about 9000 characters.

Also, this conversion method does not

allow binary files that are being used as

text files to be properly transmitted. The
conversion will not work with an Apple-

writer file for instance.

File Transfer mode allows data to be

transmitted or received in a block. This is

the mode that would be used to transmit a

text file.

All conventional transmission protocols

are supported including EOB-ACK (End
Of Block-Acknowledge) as well as STP-
STR (Stop-Start). Auto acknowledge is

also allowed as are combinations of the

above. Further, VisiTerm gives you the

ability to change the EOB or the ACK
characters to any ASCII value. Similarly,

both the STP and STR characters can be
changed to accommodate nearly any con-

vention.

Let me give you an example of a block

data transmission to illustrate how these

characters would be used. Suppose we
wished to transmit a Basic program, line-

by-line, into a timesharing editor such as

the MTS (Michigan Timesharing System)

editor. This editor prompts line-by-line

with a question mark and accepts data in

conventional ASCII.
First, we would convert our Basic

program to a text file using the FP TO
TEXT program. Then we would go to the

VisiTerm Options mode (Escape shift 1

from the Terminal mode) and change our

EOB character to a OD (since the ends of

our Basic lines are marked with carriage
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VisiTerm, continued

returns). We would then change the ACK
character to a 3F which is the ASCII value

for a question mark.

Next, we would go to the File Transfer

mode by pressing F. We would then type in

the name of the file we wish to transmit by
typing "Escape filename." VisiTerm must
now be told what communications pro-

tocol we wish, so we would select EOB-
ACK by pressing either of the arrow keys.

Provided the MTS editor is invoked, the

file will be successfully transmitted by
merely typing an "S" for **Send.*'

This is one way that data could be trans-

mitted to the MTS system. A better way,
which works very well using different EOB
and ACK characters, is the MTS COPY
*SINK* or COPY *SOURCE* com-
mands.

Convenience Features

One of VisiTerm's most useful modes of
operation is the Macro Definition mode.
In this mode, a character on your key-

board can be made to represent a whole
string of characters or commands in-

cluding embedded carriage returns. If you
are using a timesharing system such as The
Source, this will greatly simplify your sign-

on procedure.

All macro definitions are saved with all

the other VisiTerm options in a <VT-
CONFIOfile.

VisiTerm allows you to use your DC
Hayes modem with your Apple at either

110 or 300 Baud. Unfortunately though,
you cannot save a dial up number in a

<VT-CONFIG> fil^ and you must dial

each time by typing the appropriate
number on the Apple keyboard.
Whether you are using a DC Hayes, an

Apple communications card or a 1200
baud CCS 7710 card, VisiTerm automati-
cally locates the card and sets itself accord-

VisiTerm allows you to

create or modify your
own character sets.

ingly. However, you can change the slot

number it suggests if you desire.

VisiTerm allows you to set the Data
Format to almost any combination of 7 or
8 bits per character, odd, even, or no
parity, as well as 1 or 2 stop bits. Further,

you can change the length of a break char-

acter from 0.00 seconds to 2.50 seconds in

hundredths of a second increments.

VisiTerm also gives you control over
such elegant things as setting the volume of

the ticks which are heard when you press a

key. You can also change the column
number at which VisiTerm is instructed to

beep automatically—72 being the standard
value. Also, you can change the length of
the Tab set.

You may remember from Figure 2, the

VisiTerm CATALOG, that a fairly

lengthy Applesoft program called PRINT
was present. This is another Basic program
which allows you to print a text file that is

resident on your disk. VisiTerm does not
allow for simultaneous printing and ter-

minal communications. This feature
would be a welcome addition.

Certainly well beyond a convenience
feature, VisiTerm also allows you to create

or modify your own character sets. This

feature gives VisiTerm a nearly worldwide
appeal—an intelligent choice for a com-
munications program.

Conclusion

I am impressed. Personal Software re-

ceived, and still receives, a shower of com-
pliments and commendations for its Visi-

Calc program. VisiTerm follows in the

same tradition of superb documentation
and effective, stable software.

It will be no surprise to see a flurry of

VisiTerm related products following in its

wake. VisiTerm, Uke VisiCalc, will be with
us for many years .

TERLING
OFTWARE T.M.

COURSEWARE and TEXTS
For the Apple—
n SWIFT'S 1982 EDUCATIONAL SOFTWARE
I

DIRECTORY, Apple II Edition

j A listing of quality software for the Apple 1
1

; commercial and

I
noncommercial publishers. Included in Apple Seed and Family

I System promotions of Apple Computer. $ 14.95

(P APPLE-BASED ELEMENTARY MATHEMATICS
I -CLASSROOM LEARNING SYSTEM, with learning manage-

ment. Set 1—Whole Numbers, Set 2—Fractions/Decimals,
English or Spanish Each set $495.00

-THE ARITHMETIC CLASSROOM, 8 separate learning

programs (unmanaged), for classroom or home. Each $ 89.95

DISCOVER BASIC
i Interactive computer lab activities allow student discovery.

! Student workbook $6.95 Teacher's Guide, w/2 disks $ 74.95

For the PET Commodore—
C FUNDAMENTALS OF MATHEMATICS
I Complete program of printed material, microcomputer drill

I
and practice, and tutorial materials for 9th grade F.O.M.

For the Apple II, TRS-80, PET Commodore,
TI-99/4A-
PHOW TO PROGRAM IN THE BASIC LANGUAGE
I TUTORIAL COURSEWARE: Diskettes, Cassette Tapes,

'Hands On" Microcomputer Workbooks. $ 74.95

STERLING publishing

SWIFT company

1600 Fortview Road

Austin, Texas 78704 >lV
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Tired Of Tour
GENCI^AL LEDGEI^?

VERSA
LEDGER

THE ULTIMATE PERSONAL CHECK REGISTER

A PROFESSIONAL ACCOUNTING SYSTEM

-k A PERSONAL FINANCIAL MANAGER

A SMALL BUSINESS ACCOUNTING SYSTEM

A COMPLETE GENERAL LEDGER

00 m mm^ m\Mmm • mm oo • o • m

HOW IT >v€cr:$ . . • .

VERSALEDGER is a complete accounting system that grows as you or your business grows. To
start, your VERSALEDGER acts as a simple method of keeping track of your checkbook. Just

enter your check number, date and to whom the check is made out to. As you or your business

grows, you may add more details to your transactions .... account number, detailed account

explanations, etc.

VERSALEDGER
VERSALEDGER can give you an instant cash
balance at anytime. (IF YOU WANT IT TO)

VERSALEDGER can be used as a small per-

sonal checkbook register. (IF YOU WANT IT

TO)

VERSALEDGER can be used to run your
nnilllon dollar corporation. (IF YOU WANT IT

TO)

VERSALEDGER prints checks. (IF YOU WANT
IT TO)

VERSALEDGER stores all check information
forever. (IF YOU WANT IT TO)

VERSALEDGER can handle more than one
checkbook. (IF YOU WANT IT TO)

VERSALEDGER can be used to replace a
general ledger. (IF YOU WANT IT TO)

VERSALEDGER HAS AN ALMOST UNLIMITED CAPACITY
(300 checks per month on single density 5V4" disk drives such as the TRS-80 Model-I)

(500 checks per month on the Apple II)

(2400 checks per month on the TRS-80 Model III)

(6000 checks per month on the TRS-80 Model II)

(3000 checks per month on single density 8" CP/M)

VERSALEDGER will soon have an add-on payroll package. (IF YOU NEED IT)

— CAN BE USED WITH 1 or MORE DISK DRIVES —

INTRODUCTORY PRICE

$gg 95

VERSALEDGER HAS REEN CREATED
WITH THE FIRST TIME COMPUTER USER IN MIND

iCQWPJTHQMlCS
SO N. PASCACK ROAO

SPRING VALLEY, NEW YORK 10977

ADD $3.00 FOR SHIPPING IN UPS AREAS
* ADD $4.00 FOR C.O.D. OR NON-UPS AREAS
* ADO $5.00 TO CANADA AND MEXICO
ADD PROPER POSTAGE OUTSIDE U.S., CANADA ft MEXICO

HOUR
24 ORDER

LINE

(914) 425-1535

NEW TOLL-FREE

ORDER LINE
(OUTSIDE OF N.Y. STATE)

(800) 431-2818

*** ALL PRICES & SPECIFICATIONS SUBJECT TO CHANGE ***

CIRCLE 191 ON READER SERVICE CARD



DB masier:
NO. 1 APPLE U BUSINESS
PROGRAM IN'81.

USERS VOTE DB MASTER THEIR OVERWHELMING
CHOICE AMONG BUSINESS PROGRAMS

IN SOFTALK'S SECOND ANNUAL
"MOST POPULAR SOFTWARE" POLL.

We're proud to

be selected as the

Number One busi-

ness program introduced in 1981. Especially

because we were chosen by the people best suited

to know. People who use business programs. We're
proud, but the truth is . . . we're not surprised.

Since our introduction a little over a year ago,

DB MASTER has remained the top selling data

base manager for the Apple II. And for good
reason. We've continually provided our users with
added power through a series of Utility Paks, and
we've backed up our products with a support staff

© 1982 Stoneware Incorporated

Apple II is a registered trademark of Apple Computer. DB MASTER is a registered trademark
of DB MASTER Associates. VisiCalc is a registered trademark of VisiCorp.

second to none. This commitment to our users

makes DB MASTER everything you need in a data

base management program. And more.

If you're not using DB MASTER, you're pro-

bably not getting all you could from your data base

management program. But don't take our word for

it. Just ask someone who uses one. So/talk did.

TELEX II: 910-384-2016 STONEWARE SRFL
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Omniterm

The TRS-80 as Smart Terminal

SOFTWARE FW>FILE
N^e: Omniterm

Tjpet Communications

System: 32K TRS-80, Disk Drive

Forniat: Disk

Language: Machine

Siimmaiy: Tunis the TRS-8D into a smart

terminal.

Pric5e:$95

Manufacturer:

Lindbergh Systems

41 Fairhill Road
HoidOT, MA 01520

Omniterm is a program that converts

Model I and III TRS-80 computers into

"smart" terminals; or to be more precise,

into "super smart" terminals. Requiring

only 32K of RAM and one disk drive,

Omniterm gwes the persdhal computer
user many of the advantages and features

available on giant mainframe comj^uteJrs.

Just as a start, consider this. You have a

TRS-80 and your friend has a Zenith/

Heathkit H89. Your chances of swapping

programs other than by typing in a listing

are nil. Yet with Omniterm and a modem
at each computer, you can swap programs

over the telephone line, actually feeding

the electrical signals of one computer into

the other.

Herb Friedman, Tridac Electronics Corp., 588

HewleU Street, Franklin Square, NY 11010.

Creative Computing Buyer's Guide

Herb Friedman

What's that?You say there are differences

in Basic that prevent a direct swap? Not

so. Omniterm has an in/out editor, and a

translator that straightens out standard

ASCII, which really isn't all that standard.

In fact, only one location needs Omniterm
because Omniterm can make the transla-

tions both ways. You can use the editor on

incoming and outgoing signals to ensure

A smart terminal aiiows

you to use your
computeras a computer
even when it is working

as a terminal.

that they match the computer(s).

For those of you completely lost in all

these new terms and phrases, let's go back

to the beginning and explain ''smart" and

"dumb" terminals.

The common form of terminal with which

most computer users are faniiliar is the

TTY (teletypewriter) arrangement con-

sisting of a keyboard— called the "trans-

186

mitter" or "sender,"—and a display— the

receiver— that provides either a hard copy

printout or a CRT display. The keyboard

and display are two separate entities. They
are rarely connected in normal use although

some form of interconnect is provided to

check out the complete terminal.

Typing on the keyboard produces a local

display. Normally, the terminal connects

to a local computer or to a remote computer
via a modem and telephone line. The remote

can be a time-share or a personal

computer.

The information typed on the keyboard
is fed to the computer. What is seen on the

display is actually an echo provided by the

computer, which is fed back to the display

so the user can check the information he

has entered on the keyboard.

Smart and Dumb Terminals

All the terminal can do is send and receive

characters. It's not very bright; so it's called

a "dumb" terminal.

When you purchase the Radio Shack
serial interface you also get a program
that allows your TRS-80-^complete with

all its memory and disk drives—to function

as a dumb terminal. You can use it to

converse with other terminals over the

telephone lines (through modems), or even

to talk to a time sharing system or com-
munity bulletin board. But that's all it can
do. Your personal computer remains a

dumb terminal, with all its memory and
data storage going to waste. All you can

do is read what is sent out from the other

end.



Omniterm, continued...

On the other hand, a smart terminal

allows you to use your computer as a

computer even when it is working as a

terminal. It will store information coming
down the hne, can transmit directly from
memory-, and it should be able to do some
of the things your computer normally can
do in conjunction with the terminal mode.
At its best it should also throw in every

feature you think you might ever need,

and a few you haven't even thought of.

Most of the smart terminal software

available for the TRS-80 falls in the first

category— you get a few computer func-

tions. Then there is Omniterm, which
doesn't just make your computer smart, it

makes it 'a genius'—an expanded computer
terminal system capable of just about
anything.

Omniterm is a package consisting of 15

disk programs including Basic, standard

Backup (for single drive systems) and the

TRSDOS 2.3 operating system. In addition

to Omniterm itself, there are special

operating modes for MicroNet and The
Source, ASCII to binary conversion (and

vice versa) and translation, which we'll get

to later.

Using the Program
When Omniterm is loaded, it converts

the TRS-80 into a smart terminal. A
complete menu is displayed when the ''@"

key is pressed twice. The menu shows all

the operating modes, the terminal condi-

tions, total available buffer RAM and the

amount uSfed. Pressing a key directly enters

the command without a Return. It is also

easy to change the terminal conditions as

shown in Figures 1-3.

Figure 1.

OHNIT£RM Command Mode - Hit i^R£PiK> to «uit

P PRINTER is \\ OFF X SYSTEH COMMANDS
R SCREEN REFORMATING is (\ 5^ T CHANGE/EXAMINE TABLES
C CR SUPPRESSION is \1 OFF U CHANGE UART SETTINGS
L LF SUPPRESSION is J; ON A SEND CONTROL-A & QUIT
D DUPLEX is \\ FULL @ SEND -AT" SYMBOL & QUIT
E ECHO is <\ OFF B SCROLL BACK DISPLAY
G CR/LF GROUPING is {\ OFF Z ZERO REAL TIME CLOCK
I INPUT TO BUFFER is \

' OFF F FILL BUFFER FROM DISK
0 OUTPUT FROM BUFFER IS \ OFF S SA*v*£ BUFFER TO DISK

Baud Rate = 30 0 Parity Errors X 0

Data Bits = 7 FramiriG Errors? 0
Sto»» Bits = 1 dverrun Errors* 0

Parity = EM^N Buffer t 0 of 9358 used

Figure 2.

OMNITERM Command Mode Hit <BREAK> to Quit

P PRINTER is \\ OFF X SYSTEM COMMANDS
R SCREEN REFORMATING is \\ 5^ T CHANGE/EXAMINE TABLES
C CR SUPPRESSION is \\ OFF U CHANGE UART SETTINGS
L LF SUPPRESSION is \ ON A SEND CONTROL-A & QUIT
D DUPLEX is { FULL e SEND -AT" SYMBOL & QUIT
E ECHO xs|\ OFF B SCROLL BACK DISPLAY
Q CR/LF GROUPING is 1 \ OFF z ZERO REAL TIME CLOCK
I INPUT TO BUFFEiRe is <\ OFF F FILL BUFFER FROM DISK
0 OUTPUT FROM BUFFER is \\ OFF S SAVE BUFFER TO DISK

Baud Rate = 30 0 Baud Rate = 110
Data Bits = 7 Data Bits =

Stop Bits = 1 Stop Bits = 2
Parity = EVEN Parity <E»OfN) = Of

Figure 3.

OMNITERM Command Mode -• Hit <BREAK> to Quit

P PRINTER is: OFF X SYSTEM COMMANDS
R SCREEN REFORMATING is* 54 T CHANGE/EXAMINE TABLES
C CR SUPPRESSION is: OFF U CHANGE UART SETTINGS
L LF SUPPRESSION is: ON A SEND CONTROL-A & QUIT
D DUPLEX is: FULL SEND -AT" SYMBOL & QUIT
E ECHO is: OFF B SCROLL BACK DISPLAY
G CR/LF GROUPING is * OFF Z ZERO REAL TIME CLOCK
I INPUT TO BUFFER is: OFF F FILL BUFFER FROM DISK
0 OUTPUT FROM BUFFER is: OFF S SAVE BUFFER TO DISK

Baud Rate = 110 Parity Errors * 0

Data Bits = 7 FraminG Errorst 0

Stop Bits = 2 Overrun ErrorsJ 0

Parity = NONE Buffer: 0 of 9358 used

For example, our version comes up at

300 baud, with 7 data bits, 1 stop bit, and
even parity. The personal computer user

we are talking to has a teletype terminal so

we must configure for him. First, we press

the U (change UART), then we enter the

new parameters—which are displayed at

the bottom right of the screen. PrdSs Return,

and the screen clears arid displays our new
terminal parameters, which are 1 10 baiid,

2 stop bits, arid no parity (parity off). (It is

possible to save these terminal parameters

until the next time a change is needed.)

Pressing a key while in the command
mode (menu displaj^^i) Itt^taittly changes
the mode to the opfij^tdfMl^t is displayed

on the screfen. Pressing tKfeJf will cause

the screen to indicate that ttie printer is

on. The next time the P is prbssed the

printer turns off.

You can edit your
programs into ttie Basic

[or protocols) of the
receiving computer
before ttiey are
transmitted.

The command functions are virtually

self-explanatory. CR iSUPPRESSION,
CR/LF GROUPING, etc., simply turn the

auto line feeds and carriage returns on
and off to accommodate different printers

and operating modes.
For example. Radio Shack printers don't

use a linefeed: it's automatically provided
by the printer. Try to use a different printer,

however and everything will overprint on
the same line. The LF and CR commands
simply straighten out the mess Radio Shack
has designed into their system.

ECHO is very convenient for the person

with whom you are communicating. If your
computer is talking to a timesharing system,

you have no problems. But what if you are

hooked up to another small computer?
There is no way youi* friend can tell if his

signals are getting into your computer.
But if the ECHO is turned on, your computer
transmits back down the line whatever it

has received, just as if it were the time

sharing host computer.

SCREEN REFORMATTING does just

what it says; it configures your screen line

length to match your printer.

The input and output buffer commands
allow you to exchange programs or data

through a modem or a direct connection
to another computer.

It works this way: Assume you want to
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feed a program to another computer. You
load a disk file into the buffer through the

input mode using command "F" (FILL

BUFFER FROM DISK). Then you set the

buffer for output. The instant you press

the O key, the huffier is transmitted from

the terminal. If you want to receive a

program, you set the buffer for input, which

loads whatever is received. Then you use

the S (SAVE BUFFER TO DISK) com-

mand, which will ask for a standard TRS
DOS filespec and then save to disk.

If you are connected to another TRS-80

computer you can exchange programs using

the direct binary information from the

TRS-80 disk or memory. But if the computer-

at the other end isn't a TRS-80 it will not

be able to read data. In this case, the data

or information exchange must be in ASCII.

Omniterm provides the conversion

programs—fromASCII to binary and vice

versa— in the software package.

A built-in editor, TEXTED/BAS, allows

you to edit input and output data. Assume

you are swapping programs with a Zenith

computer. Your Basics are similar, but

not exactly the same. A wrong command
here or there can cause the program to

bomb. With Omniterm you can receive

the Zenith program, edit it to remove or

change unfamiliar Bi^sic statements or

commands, and then save a usable

version.

Similarly, you can edit your programs

into the Basic (or protocols) of the receiving

computer before they are transmitted. (We

have even connected a Zenith/Heathkit

H89 computer directly to our TRS-80 in

order to swap prograins, which normally

can't be done becaiise, among other things,

the disks are not compatible.)

Omniterm s translation feature is really

what makes the terminal "super intelligent."

One of the problems in using terminals is

there is really no such thing as standard

ASCII.

Worse, still, are the unmodified IBM
terminal/printers whieh use IBM EBCDIC
code rather than ASCII, which causes the

IBM printer to create garbage from straight

ASCII input.

Omniterm solves this problem by pro-

viding user programmable translation tables

for every individual operating mode. For

example, you can translate only the printer

output to convert ASCII to EBCDIC for

an IBM printer.

In Conclusion

We have only touched the highlights of

Omniterm. Suffice it to say that we consider

Omniterm among the very finest, if not

the finest smart terminal program for the

TRS-80.

Lindbergh Systems, 41 Fairhill Rd.,

Holden, MA 01520.

Computer-Ed.
Of

Carmel, NY & Los Angeles, CA

99/4(A) Programs
• K-6 Reading
• K-6 Language Arts

• K-6 Math
• Follow-up Games
and Worksheets

• Classroom Tested

• Also Available for

TRS-80 Level II

For

FREE Catalogue
Write To:

Computer-Ed.

1 Everett Rd.

Carmel, NY 10512

CIRbLfg 193 ON READER SERVICE CARD

"Attention Computer Owners"
If you own a mini or micro.. .you could be on

your way to fantastic riches. Put your computer

to a new use by monitoring these investments.

Set up your own office in your home. ..never

work for the other guy again. It is the most

ingenious method ever devised. Make six digits

annually.

First time offered. Complete package-$45.00.

We pay postage & handlings. Send check or

M.O. to: C.B.A.S.
P.O. Box 163

Ontario, OH 44862

CIRCLE 173 ON READER SERVICE CARD

We revtow products from every source and carry ALL of THE BEST

PRODUCTS

We offer products from

iiark Data • Micro Works
Shack • Book Publishers

NEC • Centronics • Moore

i: Color Invaders • Color Pac Attack

Monitor • Adventure Cannes • Text Editors

Assemblers • PASCAL • Magikube

Finance Programs • Color Data Organizer

Graphic Games • Disassembler

HARbWARE: 32K RAM Expansion Board • 16 K RAM Set

Cables • Interfaces • Power Pack ROM Cartridge • Printers

ACCESSORIES: Books • Cassettes • Supplies • Service Manuals

Look to CdMPUTERWARE for DISK SOFTWARE

NEW PRODUCTS

16 PLUS BOARD — just plug in to expand from 16K to 32K

PAC ATTACK — graphics action game, — PAC ATTACK

32 K versions of Editor, Assembler, Monitor, PASCAL, BERSERK game —
Micro Text (communications) — STAR BLASTER

Shipping ?rom stock

CALL
OR

WRITE
FOR

COMPLETE
INFORMATION

COMPUTERWARE ®

Dept. C • Box 668

6809 Specialists, Encinitas, CA 92024 • (714) 436-3512

Computerware is a trademark of Gomputerware.

SLpsrSctiujara
Prhas

for:

Atari • Commodore
Texas Instruments • Xerox • NEC

Hewlett Packard • vie 20

THIRD PARTY SOFTWARE By:
Commodore
Magis

Avalon Hill

Canadian Micro

BP!

Professional Software

Visicorp

Creative Software

Personal Software

K-BYTE
Atari Program Exchange

On Line Systems

CALL US TOLL FREE FOR

Data Soft
,

L. J.K.

Axlon

Versawriter

Automated Simulations

Midwest Micro

Comt)uter Magic

Adventure International

Santa Cruz Software

Crystalware^

Arcade Plus

Computer Age

PRICES & INFORMATION

computer mall order
^Sr USE YOUR MASTERCARP OR VISA

800-S33-8950
In Pa. Call (717) 327-9575

477 E. Third St.. Williamsport. PA 17701

west
800-648-33II

in Nev. Call (702) 588-5654

P.O. Box 6689, State Line, NV 894^9

CIRCLE 195 ON READER SERVICE CARD CIRCLE 196 ON READER SERVICE CARD



Command Processor from Racet Computes

Take Command of Your TRS-80

C.A Johnson

Gpeafeive GOiRpattR^
SOFTWARE PROFILE

Name: Command Processor

Type: System utility

System: TRS-80 Model I or UI

Format: Tape (Model I), Disk

(Model III)

Language: Machine language

Summary: Helps create executable

files of DOS commands

Price: S20 (Model I). S3() (Model 111)

Manufacturer:

Racet Computes, LTD
1330 N. Glassell, Suite M
Orange, CA 92667

One of the handiest programs I have

seen lately, fbr general utility, is Com-
mand Processor (COMPROC) from
Racet Computes. It handles repetitive or

semi-repetitive set-up chores so well that it

has taken all the drudgery out of

initializing my TRS-80 for all the activities

I do regularly.

A command processor is a program

which will execute a series of DOS systerri

commands. COMPROC will execute

Basic and a series of Basic cortimands as

well. The user creates a command file for

C.A. Johnson, 3619 Su^arhill Dr., San Antonio,

TX 78230.

each sequence of operations he wishes

COMPROC to execute for him.

The command file is a short Basic

program, consisting of REM statements

which perform such tasks as setting

memory size, loading programs, attaching

data files, setting debounce, calling upper/

lower case drivers, etc. It can easily be used

to generate a menu for each disk which can

be used to select a desired program and

execute it. This is a nice feature for game
disks, which may be used by family

members and friends who do not know the

loading procedures of the various games.

1 had a terrible time trying to

remember to set memory size and 1 always

had to look it up. Putting the memory size

in the command file that loads and

executes a program solves that problem
nicely.

I had tried to get my wife interested in

my TRS-80 on numerous. occasions. I put

her recipe file on disk, set up a reference file

for addresses and telephone numbers, and

even tried to get her to use the word
processing capability for writing letters.

Each time we tried, a few syntax errors

would introduce enough frustration to

discourage her from continuing. COM-
PROC, to a large extent, overcame that

problem.

I set up a series of command
sequences to load and initialize some of the

files she would most like to have available.

Her files are on both sides of two disks,

clearly labeled.

Now all she does is select and insert

the disk she wants to use into the drive and

turn on the computer. The AUTO
command enters "COM MENU" and

COMPROC does the rest. It loads and

executes the command file, displays the

menu, accepts her choice, asks for other

input, if appropriate, loads the program
which controls the file activity, and loads

the file. All she needs to know is what she

wants to do. It took the fear of the

computer away and made a user of her.

COMPROC is executed with the

command "COM." If executed without a

file being specified, it will immediately ask

for a filespec (the name of the file

containing the command sequence).

The user can, and I usually do, include

a space and the filespec. Since COMPROC
requires that the command file have the

extension, "CMF," the command filespec

can otherwise have the same filename as

the program. This is convenient,"^and

reduces the need for remembering which

command file goes with which program.

Optimal Parameter F ields

COMPROC provides for the inser-

tion of optional parameter fields located in

the command sequence with the code ?n?,

where n is a relative parameter field

number. These parameter fields may be

supplied by the user in response to the

command sequence prompts or supplied in

the '*COM" statement following the

command filespec, separated by spaces.
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In the latter case, COMPROC will

pick them up in sequence as needed. For

complex operations, up to nine parameter

fields may be specified. In addition, the last

line of the user's command file may contain

another "COM'' statement, which pro-

vides for practically unHmited capabiHty.

Nine keyboard functions can be

included in the text of the command file to

provide user input, pause, break, clear, the

four arrows, and an exit from the

command sequence.

Documentation
The manual is well written and easy to

read. Initially, I was not prepared for the

true power of the program. 1 had assumed

that it was an extension of the "AUTO"
command. As a result, 1 tended to read into

the text less than was actually there. Once
I accepted the program for what it really is,

I followed the manual readily, with one

"Wow!" reaction after another as I

progressed through it.

I am finding COMPROC excep-

tionally easy to use. Racet, it appears, has

not overlooked anything in its design.

COMPROC will save
you enough in time ^pd
frustration to pay for

itself in practically

no time.

Hardly a week goes by that I do not find a

new, exciting application for it. I feel much
like I did when 1 encountered the first

compiler (FORTRANSIT) for the IBM
650 back in 1959, and no longpr had to

program in machine language.

COMPROC ijs delivered on cassette

for Model I and on disk without an

operating system for Model III. Both load

easily on disks with a TRSDOS operating

system with all utilities. On Model III,

fuse it with TRSDOS. On Model 1, 1 use it

with TRSDOS 2.3 and with fsfEWDOS
as well.

The manual states that, when used

with NEWDOS, "APPARAT" must be

specified in the first line of the command
run stream, but I have found that in most

instances it will work just as well without it.

It works well with either Model
J

or

Model III and with either operating

system.

The Model 1 version sells for $20; the

Model III version for $30. In either case, it

is well worth the money. It will save you

enough in time and frustration to pay for

itself in practically no time. Once you have

it, you will never want to be without it.D

Creative Computing Buyer's Guide

YOUR MARKETPLACE FOR:

1

HARDWARE • SOFTWARE
— SAMPLE DISCOUNTS —

Adventures 1-12 (T)

Mountain Shoot (T)

Rear Guard (T)

3D Tic Tac Toe (T)

Ghost Hunter (T)

Pro Football (T)

Caverns of Mars (D)

Missile Connnnand (C)

Centipede (C)

Pac Man (C)

Technical User Book

ADVENTURE INT'L

REG. PRICE
19.95

14.95

19.95

19.95

ARCADE PLUS
29.95

29.95

ATARI INC.

39.95

44.95

44.95

44.95

29.95

AUTOMATED SIMULATIONS
Crush, Crumble Chomp (T) 29.95

Ricochet (T) 19.95

>? DATASOFT
Dung Beetle (D) 29.95

Text Wizard (D) 99.95

^ K-BYTE

^ K-Razy Shootout (C) 49.95

i^P ON LINE SYSTEM
Crossfire (D) . Atari- 29.95

Jawbreaker (D) 29.95

Frogger (D) 34.95

ROKLAND INC.

34.95

OUR PRICE
16.90

12.70

16.90

16.90

25.50

25.50

35.10

39.50

39.50

39.50

26.30

1^

I

I
I

Deluxe Invaders (D)

Gorf(D)

Wizard of Wor (D)

OS/A+or Basic, A+ (D)

Visicalc(D)

800 Computer 16k $689
800 Computer 32K $765

800 Computer 48K $799

810 Disk Drive $457

850 Interface $179
16K Ram Module $ 81

32K Ram Module $118

39.95

39.95

O.S.S.

80.00

VISICORP
250.00

Vortax Type & Talk

Epson MX-70
Epson MX80
Epson MX1 00
Le Stick

128K Ramdisk
Eprom Burner

25.45

16.90

25.45

87.90 6^

43.90

25.50

25.50

30.70

30.70

35.10

35.10

70.40

219.00

$323
$319
$519
$796
$ 36

$497
$187

I

% NEARLY 1000ATARI PRODUCTS IN OUR CATALOG ^
7? HOW TO ORDER: Send check or money order or call our toll free

"

i| number and use your Visa Card. Shipping on software is $2.00 per

S order anywhere in USA. Hardware shipping call for cost. CA
^ residents add 6% sales tax. Add 3% for VISA or MC. Equipment

subject to price change and availability without notice.

Call or Write for

ATARI PRODUCTS CATALOG
with nearly 1000 items

at DISCOUNT prices

ORDER PHONE
1-800-235-5759

Phone for Information or Business 1-805-967-3889

g ROYAL SOFTWARE 5138 Holllster Avenue
Santa Barbara, CA 93111

Atari is Trademark of Atari Inc.
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Discat from Racet Computes

Where Is Star Trek?

C. A. Johnson

GPeattve Gompatiiigf
SOFTWARE PROFILE

Name: Discat

Type: Catalog utility

System: TRS-Model I or III, Disk Drive

Formal: Disk

Language: Machine Language

Summary: Helps keep track of large

software libraries.

Price: $50

Maitufactorer:

Racet Computes. Ltd.

1330 N. Glassell, Suite M
Orange, CA 92667 ,

I had IK) diskettes. My cataloging

system was a mess. I could not find

anything, except the programs or text 1

had been working with most recently.

I had printed out the directories of the

diskettes, but that did not help very much.
To search 220 pages of index was a chore I

did not relish at all.

It was not at all difficult to get into this

mess. For the first 16 months, my system
was tape-oriented. During this time i was
accumulating games, utilities, business

records and programs, and text for articles

and short fiction. All of these were on
cassettes.

C. A. Johnson, 3619 Sugarhill Dr., San Antonio,
TX 78230.

When 1 got my disk drive, I started

loading all of my programs, records, and
text onto disk. With as many cassettes as I

had it seemed that I would have to make a

career out of the conversion process. So,

after several hours of waiting for tapes to

load, I decided to convert things as I

needed them. As long as 1 had only a few

disks, it was no problem to check to see if I

already had a particular file on disk.

Eventually, however, I began to rely

on my memory. If I could not remember
converting a file, or if ! could not find it

fairly quickly, I would make a disk copy
from cassette. This resulted in complete

disorganization in my disk file and
numerous duplicated files. Both of which
compounded my problem.

Discat came to my rescue. I found
Discat a delight to use. It is not delivered

on a disk with an operating system, but it

loads easily to a 35-track TRSDOS disk

with all of the utilities. Once on a disk with
an operating system, it can be transferred

to your favorite system.

I converted mine to a NEWDOS disk

and killed all nonessential utilities. It gave
me 58 tracks for Discat and the indexes.

Discat requires 8 granules, leaving 50
tracks available for index files. Actually,

Figure I. Discat Main Menu.

CURRENT INDEX = GAMES#1 DISKS = 3 PROGRAMS = 56

0 - DISPLAY CATALOG OF INDEXES J-

1 ~ PROGRAM / DISK SEARCH MENU
/\ 2 - DISPLAY DISK FREE SPACE

3 - CREATE (OR UPDATE) INDEX

4 - DISPLAY THE CURRENT INDEX
*u

5 - PRINT THE CURRENT INDEX i<

6 - SORT THE CURRENT INDEX /\

7 - EDITING MENU ' J-

8 - SPECIAL UTILITIES -k

9 - SAVE THE CURRENT INDEX TO DISK •k
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that is almost immaterial, since index files

can be stored on disks without the Discat

program.

Documentation
The documentation is easy to read,

and contains a series of exercises for

demonstrating the various search features

and displays provided by the system.

By the time I had completed tl]e

exercises, I felt that 1 had a good
understanding of the program and how it

worked. I did not know it at the tinle, but I

did have one misconception which was to

bother me when I began to catalog my own
disks.

Loading the program brings up the

main menu (Figure 1). The "0" key

switches to the index menu (Figure 2) and

back. Selections from the main menu
generally display sub-menus as appro-

priate. The notable exception is the i

DISPLAY DISK FREE SPACE option.

It lists the disk numbers and the number of

granules of free sp^ace on the front and

back of each disk.

Sorting

The program itself provides for nine

indexes, allowing you to separate your files

into index categories, such as, games,

business, utility, home, word processing,

etc. Once established, eaph index and its

associated file are treated as* a sep<^rate file

and any of the search and display options

can be executed against whichever file is in

memory. ' '

Since the index file is totally in

memory, all searches and displays are very

fast. The sort is undoubtedly the fastest 1

have ever seen. The documentation states

that "On a 32K TRS-80 S^steiii, a sort of

over 800 records was completed' in less

than 30 seconds. On a 48K System, over

1900 record^ were sorted in less than 70

seconds." I did not try to replicate their

test, but the tests I ran convinced me that

they are not exaggerating.

On a search for a specific program

name, the program provides for masking

capability, but maskiiig characters do not

have to be provided. Specify the first

character or characters and the program
will return all file names which meet the

conditions specified. In this regard, the

program is exceptionally parsimonious

with key strokes. Except for inputs which

involve multiple character entry, the

keyboard is "live." Menu selections, for

example, are executed when the number
key IS depressed.

Cataloging

At the time I started cataloging my
own disks, 1 was under the impression that

the index categories must be decided upon
and set up in the program in advance. The
documentation implies this, but it is not

true.

When I se^irched the menus for an

option to name my categories, it just was

not there, so I decided to proceed without

any categories established. I entered two
disks and selected the option to SAVE
THE CURRENT INDEX TO DISK! I

was provided a modified index menu with

the request for me to name the index.

Suddenly, it all became clear. 1 specified a

name and the program assigned the name
to the first index file and wrote the catalog

entries to disk. I repeated the process with

samples from my other categories and
everything worked as it sjioiild.

The entire index for the category

being worked with is held in RAM, so

there is no swapping of the Discat disk and

the target disk during the process of

entering disks into the catalog.

The size of your RAM determines the

maximum number of directory entries you
can have in any single index. For <| 32K
RAM system, over 800 entries can be

contained in each of the nine indexes, for a

total of 7200, Fora 48K RAM system, over

1900 entries can be included in each of the

indexes, for a total of 17,000. To index the

maximum number of entries would fill up

to five diskettes with data.

As each disk is entered for the first

time, the program writes the disk identifi-

cation number and whether front or back

on the disk as part of* the cataloging

process. Later, when an update is required

in the catalog, the appropriate index is

loaded, option 3 is selected from the main

menu, the disk is inserted into the drive,

and the 1 option (automatic update) key is

depressed and the program does the rest.

One caution here: the program does

not check for duplicate disk numbers. If

you use the same number twice in the same
index, the second disk will replace the first

and the first will be lost to the index.

However, there is a utility for changing the

disk number on the disk, after which it can

be reentered with the new number.

Disks without operating systems

cannot be put into the index using the

automatic features of the program. The
program cautions against trying to catalog

such disks and provides options for

manually entering and updating them.

With my disorganized disk file, 1

found one feature of particular value.

When the disk is entered into the index, the

option of including or not including it in

the index is given. Normally this question

is answered "Y" or ''N," in which case the

entire disk directory is entered into the

directpry, or not, as appropriate. How-
ever, if the answer is "S," the program
displays each file name in turn and the "Y"
or "N" option can be specified file by file.

Thus, you can have the same disk

entered in several indexes, but only those

files pertinent to each index would appear

in response to searches and displays.

Printouts from Discat start printing in

the first column. Many printers do not

have the capability to move the paper to

provide a margin on the left. For those

users, there is no way to get printouts

which they can punch to keep in a

notebook. My opinion is that programs of

this type should provide a left margin for

this purpose.

I use a 48K TRS-80 Model 1, Level II,

with one disk drive, and a 48K Model III

with two disk drives. Discat claims to work
on both Model I and Model III. As it turns

out, there are two versions of Discat, one

for Model I and another for Model III.

When you order, you should specify which

version you need.

Discat is an excellent program. It is

available from Racet Computes for $50

and it is well worth the money.

This program provides the kind of

information you need to reorganize your

disk library with the greatest efficiency. By
the time you read this article, I will have

ipade full u§e of the power of Discat and
my disk files will be well organized and
orderly. By the way, Startrek is on disks

number 9F, 14F, 16B,21B, 27F, 39B,44F,
64F, 72B, 89B, 95B, and 101 F.

Figure 2. Discat Index Menu.
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Dumpload

Inexpensive Backup
for TRS-80 Disks

David A. Hinton

creaitlve computing
:e profile

ame: Dumpload

Typei Disk-to-tape backup utility

%ymmt Model I TRS-^, Disk drive

Ff^mat: Disk or Tape

Sumniary: Valuable tool for backing

up disk libraries*

$16.95 on tape, $19,95 on disk

Complete Computer Services

8 188 Heather Dr.

Newburgh, IN 47630

Many utility programs have been written

and sold for the Model I TRS-80. Most of

these are well-thought-out pieces of soft-

ware that fill the programmer's needs,

and a few of them can even be classified

as excellent. Dumpload, created for users

of disk-based Model I systems, is one of
the newest entries into the utility software

marketplace and it, too, deserves to be
called "excellent."

Any experienced programmer knows
the importance of making backups of the

frequently used and valuable disks in his

library. Some people, myself included,

don't feel safe unless they have backups

David A. Hinton, R.R. 3, Box 44B, Rockport, IN
47635

of their entire library. As the program
library grows, having a duplicate set of

disks soon becomes a very expensive prac-

tice. Some programmers resort to using

less costly cassettes to make backup copies

of seldom used programs, but this is usually

a tedious process and does not work well

for all types of software.

Any experienced
programmer i^nows ttie

importance of mailing
baciiups.

Getting Started

Dumpload allows ypu to make cassette

backups of your disk library—but without
the U3ual hassle. It can copy anything and
everything (e.g., DOS, data, word processor

files, Basic, Fortran, Pascal, assembly code,

object code, etc.). The command options

allow the user to copy only a certain

track, a group of selected tracks or the

entire floppy. When making a complete
disk backup to cassette, the process is

fully automatic even for one-drive users.

No more swapping disks in and out of the

drive. Just load the desired floppy, load a

blank tape, initialize Dumpload and walk
away.
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This utility can be purchased on cassette

or disk. I ordered the cassette version

and received it in about 10 days. The
instructions which accompany Dumpload
cover the use of both the tape and disk

versions. Procedures are included to place

the tape version on a disk for easier access

or copy the disk version to another disk.

Dumpload will work with TRSDOS 2.3 or
NEWDOS80 without modification.

A Choice of Speeds
When Dumpload is loaded, it begins by

asking if you want to use the standard 500
baud tape speed. What's this, a choice?
That's right, the program is capable of

backing up a disk to tape at the standard
Radio Shack cassette speed of 500 baud
or at an optional high speed of about
1800 baud. At 1800 baud, a 40-track disk

can be saved on less than 10 minutes of

tape.

The written instructions point out that

you will have to run at 500 baud if your
keyboard contains the Radio Shack XRS-
2 cassette modification. If you have this

modification, indicated by a keyboard serial

number ending with a dash one (-1), don't

give up on using the high speed. Another
set of instructions included in the Dump-
load package gives all the information
needed to install a bypass switch which
will allow you to enable and disable the

XRS-2 modification at will. (This is the

same modification required to use B17
sold by ABS Suppliers).
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If you prefer not to mount a switch in

your keyboard case or you don't have a

switch immediately available, the instruc-

tions also describe how to disable the

XRS-2 circuit temporarily. Neither of these

modifications requires any circuit board

traces be ci|t.

Easy to Use
After the tape baud rate question is

answered, an introductory message and a

menu of three options are displayed on

the screen.

Option 1 dumps the disk, which must

be in drive 0, to tape. All you have to do

is load a blank cassette, set the recorder

for record mode and answer the questions

displayed on the screen. You are first

asked the starting track number.

You may start with any track you desire.

Pressing "enter" without giving a value

defaults to an answer of 0.

You are then asked, "How many tracks

on this diskette?" Pressing "enter" gives a

default answer of 35. If your disk contains

more than 35 tracks, or you only want to

dump a few tracks, you can indicate this

My article was
recovered safe and
sound in about one
minute, ttianks to

Dumpioad.

by typing "40" or the number of the last

track you want to dump.
Option 2 will restore the Dumpload

tape to a disk. All you need to do is load

the recorded tape in the cassette recorder,

set it for play mode aifd load any formatted

disk in drive 0. The tape contents will

then be placed on the disk with each

track being restored to its original position

without any further action from you. If a

checksum error is encountered, the

recorder will stop. You can then choose

to rewind the tape to the blank area

preceding that particular track record and

try Option 2 again, restore the track to

disk with the checksum error or discontinue

the restore attempt.

Option 3 permits you to verify that you

have made a good tape. It will read the

tape records, looking for checksum errors,

but will not write to the disk.

Options 4 and 5, which allow you to

exit Dumpload, are mentioned in the

written instructions but are not displayed

on the screen. Option 4 will return you to

DOS Ready, and Option 5 will reboot the

system.

Creative Computing Buyer's Guide

How It Works
Dumpload creates a record or series of

records on the cassette tape with each

record constituting one disk track. The
records are separated from each other by

a blank area of tape which enables you to

position the cassette at the beginning of

any desired track record manually. A
checksum value is computed for each

disk track as it is processed before it is

sent to the recorder. This checksum value

and the track number become part of the

actual record stored on the tape. Therefore,

when a track record is being restored

from tape, the computer can verify that

the tape record is good and where that

particular track record is to go on the

diskette.

A Personal Experience

I wrote this article using my TRS-80 as

a word processor. The article was about

half finished, when the power company
provided me with a two-second interruption

in service.

My first thought was to congratulate

myself for having just saved a current

copy of my file to floppy. I then rebooted

my disk. The drive motor clicked into

action but nothing happened. The motor

timed-out and stopped. I tried again and

got the same results.

That's when I had my second thought:

"Oh no, it's gone!" I inserted a different

disk, booted, and everything worked
perfectly. "Well, that's it. 1 have lost my
article and all the other files on that disk,

I thought. But wait, it acts like track zero

is glitched and that might be the only

problem." Since Dumpload can copy and

restore a single track, I figured I might as

well give it a try.

I loaded Dumpload, inserted a good
disk into the drive, and a blank cassette

into the recorder and dumped track 0 to

tape. I rewound the tape, inserted the

gUtched disk into the drive, and loaded

track 0 on the disk. I then booted the disk

and was back in business again. My article,

along with all my other files, was recovered

safe and sound in about one minute, thanks

to Dumpload.

Conclusion

Dumpload is highly interactive, and.

therefore, is easy to use. even for the

beginner. Once an option to save or restore

a disk is chosen, it is as fully automatic

and convenient as making a backup using

two floppy drives. I have found it to be a

very simple, inexpensive way to protect

my large library of disks.

Dumpload is available from Complete

Computer Services, 8188 Heather Dr.,

Newburgh, IN 47630. It is sold on cassette

for $16.95 or on disk for $19.95. If you

send them a disk containing TRSDOS 2.3

or NEWDOS80, they will install Dumpload
on your disk, return it and charge you

only $15.95.
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YOU CAN PAY MORE
BUT YOU CAN'T
GET MOREI

Model III 16K

$839
Modellll48K
2disc&RS232C

$2059

Color Computer 4K

$310
w/16KExt. Basic

$459
W/32K Ext. Basic

$525
BUY DIRECT. These are just a few of our great

offers wtiicti include Printers, Modems, Com-

puters, Peripherals, Disc Drives, Software and

more, call toll free 1-800-S4S-8124

We have the lowest

possible fully

warranteed prices

and a full complement

of Radio Shack Software

pusWrite for your

free catalog.

245A Great Road
Littleton. MA 01460
617 • 466 • 3193

CIRCLE 199 ON READER SERVICE CARD

MEMOREX
rUXIBLB DISCS
WE WILL NOT BE UNDER-
SOLOn Call Free (800)235-4137

for prices and information. Dealer

inquiries invited and CO.D.'s

accepted

WS4

PACIHC
EXCHANGES
100 Foothill Blvd.

San Luis Obispo, CA
93401. InCaL call

(800)592-5935 or

1805)543-1037

CIRCLE 200 ON READER SERVICE CARD

CIRCLE 201 ON READER SERVICE CARD



Home Financial Decisions
for tiie Tl 99/4

Irving Rows

Until a few weeks ago, I had no interest

in computers or in programming. All I

knew about computers was that when I

got a bill from a store which contained an
error, it was devilishly difficult to get it

corrected.

All that changed suddenly when I was
given a TI 99/4 home computer as a

surprise gift. Suddenly I burned with a

fervor to utilize it to the hilt and to learn

how to program it.

When I looked through the Beginner's

Basic manual which came with the

machine, I felt sure that I would have no
difficulty in learning the language, but it

would take me some time to become fluent

in it. What to do to get started sooner?

I decided to obtain one of the TI Solid

State Software Conmiand Modules so that

I could quickly use the computer. The
Home Financial Decisions module seemed
like a good one with which to start, since

the calculations that it performed should

be useful to everyone.

When I plugged the module into the

machine, I found that it took over complete

control of the computer. This will probably

not surprise any of the readers of this

magazine, but at first I was a bit miffed

Irving Rowe, 35 Ridge Drive, Port Washington,
NY 1 1050.

that I could not use any of the Basic

commands in combination with the module
program.

Nevertheless, I proceeded to investigate

what the module could do. I found that

Home Financial Decisions covers four

major areas: Loans, Savings, Residence
and Car. Each of these areas has from

/ was not convinced
that it wouid be easier

to use ttran a
tiand-hieid caicuiaton

four to six different programs, for a total

of 21 individual programs.

Some of the programs in the Residence
and Car sections involve comparisons of

different choices and permit analyses over

different periods of time. In order to permit

a fair comparison of these different con-

ditions, all of the resulting figures are

automatically reduced by the module
program to present value, the amount of

money which, if invested today at a given

rate of interest (either in a savings bank

or other type of available investment) would

equal the value of a financial transaction

at the specified future time.

I must admit that I approached the use

of the Home Financial Decisions with a

certain amount of skepticism. Since this

was the first time I was about to use the

computer, I was not sure how accurate

the results would be, nor was I convinced

that it would be easier to use than a hand-

held calculator. Several years ago, in my

pre-computer days, I had purchased an

inexpensive hand calculator, the TI Money
Manager, which is pre-progranmied to

calculate annuity and compound interest
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problems. I worked out numerical solutions

for each of the 21 programs in the Home
Financial Decisions module arid then

compared the results obtained by using

the Money Manager.

The first four programs in the Loan
area of the module yield (a) the amount
of money you can borrow at a given

interest rate if you specify the size and
number of monthly payments you are

willing to make; (b) the size of monthly

payments required to repay a given loan

in a specified number of months; (c)

conversely, the number of months required

to pay off a loan if you indicate the size of

each monthly payment; and (d) the size

of the down payment which is needed for

a particular purchase if you specify both

the size and the number of monthly
payments to be made.

I found that I could do the same calcula-

tions on my hand-held calculator almost

as quickly as with the computer, since

these are relatively simple compound
interest problems.

The fifth program in this area tells the

user how much money is needed to pay

off a loan early, before the specified number
of payments has been made. This requires

two separate operations on the Money
Manager, so here the computer clearly

has the advantage. Furthermore for each

of these programs the computer gave the

total amount of interest paid under the

indicated conditions. This would have been

another operation on the calculator. I

obtained the same answers with both
*

devices.

The Savings area of the module solves

four problems: (a) how much money will

accumulate in a savings account, given

the present balance in the account and a

given number of regular deposits when
the annual interest rate and rate of com-
pounding interest is known; (b) how much
must be deposited each year to accumulate

a given amount of money*in a given length

of time; (c) how long it will take to reach

a financial goal if the other factors are

indicated; and (d) how much money must

be deposited in a savings account to permit

a regular series of withdrawals to be made
before the account is exhausted. The last

program is really an annuity calculation.

As in the case of the Loan area, these

saving programs are very useful, but I

could solve the problems quite easily on
the Money Manager calculator.

The Residence section of the module
gives analyses related to (a) buying a house;

(b) the relative costs of buying house A
versus house B; (c) the financial advantages

of buying a ho^e versus renting one; (d)

the comparative cost of remaining in your

present house versus buying a new one;

(e) the comparative cost of remaining in

your present house versus renting a house

or apartment; and (f) the cost of refinancing

the mortage on your present house.

1 rtm mm n nomse

a BUY oil REHT

OR BUY m NEW Ol^
mMmw tH HOU3C

When I first performed one of these

analyses and compared the results I

obtained on the hand calculator, I found

serious discrepancies. I soon discovered

that the computer module performed a

more sophisticated analysis and took more
factors into account than I had considered.

For example, the computer module con-

sidered not only the cost of the mortgage,

but also the cost of utilities, insurance and
property taxes. It also takes into account
the savings due to income tax deductions

for mortgage interest payments and for

property taxes. Futhermore it shows the

effect of an assumed rate of inflation on
the future market value of the house and
it indicates the owner's equity in the house

at any given time.

The final section of the module deals

with the purchase and cost of owning an

automobile. As is the case for the Residence

area, there are six separate programs: (a)

the cost of buying a car (b) comparison of

buying car A or car B; (c) a comparison

of the cost of leasing versus purchasing a

car; (d) a comparison of the cost of keeping

your present car versus buying a new one;

(e) a comparison of the cost of keeping

your present car versus leasing a new one;

and (f) the amount needed to pay off the

loan early, and the total amount of interest

paid up to that point. The last program is

identical to the "Early Payoff" in the Loan
area of the module.

These programs are about as compli-

cated at those in the Residence group.

However, here the programs consider

depreciation instead of appreciation. The
programs also factor in maintenance costs,

insurance and the tax savings due to interest

payments. The resale value of the auto-

mobile is also considered. These factors

cannot be predicted accurately, so to this

extent, the results of these analyses are

estimates rather than exact calculations.

In summary, I believe the Home
Financial Decisions module is very valuable

if you are interested in the costs of owning
or purchasing a house. It is perhaps even
more valuable in considering the costs

involved in purchasing or leasing an
automobile, since this is likely to occur

more often. If even a very small fraction

of the cost of either of these large expendi-

tures can be saved through these calcula-

tions, it will more than pay the $29.95

price of the module. The Loan and Savings

program are also useful but they do not

provide as clear-cut an advantage over a

hand-held calculator, particularly one which

has financial functions programmed in. It

would be useful for a real estate office

where the displays in the Residence section

could be used to help customers choose

between available houses.

Texas Instruments, P.O. Box 53, Lubbock,

TX 79408.

"///, Frank Carter's the name, data's my game!"
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I

raphics wtilities

David Lubar

Back in the early days of the late seven-

ties, very few people could cope with

placing graphics on the Apple. We all

knew it was possible, but the prospect of

creating shape tables by hand was enough
to dampen anyone's spirits. The picture

began to brighten with the appearance of

graphics utilities. Creative Computing
published a shape table generator written

by Gary D. Dawkins. Steve Wozniak of

Apple furnished a shape-table program in

his Wozpak. These programs not only

allowed easy design of shapes, they also

stored a series of shapes in a table, taking

a major element of drudgery out of pro-

gramming. Now, there are many graphics

utilities on the market. Four of these pro-

grams are covered below.

Local Color

Bob Bishop, who is to Apple graphics

what Wilbur and Orville were to flight, has

moved the coloring book into the compu-
ter age with Micro Painter. The system

allows you to fill in hi-res pictures with

twenty-one colors. The disk includes eight

drawings. When the program starts, you
select a picture, either from the disk or

GPeattve coiRpatiR^
SOFTWARE PROFILE

Name: Micro-Painter

Types Color-fill Program

System: 48K Apple II or II Plus,

Disk Drive

Format: Disk

Latigiiage; Integer or Applesoft Basic

and Machine Language

Summary: Electronic coloring book

Manufacturer: Datasoft, Inc.

19519 Business Center Dr.

Nprthridge,CA 91324

from any disk with a drawing on it. The
picture is placed on the screen, along with

a flashing crosshair controlled by paddles.

Colors are selected with two keystrokes.

Normal blue is BB, light blue is LB, dark

blue is DB, and so on. Once a color is

selected, a push of the paddle button

causes an area to be filled. The color

spreadjs out in a diamond pattern, stop-

ping whenever it encounters a black line.

Once an area has been colored, it can't be

easily recolored. The paint mode only

functions against a white background.
Colored pictures can be saved on disk.

Since most drawing programs and
graphics tablets produce a white line on a

Drawing by Saul Bernstein on Micro Painter. -

black background. Bishop has included a

command which produces a negative of

the screen. Thus you can draw with any
graphics program, save the picture, bring

it back under Micro Painter, and reverse

the colors to obtain black Hues on a white

background.

Micro Painter also has a microscope
mode which expands the picture to seven

and a half times normal size. In this mode,
you can examine and change individual

pixels. This is handy for patching up small,

enclosed areas that can't be filled in the

normal mode.
It seemed to me that Micro Painter

would be an ideal program to get people

interested in computers. It is easy to use,

fun, and produces immediate, observable
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results. A friend, who had very little com-
puter experience, tried the program and

had no difficulty following the instruc-

tions, which are clear and well written.

She was, however^very amused by the

microscope mode and the line in the

instructions which said, "The Paint Brush

and the area around it have been magni-

fied seven and a half times!" After she

stopped laughing, she explained that the

microscope she uses at work has a resolu-

tion of 100,000X. Her amusement quickly

gave way to absorbtion as she went on to

color several drawings.

For beginners who want to have a new
kind of fun with the Apple or advanced
programmers who need to color pictures,

Micro Painter is an excellent program.

The instructions also include a short pro-

gram in Applesoft which allows you to

draw with the paddles.

Penguin Graphics

Mark Pelczarski (alias the Magic Pen-

guin), a very talented Apple programmer,

is the author of two graphics packages.

Magic Paintbrush 4.0 contains programs

for drawing on the screen and for devel-

oping shape tables. There are three draw-

ing modes. The hne mode draws a line

between any two points. By holding down
the paddle button as you move the cursor,

you can obtain curves. The fill mode also

draws lines, but keeps a constant origin

for the lines, allowing you to fill in an area

with a series of hues. The paint mode
provides a choice of nine brushes with

which to paint lines or fill background.

Since these brushes are stored as a shape

table, the user can define hisown brushes.

The shape creation routines are very

nice. There are two modes, Quickdraw

uses the paddles and is designed to be fast

but not accurate for intricate shapes. The

shapes are designed in lo-res, but can be

viewed at any time on the hi-res screen.

While viewing them, the paddles control

scale and rotation. The other method uses
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keys to plot the shape. While plotting, the

scale and rotation can be changed using

the paddles. This is a very versatile sys-

tem. For instance, you can start with a

scale of four, where each point is plotted

four times, then shrink the shape. The
ability to alter the shape in mid-plot allows

a great deal of control over the final pro-

duct.

As a bonus, the disk contains five games
using shapes that were created with the

Magic Paintbrush: Applesoft Invader,

Slot Machine, Collision, Dogfight, and

Sailboat Race. The Slot Machine program
is nicely done. The Invader game is rather

slow, but has a hilarious ending. Collision

is a good simulation of the arcade game.

The games are in Basic, and don't run as

fast as machine-language versions, but

they make a nice extra for the package.

If you take Magic Paintbrush , add three

dimensional graphics routines, color fills,

hi-res text, and other graphics routines,

you'll have Mark Pclczarski's Graphics

System. The three-dimensional utilities

verge on the phenomeqal. A figure can be

rotated through any dimension, distorted,

moved, or scaled. You can experiment

with the two figures provided on the disk

or create your own. Different figures can
be placed on the screen and be manipu-

lated separately. Two-dimensional shapes

can be constructed using the panel utility,

then be brought ipto the 3-D section

where vertices can be joined. The distor-

tion subroutines were the most fascin-

ating. Any vertex of the figure can be
stretched or shrunk through left/right,

forward/back, or up/down distortion. At
any point, the figure can be edited,

changing the length of any of the Unes, or

changing the connections of the vertices.

It takes a few minutes to get used to the

routines for creating figures, but they are

well constructed. Overall, the entire 3-D

set is graced with easy input routines.

A 3-D Imaye by Mark Felczarski.

The disk includes a program that

shrinks a hi-res picture into one quarter of

the screen. I should also mention that

while the color-fill routines are not as

effective as those in Micro Painter, and
sometimes require several fills to cover

the desired area, they do allow for over

100 colors.

Shape Up
Shape Master from Sensational Soft-

ware is a utility specifically designed for

creating and manipulating shape tables.

SOFTWARE PROFILE

Nantes Shape Master

Type: Shape Utility

Systei^: 48K Apple with Rom
Applesoft* Disk Drive

Format: Disk

hnngmg^t Applesoft

SiiiUinary: Complete utility for

creating and altering

shape tables

Price: $24,95

Manufacturer:

Creative Computing Software

P.O. Box 789-M

Shape creation is executed on hi-res grids,

allowing each point to be seen in an

expanded size. The user has a choice of

five plotting grids, from 13-by-23 to 39-by-

69, and two methods of plotting. The vec-

tor method consists of moving a cursor

through the grid, and indicating which

points on the path should be plotted or not

plotted. This works along the lines of the

traditional method where the program-

mer defines a series of vectors and indi-

cates which points on the path should be

plotted. At any time, you can reverse the

moves, deleting the series or part of the

series. The graph method allows for more
flexibihty. Here, individual points on the

grid can be selected for plotting. Once all

the desired points are chosen, the pro-

gram constructs a table entry for the

shape. This frees the user from worry

about drawing the shape as one continous

series of points. Shapes created pre-

viously can be brougl^t into this mode for

editing.

Once shapes have been created, they

can be saved to a table or displayed. An
entire table can be displayed, or indi-

vidual shapes can be seen, scaled, and
rotated. Adding to the utility of the pro-

gram, any shape or group of shapes in a

table can be reversed, giving a mirror

image. These reversals can replace the

original shapes or be appended to the

table. Also, shapes within a table can be

shuffled.

The authors, Doug Green and Matt
Clark, have included four games and two
graphics demos on the disk. The games
are slow, but give good examples of what
can be done with shape tables. The demos
are superb. One shows a front or side view

of an Atat walker from The Empire
Strikes Back clumping along the screen.

The other shows a Tie Fighter which can
be rotated through three dimensions as it

moves. The instructions are clear and
thorough, covering all aspects of the pro-

gram, and explaining how to use shapes in

other programs.

End of the Rainbow
Obviously, each of the above programs

has different virtues and flaws. Micro
Painter is the best for filling areas, and
the microscope mode allows for fine detail-

ing. If you already have a good drawing

program and shape-table creator. Micro
Painter is the way to go. Magic Paintbrush

has an excellent shape creator, and the

use of definable brushes adds a lot of

flexibility, but the fill routines are awkward.

Graphics System offers a good variety of

utiHties, including excellent shape table

routines, and is the only one of the above
which includes 3-D utilities. However, it

is expensive, and designed for the serious

programmer who has need of these tools.

Shape Master is designed strictly for shape

tables, with no drawing routines, but it

handles its functions very well. If your
main concern is designing shapes for use

in other programs. Shape Master has a lot

to offer. Depending on what you already

have, and what your prime needs are,

each gf these programs has something to

offer. .

GPeattve compMn^
SOFTWARE PROFILE

Name: Magic Paintbrush ^0
Type: Drawing and Shape Utifity

System: 32K Apple with Rom
Applesoft. Disk Drive

Format: Disk

ianguage: Applesoft

Summary: Gwd far designing shapes

Price: $29.95

Manui^turer; Co-Op Software

P.O. Box 432
West Chicago, It

60185

SOFTWARE PROFILE

Name: The Complete Graphics

System

Ty|ie: Drawing, Shape, and 3-B

Utility

System: 48K Apple with Rom
Applesoft, Disk Drive

Format: Disk

Language: Applesoft and Machine
Language

Summary: Excellept 3-D utilities*

good shape creator

Price: $59.95

Manufacturer: Co-Op Software

P.O. Box 432

West Chicago. IL
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creative computiu^
SOFTWARE PROFILE:

Name: Painter Power

Type: Abstract painting system.

System: 48K Apple, Applesoft,

Pisk Drive

Format: Disk

Language: Basic and Machine Language

Summary: Fascinating and Fun

Price: $39.95

Manufacturer:

Micro Lab
2310 Skokie Valley Rd.

Highland Park, IL 60035

Eric Podietz held an audience enthralled

with a dynamic creation of abstract art.

The demonstration of his real-time graphics

system was one of the highlights of the

1980 Personal Computer Art§, Festival in

Philadelphia. Using angled lines and shapes

for brushes, Mr. Podietz put patterns on
the screen, creating images reminiscent of

weavings, abstract landscapes, and Escher
stairways. He used an S-100 system and
worked in black and white. But that was
last year. During that time, he was not

idle. He was busy creating an Apple version,

adding extensions that make full use of

color graphics and other Apple features.

The result is Painter Power, a software

package unlike anything else on the market.

Two versions come with the disk; beginner

and advanced. The beginner version gets

the user going right away. The advanced
version adds more power and a bit more
complexity.

To use the beginner version, the painter

selects a background color and a speed

and gets down to creating. Using keys or

paddles, the direction of the moving brush

is controlled, putting marvelous images
on the screen. If the brush is not to the

user s liking, it can be changed easily. During

creation, brush color can be changed, the

brush can be lifted or set down, or the

program can be frozen, allowing changes
at the user's leisure. With wraparound set,

the brush will reappear opposite the point

at which it leaves the screen, and continue

USE j^HDDLES OR KEYBOf^RD TO STEER BRUSH.
HIT !^ TO CHrtNGE BRUSH. » TO CLEAR SCREEN
II TO CGHTFmjtiRrtPH ROUND. * TO SET BRUSH
iP 'DOWN.. WBSSR TO CHANGE PAINT COLOR

USE

ft T
UP

^^DDLE=:
TO

' OR KEVB0hPD„TO STEER BRUSH.
T^a TO i.HAHGE BRUSH. R TO CLErtR SCREE
Tfi«Pi^!^^T'fi£OS^Pt^'^''^-'^<^'' * TO SET BRUSH
'•'DOWN* Imam to change paint coloA.

Simple examples of designs created with
PainterPower. Thefirst uses the pre-defined
brushfrom the beginner mode, the second
was done with a user-defined brush in the
shape of a question mark.

painting. With wraparound off, an image
of the brush reappears, allowing the user

to keep track of its relative location, but

will not paint until it is returned to the

actual screen. In essence, the painter

(player?) has a neat little imagination box
that seems to offer an infinite variety of

images. Finished scenes can be created

and saved to disk, or users can follow in

the footsteps of Mr. Podietz and give real-

time performances (with an appropriate

musical accompaniment). Those who tested

the program enjoyed it immensely, even
in the beginner yersion.

Advanced Painter Power adds all the

extras that users of the beginner version

might begin to wish for. While this version

takes a bit more effort on the part of the

user, the return is well worth the time

spent learning the system. Not only can

brushes be created, they can also be saved

to disk. There is even the capability to

create a special "Quickstroke" where a

brush traces a predetermined pattern. And
for those with a mathematical bent, a special

routine allows the creation of brushes based

on math functions. The location of the

brush is displayed numericajly at the bottom

of the screen, aiding the user in keeping

track of the brush when wraparound is

turned off. There are many more features

in the advanced system, and it would take

days to explore all of them.

How does Painter Power differ from

other painting programs? While you can

probably reproduce its results with other

systems, the fluidity and symmetry obtained

by the moving brush make it the easiest

system available for abstract designs. The

strength of the program is its dedication to

a specific area of graphics, and the ease

with which it implements that approach.

While Painter Power deals with the

abstract and is obviously not for everyone,

it will delight anyone who is interested in

creating patterns and designs, or just finding

another way to have fun with the Apple.

Other Graphics

Several other Apple graphics programs

arrived here too late to be covered in this

issue. Notable among them is a graphics

editor from SubLogic, that works in conjunc-

tion with their 3-D packages. The A2-GE
includes a motion programmer. It will be

reviewed here in the near future. Also,

several vendors have new packages for

shape table creation, animation, and other

areas of graphics. These, too, will be

explored in detail in upcoming issues.
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Scientific Plotter and Paper Tiger Graptiics

From Your Apple II

Robert Plamondon

The high resolution graphics capabiUty

of the Apple II is a versatile feature, indeed,

Graphics are used for such varied purposes

as space games, custom character sets,

and, or course, graphs.

In the past the use of Apple-generated

graphs was limited by the scarcity of

programs to generate them, and the means

to make permanent copies. Most printers

lacked the abiUty to print graphs, and

those that did required machine-language

driver programs. Thus, graphic output from

the Apple was used only by those who
had both a suitable printer and a good

deal of programming experience.

Fortunately, those days are now gone.

Several popular printers, such as the Paper

Tiger, Epson MX-70, and some daisy-wheel

printers have graphics capability, either

as a standard feature or as an inexpensive

option. In addition, several software houses

have released programs which allow you

to create and print your own graphs.

Scientific Plotter

Scientific Plotter from Interactive Micro-

ware and Creative Computing Software

is available on diskette for 48K Apples

with ROM Applesoft, and comes with

about 30 pages of mildly confusing docu-

mentation.

This package is designed sfpecifically

for lab scientists who want to be able to

make neat graphs of experimental data.

Robert Plamondon, 667 SW 15th Street, Corvallis,

OR 97330.

0!pea^tve compHtiiift

SOiTWAEE PROFILE

Npine: Scientific Plotter

Typei 4BK Apple, Applesoft,

Disk drive

Format: Disk

Language: Applesoft

Suminary: Quality graphing program

Mc€: $24.95

Mamfactiirer:

Interactive Microwafe, Inc*

S^te College, PA 16^1

Creative Computing Software

39 E. Hanover Ave.

Morris Plains, NJ 07950

The only kind of graph it makes is the x-y

plot; if you want bar graphs or pie charts,

this is not the program for you.

Scientific Plotter produces a graph of

your data points, with each point repre-

sented by a circle, square, cross, or star.

Each of these symbols is available in four

sizes. You can add error |3ars if you like,

and the points can be connected by straight

lines, or not, at youfr optiqn.

The great advantage of the program is

that it lets you play with the format of

your graph, and scale it exactly to your

needs. When drawing graphs by hand,

your choices of format and scale are limited

by the types oi graph paper you nave at

your disposal. Drawing graphs by hand is

also tedious and error-prone—just the kind

pf thing you'd like to fob off onto a com-

puter.

Scientific Plotter has an impressive array

of options. You can type in data points by

hand, calculate them in subroutines, or

pull them off a disk file. You have full

control of the size of the graph, the location

of the axes, the scale, and the color of the

Drawing graphs by hand
is a/so tedious and

error-prone — just the

liind of thing you'd iiice

to fob off onto
a computer.

data points. Thp format of the graph, the

data, and the graph itself can be saved

and retrieved from the data. Labels can

be placed anywhere on the graph in any

of four orientations and in any hi-res color.

And there are manv other useful features;

too many to cover in a review.

The program works by asking you a

series of questions. It starts by printing:

NAMP OF FORMAT FILE ()?

<NONE>
Format files hold all the information on

scaling, labels, and whatnot that the

program needs to make a graph. The two

parentheses generally hold the range of
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Graphs, continued...
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y4 sample graph mode by Scientific Plotter. Printed in normal
plot mode by Paper Tiger Graphics.

values an answer can take; in this case,

your response can be anything you want,

so there are no limits shown. The "NONE"
indicates that if you hit return without

typing anything, the program assumes you
don't want to load a forrnat file. "NONE"
is the default answer.

There are quite a few questions, and

answering all of them (if only by the default

value) can take a long time, especially

when you make mistakes. Fortunately,

the default valufe is equal to the last value

you have entered, so you type only the

corrections, and hit return on all the other

questions. If you read in a format file at

the beginning of the cycle, the values in

the file become defaults. This can also

save time, since most graphs have many
parameters in common.
As a final time-saver, Control-A causes

the program to step through the questions

automatically, assigning the default value

to each quantity. This can be stopped by

hitting any key. This feature lets you flash

past the routine questions and stop only

where changes must be made.
As the questions are answered, the

program gets the information it needs to

start the graph. As soon as you input the

position of the x-axis, the program displays

the hi-res graphics page, draws the x-axis,

and returns to text mode. This sequence

of input, plotting, and return to text mode
occurs every time the program puts some-

thing on the graph, and lets you see what
you are building.

Unfortunately, there is no way to back

up to fix a mistake on the previous question.

Instead, you must start over. This is the

worst flaw in the program.

The labeling feature is very flexible;

labels can be placed in any of four orien-

tations, anywhere on the screen. A ridic-

ulously large number of labels can be

placed on a graph.

One method of placing labels and axes

on the graph is the Cursor command which

places a small cross on the hi-res display.

This cross can be moved by game paddles

or a joystick, and is used to designate the

starting position of a label or a coordinate

axis without guessing x and y values.

My initial reaction to this program was
massive frustration at the difficulty of

correcting errors, followed by great satis-

faction at the quahty of my graphs. Once
I had a few format files on disk, I found

that I could make graphs with a few non-

default values, and everything moved very

quickly.

I have found Scientific Plotter to be a

very useful program, and a genuine bargain

at $25.

Paper Tiger Graphics

Enhanced Paper Tiger Graphics Soft-

ware from Computer Station provides a

way to transfer the contents of the hi-res

graphics screen to your printer, assuming

that you have a Paper Tiger 440 or 445

with graphics, as I do. Computer Station

also sells graphic dump>|«^rams for the

Paper Tiger 460G, Anadex 9501 and the

NEC Spinwriter, which I assume are similar

to the one for the Paper Tiger 440G.
Computer Station takes the problem of

putting the contents of the screen onto a

piece of paper, solves it elegantly, and

wraps a truly foolproof control section

around it. The program gives you a printout

very quickly; its speed is limited mostly

by the speed of the printerinterface card.

The program is menu-driven^ and the menu
is the best I have ever seen. The whole

program is a joy to use.

The only fly in the ointment is that you
have to tell it what kind of interface card

you have, and in which slot it is located.

If you have trouble remembering the card

you have, and where you put it, this can
slow you down.

GPeattve GomputtR^
SOFTWARE PROFILE

Nfime: Enhanced Papter Tiger Graphics

Type: Hi-res screen dump

System: 48K Apple, Disk drive,

IDS 440G/445G

Format: Disk

Langiiage: Machine language

Summary: Quick and elegant

|||||ii$54.95 illi

Manufacturei'^

Computer Station

11610 Page Service Rd.

St. Louis, MO 63141

The labeling feature
is very flexible.
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The program lets you print either of

the hi-res pages, in either normal (4 3/8''

X 2 3/4") or expanded (6 \/T x 5 3/8")

modes. The larger size makes pictures

l^rge enough to hang on a wall. You can

print either a positive or a negative image

(i.e., either a white or a black background);

justify the output to the left, center, or

right of the page; display the graph before

printing it; and load pictures from disk

without stopping the program. All in all,

the package is very well done.

The software comes with adequate

documentation, and a large number of

sample graphs and pictures.

Enhanced Paper Tiger Graphics Soft-

ware runs on the Apple II and Apple II

Plus, and costs 554.95.

I

A reproduction of the famous self-portrait of Leonardo da

Vinci, done in expanded plot mode, by Paper Tiger Graphics.

Z-80® and 8086 FORTH
FORTH Application Development Systems including

interpreter-compiler with virtual memory management,

assembler, full screen editor, line editor, decompiler,

demonstration programs, and utilities. Standard random

access disk files used for screen storage. Extensions

provided for access to all operating system functions.

120 page manual. ^ ' ^^^^
Z-80 FORTH for CP/M" 2.2 or MP/M $ 50.00

8086 FORTH for CP/M-86 f 1

PC/FORTH for IBM^ Personal Computer .... $1 00.00

Floating point extensions for above systems. Specify

software floating point, AMD 951 1, AMD 9512 or Intel

8087 support . . . ? additional $1 00.00

Nautilus Cross Compiler systems allow you to modify

the FORTH nucleus, recompile for a different target

computer, generate headerless and/or ROMable code

Supports forward referencing. Produces load map^ list

of unresolved symbols, and executable image m RAM
or disk file. 100 page manual. (Prerequisite: one of the

application development packages above for your host

system)
Z-80 host: 8080 or Z-80 target fS^S'SS
Z-80 host: 8080, Z-80 or 8086 target f^SS'SS
8086 host: 8080, Z-80 or 8086 target $300.00

PC/FORTH distributed on 5V4 inch soft sectored double

density diskettes. All other software distributed on 8

inch soft sectored single density diskettes. Prices

include shipping by UPS or first class mail within USA
and Canada. California residents add sales tax. Z-80 is

a trademark of Zilog, Inc. IBM is a trademark of Interna-

tional Business Machines Corp. CP/M is a trademark of

Digital Research, Inc.

Laboratory Microsystems
4147 Beethoven Street
Los Angeles, OA 90066

(213)306-7412

CIRCLE 202 ON READER SERVICE CARD

Creative Computing Buyer's Guide

Tune In...

Points \

Team 1

mi

Team 2

Your celebrity partner will help you guess mystery words!

THE GAME SHOW includes 15 subject areas and offers:

• 1 & 2 player animated graphics • An enjoyable way to learn

• An author system for adding new topics

• A backup diskette & a full year warranty

Available now at $39

Educational Software for your Apple 11* or 11+ by

COMPUTER-ADVANCED IDEAS, INC.

1442A Walnut Street Suite 341

Berkeley, CA 94709

(415) 526-9100

*Apple II is a trademark of Apple Computer Inc.

CIRCLE 203 ON READER SERVICE CARD
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The Atari
Graphics Composer

David Lubar

\

\

ATARI FONT

Styli^li Font

Y=K=: 187
DEPRESS TO HRITE TEXT
COMHAN&S ftRE:T*Q*G,-,e,»^L^5,/,»,f
Cube was done using the draw-to and fill routines of the hi-res mode.
Lettering was added in the text mode.

SOFTWARE PROFILE
Name: Atari Graphics Composer

Ty|ie: Graphics utility

System: Atari 400 or 800, 32K RAM,
Basic Cartridge, paddles or

joystick.

Pontiat: Disk or Tape

Language: Basic and Machine
Language

Siiinniai^: Versatile system for

graphic creation

Wee: $39.95 on disk or tape

Mamifactttrer:

Versa Computing, Inc.

3541 Old Conejo*Rd. Suite 104
Newbury Park, CA 91 320

wmm m

Everyone who has come within thirty

feet of an Atari knows that the machine is

capable of great graphics. Everyone who
has come closer than that knows how
tough it is to get those great graphics. By
producing the Atari Graphics Composer,
Versa Computing has taken care of the

hard work, leaving the user free for
creativity and experimentation. This set

of utilities performs five main functions;

hi-res drawing, medium-res drawing, text

writing, geometric figure creation, and
player creation. The combination is pow-
erful enough to allow a wide range of

graphics.

The high-res mode allows drawing with
paddles or joystick on a four-color screen
with a resolution of 320 by 160. There is

one background, color, which can be
changed at any time, and three foreground
colors. While the luminance of the fore-

ground colors can be changed, the color
value is predetermined by the background.
In this mode, the user can either draw
freestyle, or draw lines between any two
points. Other options include fill and brush
routines. There are two types of brushes;
normal brushes fill an area with a solid

pattern, the air brush puts a pattern of

dots over an area. Combining these, one

can color in a picture, then add shading.

The fill routine, written in Basic, is not
fast, but it is very thorough, fiUing in most
irregular patterns without missing any
spots.

Another nice feature is the accelerating

crosshair. When the joystick is moved to

a new piosition, the crosshair moves slowly

at first, then speeds up. This allows for

fine control over a small area and less

waiting time when crossing the screen.

While the quality of any graphics done in

Figures and Moire pattern made with the
geo-maker.

this mode depends, obviously, on the user's

artistic ability, the capabihty is there to

produce detailed pictures.

The medium-res mode provides a screen
with 160 by 80 resolution, with one back-
ground and three foreground colors. These
colors can be changed at any time. (For
those unfamiliar with the Atari, a change
in color actually changes a color register,

thus not only do future lines appear in

that new color, but lines drawn previously
with that color also change to the new
color.) As with the hi-res mode, medium-
res also provides a fill routine and a
selection of brushes.

The text mode places characters from
any of four fonts on the hi-res screen. In

the disk version of this package, users
can switch between any of the modes
using hi-res without losing the picture on
the screen. Thus a scene can be drawn
using the drawing mode, then labeled in

the text mode. Along with upper and lower
case, all special Atari symbols are sup-

ported. Also, the program will accept any
user-generated fonts, though the docu-
mentation doesn't cover the process of

font creation.

To write on the screen, the user first

positions the cursor at the desired starting
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point, using joystick or paddies, tlien types

"T" for text. From that point until the

escape key is pressed, all typed characters

will be displayed on the screen. Editing

keys such as delete still perform their

usual function. If the user has switched to

lower case, the program won't recognize

any commands, but it will prompt the

user to press the SHIFT and ALL CAPS
keys.

The geormaker mode allows the creation

of a variety of geometric figures, from

circles and arcs to triangles and parallelo-

grams. Figures are defined by specifying

points. A circle, for example, is defined

by its center and any edge point. Triangles

and parallelograms require three points.

The circle and arc take the longest creation

time, while other figures appear rapidly.

The geo-maker includes a routine f6r Moire

patterns. The user specifies the step value

and, if desired, a window area, then uses

the joystick or paddles to fill an area with

the pattern.

Player creation is now a simple and
dynamic process.

One of the most attractive features of

the Atari is the ability to use players in

animation. These shapes are usually coded

by hand. The Graphics Composer has

automated the process. Player creation is

potentially the most valuable utihty on

the disk. It presents the user with a grid

for designing players. Each large dot turned

on in the grid is also displayed in trup size

on the screen. Once a player is created, it

can be saved, and the decimal values

representing the player can be displayed,

allowing the user to put that player in his

own programs.

Beyond explaining all the functions of

the programs, the documentation also

describes how to use the picture loading

routine in other programs, thus making

picturestireated on this system retrievable

by other software.

Anyone doing, or planning to do, graph-

ics work on the Atari should seriously

consider the Atari Graphics Composer.

.

Creative Computing Buyer's Guide

The technical world is full of

promise—and promises. Some software

packages work. Others don't.

So what? So this.

We at The Software Works offer you
field-proven, user-friendly business

programs that do exactly what we (and

you) want them to do.

When we began writing microcomputer
software five years ago, we made clear our

commitment to companies like yours.

We worked closely with these companies
and together have discovered what
businesses really need in the way of

software applications. And exactly what
capabilities to include.

Our efforts paid off in sophisticated, yet

simple, software that works.

GXir programs are so easy to use, even

beginners share in the sizable time-and-

nioney savings they offer.

The Software Works also added high-

level features that impress even

seasoned experts.

In fact, the more you know aboi^t

software, the more valuable our

programs become.
So whether you currently need simple

mail-list automation—or pinpoint control

over large, diverse inventories, we know
we can help. We've been there before.

Many times.

Call or write today for complete

information about the software that works.

And works. For everyone. Harder and
harder as you grow.

(415)960-1800.

The Software Works Inc., 1032 HweU Court, Palo Alto, CA 94303
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Atari Music
Composer

creative compattixf^
SOFTWARE PROFILE

Name: Atari Music Composer

Typ^i Music

System: Atari 400 or 800. BK

Format: Cartridge

S^tnp^t Very well done at a simple
price*

Prfee: $59.95

Manufacturer:

Atari* Inc.

1272 Borregas Ave.
Sunnyvale, CA 94086

We've been using the Atari Music Com-
poser in home education and some school

situations. We would like to share our
initial experience and preliminary ideas

here, and suggest other things that could
be done.

The manual for the Music Composer
suggests it can be used to develop skills in

listening, perception, music notation,

composing (melodies, harmony and coun-
terpoint), musical relationships, and building

musical structures from simple parts. We
found we could do all these things and
more, always in a pleasant and rewarding
educational environment. Nearly all of our
trials were in a home setting; but some
were in a summer class for 8 to 14 year-

olds interested in using computers.
For those who know other music boards

for sipall computers (ALP, MicroMusic,
MicroTech, Symtek), this one is comparable
with five important differences.

1) Nothing extra is needed. The circuitry

is built into the Atari and the audio is

amplified by the TV set (or monitor) which
is used as the display device far the

Karl Zinn, University of Michigan. Center for
Research on Learning & Teaching, Ann Arbor. MI
48104.

David Zinn, Greenhills School, Ann Arbor, MI.

KarlZinn

and
David Zinn

computer: You can also take the audio
out of a 5-pin jack on the side of the Atari

800 to feed any other amplifier.

2) Most people will use it as given. Since
the Composer software is in ROM it can't

be changed. Programs can be written in

Basic either to generate data files that can
be read by the Coniposer, or to play the

Composer's data files with other tonal char-

acteristics.
' 3) Use is very straightforward, with most
of the option^ so obvious that a manual is

not needed. The user works through menu
pages linked in a hierarchical structure,

with clear mnemonics and using normal
keys for insert, delete and cursor control.

4) The system protects rather well against

common user errors. New users, without
previous experience with computers, get

melodies to play back about as they intended

them, and are not likely to lose them acci-

dentally.

5) The user has little or no control over
tone quality, attack and decay, crescendo,

and the like.

The basic building block is a musical
phrase; up to ten can be stored in memory.
Phrases are arranged in up to four voices,

with dynarnics, repetition and transposition

specified in a list of statements which looks

like a computer program. Indeed, the

composition activity can be used to develop
programming concepts such as sequencing
and iteration. Building a melody and
counterpoint from phrases is good practice

in music education as well.

204

Phrases, voices or an entire composition

can be saved on tape or disk, and retrieved

later, perhaps with new arrangements. We
much prefer disk because it is faster, but

the cassette was adequate when we put

only one data file on the beginning of a

tape. (You will have discovered this problem
with positioning the tape when reading a

file from the middle of a tape if you use

cassette on the Atari. We have heard that

this software problem in cassette control

will be fixed by Atari in a future release of

the operating system.)

We already said we hardly needed the

manual. This should be true for almost

any experienced computer user, and per-

haps many novices. We find a five-minute

demo to be enough to get anyone started;

a few things may not be obvious, such as

"FN'' as the abbreviation for 'Tile Name"
in a prompt, and the prefix "D:" needed to

specify that the file is to be retrieved from

(or saved on) disk instead of cassette. But

the manual is well-organized with clear

descriptions and photos of the screen in

various states. We recommend it to those

who would rather learn systematically than

by exploration. One part provides an overall

description with things to do; another

provides the file structure for those who
wish to do things with Basic as well; it

includes programs for listing files, composing
music, and arranging harmony. A last part

summarizes each of the commands.
We have many stories td tell about our

use of the Music Composer, and plan to
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do so in a later article after we have

experience with a greater variety of users

and in other educational settings. Perhaps

you can get an idea from these brief notes:

Piano music entered into the Atari was

played and displayed by the computer in a

regular way which made obvious some

syncopation which had been hard for the

student to catch and perform otherwise.

Some band music was entered so that the

cornet player could practice (at home)

with the other parts played by the Atari. A
band part in the Atari was used as a model

(and a metronome) for repeated practice

of a difficult sequence, gradually coming

up to the required speed. Music heard

only on the air was entered and reviewed

(and played for fun), exercising notation,

interval recognition, note duration, time

signature, key signature and other music

components. The pleasure of this activity

for kids contrasts with the reluctant response

of some students to "dictation" exercises.

Music already stored in the Atari was

modified in various (vays (e.g., tempo and

counterpoint) to change the style. Musical

rounds and fugues were explored, pushing

the complexity until the sounds were no

longer pleasing to the arranger or composer.

Timbre (tone quality) was explored by

writing parts in unison and then transposing

them to various partials (harmonics) one

octave away, an octave and a fifth, two

octaves, etc. Original compositions were

developed by entering famihar melodies

in up to ten phrases and rearranging them

in interesting ways (such as those compo-

sitions of P.D.Q. Bach as discovered by

Professor Peter Schickele!)

What we missed most while using the

Atari Music Composer is a display of all

four voices at once (as on a regular musical

score or piano music). Sometimes it is

difficult to find the part you wish to modify,

since you can look at only one phrase at a

time, and one measure in that phrase.

Getting everything on the screen at once

is a lot to ask of an 8K ROM application

cartridge operating with an 8K RAM (yes,

all these cartridges work on the 8K Atari

400 as well as our 48K 800) and displayed

on an ordinary TV. If it weren't for the

lack of resolution in TV rasters Atari might

have avoided the problem of where to put

the note stems by displaying each voice on

a separate staff. Having a printout of the

score would be really nice, and get around

the TV display limitations.

At times we could enter music as chords

instead of notes in separate voices. A good

composer aid offer many options for entry

of music. But being limited to one, entry in

phrases and voices is the right one for this

beginner's composer. Other advanced aids

are also missing: tone quahty, envelope

(attack and decay), inversion, and other

operations on musical patterns. We suspect

that some of these can be done from Basic.

Although it is nice to be able to get all of

the disk operating system from the Music

Composer, working through it all to get a

listing of what files are on the disk is a

nuisance. One should be able to display

the music files on the screen directly, and

select one without the computer first erasing

all the names. (It takes "D, <RETURN> ,

A, < RETURN > .RETURN" to get the

directory on the screen. To get back requires

a < RETURN > which erases the screen

and then a ^'B. < RETURN > to get back

into the Music Composer. The new DOS
2.OS for the Atari simphfies this slightly

(fewer returns are required) but one is still

limited to what was designed into the

Composer ROM.
In summary, although we could ask for

more, what is provided was done very well

for home education and recreational

activities at a simple level. Clearly some

people thought carefully about what should

go into the Music Composer to make it

helpful in music education. We hope others

who find themselves in the position of

advising computer companies will also help

make the entertainment products better

for education.

The Music Composer is available for

$59.95 from Atari Inc., 1272 Borregas Ave..

Sunnyvale, CA 94086.

CANADIANS!
We are proud to announce the founding of

F & T Ass., probably the first Canadian

direct mail software retailer. Our aim? To

place at your disposal a wide variety of

educational, recreational and business

software at competitive prices, while

saving you the many problems of import-

ing directly from the U.S. (currency ex-

change, customs, surcharge and pre-

payment for foreign orders, etc.) We are

building up a good stock of software from,

among others, the following companies:

Automated Simulations, Broderbund,

Datasoft, Edu-Ware, Micro Learning-

ware, Sirius, Sublogic and TYC.

SEND NOW FOR YOUR FREE CATA-
LOGUE. Specify computer system and

particular interests.

F&TAss.
P.O. BOX 513

LASALLE H8P3J4 QUE.

CIRCLE 197 ON READER SERVICE CARD
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APPLE EDUCATIONAL DISKS
Basic Tutor Series — a senes of nme disks of over 1 00

studies designed for the novice programnner. Teaches APPLESOFT

BASIC to be supplemented by the APPLE manual.

tutor brief description
1 st Intro, to system commands
2nd Intro, to programming commands

3rd Graphic Commands
4th Music & Sounds

5th Text file commands
6th Shapes & Pictures

7th Sample study programs

8th Peeks, Pokes, Calls & Pointers

9th Programming aids
$250/series or $32/disk

v.
,

.

"

Teacher Create Series - subject matter studies + the

capability to create, alter and save your tests (without programming

experience). Formats include;

completion, matching, multiple choice, true/

false.There is also a Spelling test.

$140/seriesor $32.disk

*** Other disks available
***

physics — 2 disks— Free Fall / Waves & Optics.

Gravity + Light in graphics

lab plot — Analysis and tutorial plus plotting in graphics.

astronomy — 2 disks ^ 1 (mtro s.) & 11 (24 constellations in

graphics) ^ quiz.

-Subjectdisks(Chem. &B10.) +

teacher's own work.

Plus more in our free catalog. All disks are priced at 32 dollars. Disks

are guaranteed to run. All orders pre-paid please, or send your

purchase orders (+ $2 shipping or 5% for cod's) to;

Educational Courseware
'

• 10 Bay Street, Office 66

Westport Connecticut

06880 or call 203-227-1438

CIRCLE 198 ON READER SERVICE CARD
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7/ 99/4 Music Maker Module

Deep in the Heart of

Owen Linderholm

GPeattve Gomputlu^
SOFTWARE PROFILE

Name: Music Maker Module

Type: Music

System: TI 99/4

Format: Module

Language: Machine
Summary: Difficult to use, but worth

the price.

Prices $39.95

Manufacliirer:

Texas Imtruments, Inc.

P.O. Box 53

Lubbock, TX 79408

From deep in the heart of Texas comes
the Music Module, a plug-in module for

the TI 99/4 which gives it limited music
synthesis capability. No fancy sixteen voice,

waveform controlled or stereo output
machine, the module provides only three

music voices, some volume control and a

little bit of noise generation.

Sound-Graphs
Two mcxles are available: "sound-graphs"

and "traditional." the first is used mainly
as a strange noise maker. When you enter
this mode you are asked which noise

generator you want, what speed at which
to play the music and whether you want
to change any of the frequencies for the

scales. There are eight noise generators
available, four of which provide "periodic"

noise and four of which provide "white"
noise. One generator from each of these

two groups plays noise based on the

frequency of the third musical voice. When
I was experimenting with these generators.

I found that they added very little to the

sound produced. Of the speeds available,

only those between about 15 and 30 were
of much use. as those lower than 15 were
far too slow to play the music in a
recognizable manner.

The ability to change frequencies is of

some use. but since the sound-graph mode
cannot produce much of musical value
this feature is not very useful.

When these values have been set. the

computer proceeds to the music input
mode. The user is shown two rectangular
areas in which he can draw lines which
represent various frequencies, volumes and
noises. Inputting a measure can be done
with the keyboard or the Wired Remote
Controllers. I found the keyboard very

awkward to use and could only input

exactly what I wanted with difficulty.

Editing of the music already entered

can be easy or difficult depending on how
much needs to be changed and on where
and when the mistake is discovered. One
very useful editing facility is the ability to

copy all or part of a measure already

entered. Playback of the music is relatively

simple and pleasant effects are obtainable

with a little effort. The longest composition

can only be 46 measures, which is generally

long enough for most purposes but can
be annoying if a longer piece is desired.

TCXAS IN«T»UM«NT1

Traditional Mode
The other mode available is the tradi-

tional mode by which music can be entered

in standard musical notation. The method
of input is sfmilar to the method for sound-
graphs. When you enter the traditional

mode, you are asked to enter the number
of sharps or flats to define the key signature,

then the time signature and the speed. All

these are necessary and work as they

should, except for the speed which is

exactly the same here as for the sound-

graphs.

The method of entering music is also

the same except that when you wish to

change between different types of note,

such as between crotchets or quavers,

the cursor must be moved from the staff

off to the side, where the notes can be
changed. This involves a great deal of

key pushing and frustration, and makes
the entry of most pieces of music a very

laborious task.

The staff and the rest of the screen

display is very well laid out and the music
is easy to read with the three different

voices shown in three separate colors.

Another feature is that each note can
have independent volume control on a

scale of one to eight. This allows crescendos

and decrescendos and so on, but is also a

bit difficult to use.

Editing and playback are similar to the

sound-graph mode and are reasonably

straightforward. Music can be easily stored

on cassette or disk and retrieved. It is

also possible to print out music if the TI
thermal printer is connected. These are

very useful functions and not available on
many more expensive and complicated
computer music synthesizers. The other

major disadvantage of the module is its

three-octave range.

Now comes the great advantage of the

Music Maker Module: the extremely low
price of $40. At that price, the Music
Module is a worthwhile investment for

the average user who is not thinking of

recording contracts or playing at major
concert halls. It is also quite possible that

using the remote controllers makes the

entry of music a lot simpler.
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Advanced
Air Traffic Controller

In this popular, fast-moving simulation

you must successfully control the flight paths

of 27 aircraft as they take off, land and fly

over your airspace. You give orders to

change altitude, turn, maintain a holding

pattern, approach and land at two airports.

With five different airport configurations

and variable skill levels, you won't easily

tire of this absorbing and instructive

simulation. Order Cassette CS-7004 $14.95.

Diskette CS-7503 $19.95

Dominoes
Take on your computer at a game of

draw dominoes. With options for repeating

or alternating draw, Dominoes gives the

game player a tough opponent who's always

ready. From Thorn/EMI. Order cassette CS-
7007. $11.95.

0

Cribbage
Can you be the first to peg twice around

the board? Your computer will put up a

tough fight in this head-to-head game of

cribbage. A graphic display of board and
cards highlight this game of skill. From
Thorn/EMI. Order cassette CS-7008.
$11.95.

Tilt
A favorite craze for years, the familiar

wood labyrinth that tilts in all directions

has entered the computer age. One or two
players attempt to navigate balls through a

maze and into scoring holes. With nine

skill levels and nine speeds, Tilt will provide

hours of fun. And, since each player can
use a different skill level. Tilt is ideal for

family play. From Thorn/EMI. Order cassette

CS-7013 $11.95.

*Pool
Put a games room in your computer. Old

pros and beginners alike will thrill to the

challenge and realism of Pool. From the

satisfying click of a tough combination shot

to the acccuracy required for a three-cushion

bank, Pool has it all. You control the angle
and force of your stroke, then watch the

object ball speed toward the pocket. It's so
real you can almost feel the felt.

There is a practice mode for one player,

and 8-Ball and Tournament Pool for two.

Take a break with Poot today. From
Thorn/EMI. Order cassette CS-7010
$14.95.

*Darts
Enter the pub, grab a pint of lager and a

handful of darts, then try for a bull's eye in

this amazing graphic game. One or two
players can go at it, testing their aim at ten
skill levels. Whether you want to throw a
few, or just show your friends what the

Atari computer can do. Darts is an ideal

addition to your software library. This is

Britain's most popular Atari game from
Thom/EMI. Order cassette CS-701 1 $14.95.

^Billiards
This captivating British game is played

with three balls on a standard pool table.

Each player attempts to score by sinking a
shot or hitting two balls with his cueball.

From Thorn/EMI. Order cassette CS-701

2

$14.95.

Snooker
A tough British Game using 26 balls requir-

ing the eye of sharpshooter and the strategy

of a chess master. From Thorn/EMI. Not
available on cassette.

Atari is a registered trademark of Atari,

Inc.

Trucker
This program simulates coast-to-coast

trips by an independent trucker hauling
various cargos.

If all goes well, you can obey the speed
limits, stop for eight hours of sleep each
night and still meet the schedule. Bad
weather, road construction or flat tires

may put you behind schedule. You may try

to increase your profit by skimping on
sleep, driving fast or carrying an overweight
load. Not available on cassette.

Streets of the City
During your tenure, you must construct

streets and Interstate highways, repair
existing streets, and improve traffic safety.

For the Transit Authority you have to up-
grade and replace a delapidated bus fleet,

increase ridership, reduce maintenance
downtime and improve on-schedule perfor-

mance. Not available on cassette.

Original Adventure
Only the brave enter the Colossal Cave,

and only the clever survive. The entire evil

cast of this classic game, from deadly dragon
to nasty dwarf, will try to stop your quest
for treasures. Using English commands,
you explore the cave, travel through more
than 100 locations, gather treasures, and
attempt to think your way out of dangerous*
situations. Every aspect of the game is

faithfully reproduced from the Original Ad-
venture born on large computer systems.

For weary travelers, there is even a SAVE
GAME feature. Add this classic to your
software collection. Order CS-7504 for disk

$24.95, CS-7009 for cassette $19.93.

CS-7509 $24.95
CS-7506 $24.96
CS-7507 $19.95

CS-7707 $24.95

Disk Packages
Pool, Snooker Billiards

Darts and THt

Dominoes and Cribbage
Trucker and Streets

Order Today
To order send payment* plus $2.00 postage

and handling to Creative Computing, Dept.

SG27, 39 E. Hanover Avenue, Morris Plains,

N.J. 07950. Orders may also be charged to

your Visa, MasterCard or American Express
account—by mail include credit card name,
number and expiration date, or if you prefer,

use our 24-hour toll-free number, 800-631-

8112. In N.J. only 201-540-0445.

*N.J. Residents add 5% tax.

GPeattve

software

^ Licensed from Thorn/EMI Video Programmes Ltd. Available in North America only.



Directory of Software Manufacturers

Aardvark Software, Inc.

783 N. Water St.

Milwaukee, WI 53202

(414) 289-9988

Recreational, personal finance, systems,

word processing

Abacus Software

P.O. Box 7211

Grand Rapids, MI 49510

(616) 241-5510

Systems

AB Computers
252 Bethlehem Pike

Colmar, PA 18915

(215) 822-7727

Systems, utilities

#

ABC Sales

P.O. Box 33948

Detroit, MI 48232
Word Processing

ABS Suppliers

P.O. Box 8297

3352 Chelsea Circle

Ann Arbor, MI 48104

(313)971-1404

Business, word processing, utilities

Accent Software

3750 Wright Blvd.

Palo Alto, CA 94306
(415) 856-6505

Recreational, utilities

Access Software, Inc.

2381 Mariner Square Dr.

Suite 180

Alameda, CA 94501

(415) 865-4240

Business

Acorn Software Products, Inc.

634 N. Carolina Ave., S.E.

Washington, DC 20003

(202) 544-4259

Recreational, educational

Activity Resources Inc.

P.O. Box 4875

Hayward, CA 94540

(415) 782-1300

Educational

Addison-Wesley Publishing Company
2725 Sand Hill Rd.

Menlo Park, CA 94025

(415) 854-0300

Educational

Advanced Computing Enterprises

5516Rosehill

Shawnee Mission, KS 66216

(913) 262-2875

Advanced Logic Systems
1195 Ei Arques Ave.
Sunnyvale, CA 94086

(800) 538-8177; in CA (408) 730-0306

UtiUties

Advanced Micro Techniques
1291 E. Hillsdale Blvd.

Suite 209

Foster City, CA 94404

(415) 349-9336

Utilities \

Advanced Operating Systems

450 St. John Rd.

Michigan City, IN 46360

(219) 879-4693

Educational, utilities

Advanced Solutions, Inc.

Two Oakmead Terr.

Suite 210

1250 Oakmead Pkwy.
Sunnyvale, CA 94086

(408) 730-4666

Business

Adventure International

507 East St.

Box 3435

Longwood, FL 32750

(800) 327-7172; (305) 862-6917

Recreational, educational, utility, personal

finance
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Alcor Systems

13534 Preston Rd.
Suite 365

Dallas, TX 75240

(214) 226-4476

Systems, utihties

Algorix

P.O. Box 11721

San Francisco, CA 94101

(415) 387-3131

Systems

Alphanetics

P.O. Box 597

Forestville, CA 95436

(707) 887-7237

Business

Alpha Queue Systems
P.O. Box 20885

Dallas, TX 75220

Recreational

Alternate World Simulations

P.O. Box 941

Milpitas, CA 95035

Recreational

Alternative Software, Inc.

1165 Barbara Dr.

Cherry Hill, NJ 08003

(609) 428-6701

Amber Software

170 Parsippany Rd.

Parsippany, NJ 07054

(201) 887-6474

Recreational

A.M. Electronics, Inc.

3366 Washtenaw Ave.
Ann Arbor, MI 48104
(313) 973-2312

Utilities

Analytical Processes Corp.

635 Main St.

Nassau Bldg.

P.O. Box 1313

Montrose, CO 81402

(303) 249-1400
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Anderson-Bell

2916 S.Stuart St.

Denver, CO 80236

(303) 936-3859

Utilities

Andent
1000 North Ave.

Waukegan, IL 60085

(312) 244-0292

Business

Antel Electronic Co.
146 Wisconsin, NE
Albuquerque, NM 87108

(505) 255-6451

Utilities, DBMS

Apparat, Inc.

4401 S. Tamarac Pkwy.
Denver, CO 80237

(303) 741-1778; (800) 525-7674

Systems, word processing

Apple-Cations

21650 W. Eleven Mile Rd.
Suite 103

Southfield, MI 48076

(313) 354-2559

Educational

Apple Computer Inc.

10260 Bandley Dr.

Cupertino, CA 94017

(408) 996-1010

Applied Analytics Inc.

8910 Brookridge Dr.

Suite 507

Upper Marlboro, MD 20870
Systems

Applied Business Systems

4350 Upper Upper So4a Rd.
Dunsmuir, CA 96025

(916) 235-4551

Business

Arcade Plus

5276 Hollister Ave.
Sant^ Barbara, CA 93111

(805)683-2305

Recreational

Aregon Systems, Inc.

1911 Wright Circle

Anaheim, CA 92806

(714) 634-9012

DBMS

Art-Sci

10432 Burbank Blvd.

N. Hollywood, CA 91601

(213)985-2922

Word processing

.

Artificial Intelligence

Research Group
921 N. La Jolla Ave.
Los Angeles, CA 90046

Artworx Software Co.

150 N. Main St.

Fairport, NY 14450

(716) 425-2833; (800) 828-6573

Recreational, educational, business, word
processing

Aspen Software Co.
P.O. Box 339
Tijeras, NM 87059

(505) 281-1634

Word processing

Atari, Inc.

1272 Borregas Ave.

Sunnyvale, CA 94086

(408)745-5069

Atari Program Exchange
P.O. Box 427

155MoffettDr.,B-l
Sunnyvale, CA 94086

Recreational, educational, home

Atkin Resources

1693 Merribee Way
Salt Lake City, UT 84121

(801) 278-8420

Recreational

Aton International, Inc.

260 Brooklyn Ave.

San Jose, CA 95128

(408) 286-4078

Systems

Aurora Systems, Inc.

2040 E. Washington Ave.

Madison, WI 53704

(608) 249-5875

Word, processing, utilities, business

Automated Simulations

1988 Leghorn
P.O. Box 4247

Mountain View, CA 94043

(800) -824-7888; in CA (800) 852-7777; in

AK and HI (800) 824-7919

Recreational

Avalon Hill Game Company
4517 Harford Rd.

Baltimore, MD 21214

(301) 254-5300

Recreational

Avant-Garde Creations

P.O. Box 30161

Eugene, OR 97403
(503)345-3043

Recreational, educational, utilities,

business

Avocet Systems Inc.

804 South State St.

Dover, DE 19901

(303) 734-0151

Development software

Barclay Bridge, Inc.

8 Bush Ave.
Port Chester, NY 10583

(914)937-4200

Recreational

Bargainbyte

P.O. Box 23195

Harahan, LA 70183

Recreational, educational

Basics and Beyond, Inc.

Box 10

Amawalk, NY 10501

(914) 962-2355

Recreational, educational

Basic Business Software, Inc.

P.O. Box 26311

Las Vegas, NV 89126
(702) 876-9493

Business

Bayesian Investment Services

757 Santa Rosita

Solana Beach, CA 92075

(714) 755-6225

Personal finance

Beagle Bros.

4315 Sierra Vista

San Diego, CA 92103

(714) 296-6400

Utilities

Beaman Porter, Inc.

Pleasant Ridge Rd.

Harrison, NY 10528

(914) 967-3504

Word processing

Bell & Howell
7100 N. McCormick Rd.

Chicago, IL 60645

(312) 262-1600

Educational

Berlinersoft

102 Jericho Tpke.
New Hyde Park, NY 11040

(516) 775-4700

Recreational, utihties

Big Five Software

14619 Victory Blvd. m
Van Nuys, CA 91411

(213) 782-6861

Recreational

Black Ink Software Corp.

20 N. Wacker Dr.

Chicago, IL 60606
Business
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Directory, continued...

Bluebird s Computer Software

2267 23rd St.

Wyandotte, MI 48192

(313) 285-4455

Educational

Blue Lakes Computer
3240 University Ave.

Madison, WI 53705

(608) 233-6502

Utilities

Borg-Warner Educational Systems

600 W. University Dr.

Arlington Heights, IL 60004

(800) 323-7577; in IL (800) 942-6995

Educational

Brain Box
601 W. 26th St.

New York, NY 10003

(212) 989-3573

Educational

Bourrut Consulting

21 Friendlv Rd.

Smithtown, NY 11787

(516)979-8970

Business

BPS
82 Woods End Rd.

Fairpeld, CT 06430

(203) 254-1659

Utilities
'

Brillig Systems, Inc.

10270 Fern Pool Ct.

Burke. VA 22015

(7qa).323-p39

Word processing

Broderbund Software

2 Vista Wood Way
San Rafael, CA 94901

(415)456-6424

Recreational, business
5 -

If

BudgeCo
428PalaAve.
Piedmont, CA 94611

(415) 658-8141

Recreational

BuUseye Software

P.O. Drawer 7900

IncHne Village, NV 89450

Recreational

Business Design Services

410 Bellevue Way S.E.

Suite 303

Bellevue, WA 98004

(206) 455-0703

Business Planning Systems
Two North State St.

Dover, DE 19901

(302) 674-5500

Business

Business & Pleasure Software

6011 San Felipe

Houston, TX 77057

(713)683-1426

Recreational, personal finance

Byte-A-Bit Computing Co.
P.O. Box D
Levittown, NY 11756

(516) 796-1212

Recreational, utiUties

California Digital Engineering

P.O. Box 526

Hollywood, CA 90028

Word processing

California Pacific Computer Co.
7700 Edgewater Dr.

Oakland, CA, 94621

California Software

P.O. Box 275

El Cerrito, CA 94530

(415) 527-8717 '

Educational
f

*
;

Cavalier Computer
P.O. Box 2032

Del Mar, CA 92014

(714) 755-8143

Recreational

C & D Software

1516 Fair Park Blvd.

Little Rock, AR 72204

(501) 6S6t5018

Utilities

CE Software

801 73rd St.

Des Moines, lA 50312

(515) 224-1992

Recreational

Centec Inc.

Centec Building

11260 Roger Bacon Dr.

Reston, VA 22090

(703) 471-6300

Business

Central Point Software

P.O. Bo^ 19730-203

Portland, OR 97219
Utilities

Century Software Systems
1875 Century Park East

Suite 1730 -

Los Angeles, CA 90067

(213) 879-5911

Business
#

y

Chase Data Systems
8100 Reading Rd.
Cincinnati, OH 45237
(513)821-1713

Business
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Class 1 Systems -

17909 Maple St.

Lansing, IL 60438

(312) 474-4664

Educational

Clockwork Software

P.O. Box 704

Colorado Springs, CO 80901

UtiUties

The Code Works
P.O. Box 550

Goleta,CA 93116

(805) 683-1585

Recreational

Cognitec

704 Nob Ave.

Del Mar, CA 92014

(714) 755-1258

Woird processing

Comm*Data Systems
P.O. Box 325

Milford. MI 48042

(313) 685-0113

Educational

Commodore Business Machines, Inc.

681 Moore Rd.
King of Prussia, PA 19406

(215) 337-7100

Recreational, educational, business, utilities,

word processing, systems, home

CommSoft
665 Maybell Ave.

Palo Alto, CA 94306
(415)493-2184

Home

CommuniTree Group
470 Castro St.

'

Suite 207-3002

San Francisco, CA 94114

UtiUties

Complete Computer Services

8188 Heather Dr.

Newburgh, IN 47630
Utilities

Compugames
19 Booth St.

Enfield, CT 06082

(203) 745-5363

Recreational

COMPress
A Division of Science Books International,

Inc.

P.O. Box 102

Wentworth, NH 03282
(603) 764-5831

Educational
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Compumax, Inc.

P.O. Box 1139

Palo Alto, CA 94301

(415) 321-2881

Educational, business

Computer-Advanced Ideas, Inc.

1442A Walnut St.

Suite 341

Berkeley, CA 94709

(415) 526-9100

Educational

Computer Age Software

9433 Georgia Ave.

Silver Spring, MD 20910

(301)588-6565

Utilities

Computer Aided & Managed Instruction

P.O. Box 2030

Goleta, CA93118
Educational

Computer Applications Unlimited

P.O. Box 214, Dept. T82
Rye, NY 10580

(914) 937-6286

Utilides

Computer Consulting

6723 E. 66th PI.

Tulsa, OK 74133

(918) 492-9036

Recreational, educational

Computer Curriculu^i Corp.

P.O. Box 10080

Palo Alto, CA 94303

(415) 494-8450

Educational

Computer Design Labs

342 Columbus Ave.

Trenton, NJ 08629

(609) 599-2146

Business

Computer-Ed
1 Everett Rd.

Carmel, NY 10512

(914) 225-1158

Educational

Computer Information Exchange

P.O. Box 159

San Luis Rey,CA 92068

(714) 757-4849

Educational

Computer Innovations

75 Pine St.

Lincroft, NJ 07738 ^
(201)530-0995

Systems

Computer Learning Connection

One Boston Place

Boston, MA 02108

(617) 723-4433

Recreational, educational

Computer Plus

245A Great Rd.

Littleton, MA 01460

(617) 486-4225

Computerized Management Systems

1039 Cadiz Dr.

Simi, CA 93065

(805)526-0151

Personal finance

The Computerized Shopper

3545 El Camino Real

Palo Alto, CA 94306

(415)856-7467. \

Home
r

Computer Services Corp.

71 Murray St.

New York, NY 10005

(212)619-4000; (800) 221-2486

Business, word processing

Computer Station

11610 Page Service Dr.

St. Louis, MO 63141

(314)432-7019

Utilities

Computer's Voice
2370 Ella Dr., Dept. 122

FHnt, MI 48504

(313) 238-5585

Recreadonal, DBMS, educational

Computer Systems International

iSGi'andAve.
Englewood, NJ 07631

(201)894-0653

Business

Computerware
Box 668

1512 Encinitas Blvd.

Encinitas, CA 92024

(714)436^3512

Recreational, utilities
'

Computronics
50 N. Pascack Rd.

Spring Valley, NY 10977

(914) 425-1535; (800) 431-2818

Recreational, business, educational, utiliUes,

word processing

Comshare Target Software

Suite 200, 1935 Cliff Valley Way
Atlanta, GA 30329 .

(404)634-9535

Business

Comtronic Systems

P.O. Box 3325

Kent, WA 98031

Recreational

Conceptual Instruments Co.

4730 Warrington Ave.

Philadelphia, PA 19143

Utihties

Conduit

P.O. Box 388

Iowa City, lA 52240

(319)353-5789

Educational

Context Management Systems
23864 Hawthorne Blvd. i^lOl

Torrance, CA 90505

(213)378-8277

Business

Context Systems
632 Via Del Monte
Palos Verdes, CA 90274

(213)375-3350

Business

Continental Adventures
4975 Brookdale St.

Bloomfield Hills, MI 48013
(313)645-2140

Recreational

Continental Software

16724 Hawthorne Blvd.

Uwndale, CA 90260
(213)371-5612

Personal finance

Contract Services Associates

706 S. Euclid

Anaheim, CA 92802

(714)635-4055

Personal finance

Control Data Corporation

8100 34th Ave. South
P.O. Box O
Minneapolis, MN 55440

(612) 853-4541

Educational

Cook's Computer Company
1905 Bailey Dr.

Marshalltown, lA 50158

Educational

Co-Op Software

P.O. Box 432

West Chicago, IL 60185

Utilities

The Comsoft Group
6008 N. Keystone Ave.

Indianapolis, IN 46220

(317) 257-3227

Recreational

Cornucopia Software

P.O. Box 5028

Walnut Creek, CA 94596

(415) 524-8098

Word processing
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Cortechs Corporation

900 N. Franklin

Chicago, IL 60610

(800) 621-4109; in IL (312) 943-0700

Utilities .

Cosmopolitan Electronics Corporation

P.O. Box 234

Plymouth, MI 48170

(313) 397-3126

Systems

Cottage Software

614 N.Harding
Wichita, KS 67208

Utilities

Countryside Data
718 North Skyline

Suite 201(B)

Idaho Falls, ID 83401

Business

CPAids
1640 Franklin Ave.

Kent, OH 44240

(216) 678-9015

Crane Software Inc.

16835 Algonquin, Suite 61

1

Huntington Beach, CA 92649

(714) 846-8005

UtiUties

Creative Computing
39 E. Hanover Ave.

Morris Plains, NJ 07950

(800) 631-8112; in NJ (201) 540-0445

Recreational, educational, utilities

Creative Software

201 San Antonio Circle i^270

Mountain View, CA 94040

(415) 948-9595

Recreational, educational, home

Creative Software Concepts

P.O. Box 349
Bingham, NY 13902

Business

Creative Thamaturgy
P.O. Box 107 Forest Park Branch
Dayton, OH 45405

Educational

Crown Micro Products

P.O. Box 892

Marysville, WA 98270

(206) 659-4279

Systems

Crow Ridge Associates, Inc.

P.O. Box 90

New Scotland, NY 12127

(518)482-2990

Utilities

Crystal Computer
17120 Monterey Rd.

Morgan Hill, CA 95037

(408) 778-2966

Recreational

Curriculum Applications

P.O. Box 264

Arlington, MA 01174
Educational

Custom Business Computer Systems

1293 Uvall Dr.

Cambrills, MD 21054

Business

Custom Data
P.O. Box 1066

Alamogordo, NM 88310

(503) 434-1096

Business

Cybernetics, Inc.

8041 Newman Ave., Suite 208

Huntington Beach, CA 92647

(714) 848-1922

Systems

Cybertronics International

999 Mt. Kemble Ave.
Morristown, NJ 07960

(201) 766-7681; (212) 532-3089

Recreational, educational

Dakin5 Corporation

P.O. Box 21187

Denver, CO 80221

(303) 426-6090

Recreational, business

Dr. Daley's Software

Water St.

Darby, MT 59829

(406) 821-3924

Educational

Dantek Software, Inc.

4550 Schoolhouse Rd.

Batavia, OH 45103

(513)752-1921

Systems

Data Access Management Service

3320 Rivers Ave.

Charleston, SC 29405

(803) 554-7005

Utilities, word processing

Datagraph
728 Highway 4, ni
P.O. Box D
Arnold, CA 95223

(209) 795-5104

Business

Datamost
9748 Cozycroft Ave.

Chatsworth,CA 91311

(213)366-7160

Recreational, personal finance

Data Resource Corp.

1040 Lunaai St.

Kailua, HI 96734

(808) 261-2012

Utihties

Data-Rx, Inc.

686 Lighthouse Ave.
Monterey, CA 93940

(408) 375-2775

Systems

Data Soft

16606 Schoenborn St.

Sepulveda, CA 91343

(213) 701-5161

Word processing, systems

Data Technology Industries

700 Whitney St.

San Leandro, CA 94577

(415) 638-1206

•

Data Transforms, Inc.

906 E. Fifth Ave.

Denver, CO 80218

(303) 722-8774

Utilities

Decision Resources
44 White Birch Rd.
Weston, CT 06883

(203) 222-1974

UtiUties

Decision Support Software

1438 Ironwood Dr.

McLean, VA 22101

(703) 243-1216

Business

Demi-Software

6 Lee Rd.

Medfield, MA 02052

Word processing

The Denver Software Co.

14100 E. Jewell Ave., Suite 15

Aurora, CO 80012

(303) 750-9980

Business

Designer Software

3400 Montrose Blvd., Suite 718

Houston, TX 77006

(713) 520-8221

Word processing, business

Developmental Learning Materials

One DLM Park

Allen, TX 75002

(214) 248-6300

Educational

Digiac Corp.

175 Engineers Rd.

Smithtown, NY 11787

(516) 273-8600

Educational, word processing
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Digital Marketing

2670 Cherry Lane
Walnut Creek, CA 94596

(415) 938-2880

UtUities

Digital Research

P.O. Box 579

Pacific Grove, CA 93950

(408) 646-3896

Systems

D.J. AI Systems Ltd.

Two Century Plaza, Suite 480
2049 Century Park fiast

Los Angeles, CA 90067

(213) 203-0851

Utihties

DJR Associates

2 Highland Lane
N. Tarrytown, NY 10591

(914) 631-6766

DBMS

D & M Software

1510 South 96th St.

Tacoma, WA 98444

(206) 537-8155

Utilities, word processing

Documan Software

Box 387-A

Kalamazoo, MI 49005

(616) 344-0805

Utihties, personal finance

Dow Jones Information Services

P.O. Box 300

Princeton, NJ 08540

(609) 452-2000

Personal finance

Dresen Associates

P.O. Box 246

Dresen, ME 04342 *

(207) 737-4466

Educational

Duosoft Corporation

Box 1827

Champaign, IL 61820

(217) 356-3111

Business

Dynacomp
1427 Monroe Ave.

Rochester, NY 14618

(716) 442-8960; (800) 828-6772

Recreational, educational, business,

utilities

Eagle Software Publishing

110 W. Lancaster Ave.
Wayne, PA 19087

(215) 964-8660

Business
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Echelon
6513 Lankershim Blvd., i^2212

N. Hollywood, CA 91606

(213) 763-7997

Recreational

Ecosoft

P.O. Box 68602

Indianapolis, IN 46268

(317) 283-8883

Business

Ed-Sci Development
460 Beacon St.

San Ftancisco, CA 94131

(415) 282-7020

DBMS

Education Programs
Disney Electronics

6153 Fairmont Ave.
San Diego, CA 92120
(7l4) 281-0285

Educational

Educational Activities

1937 Grand Ave.
P.O. Box 87

Baldwin, NY 11510

(516) 223-4666

Educational

Educational Computing Systems

106 Fairbanks Rd.

Oak Ridge, TN 37830
(615)483-4915

Educational, utihties

Educational Courseware
3 Nappa Lane
Lees Port, CT 06880

(203) 227-1438

Educational

Educational Micro Systems
P.O. Box 471

Chester, NJ 07930

Educational

Educational Services Management Corp.
P.O. Box 12599

Research Triangle Park, NC 27709
(919) 781-1500

Educational

Educational Software Midwest
414 Rosemere Lane
Maquoketa, lA 52060

(319) 652-2334

Educational

Educational Software Professionals, Ltd.

38437 Grand River

Farmington Hills, Ml 48018

(313) 477-4470

Educational

213 .

Edu-Soft Steketee Educational Software
4639 Spruce St.

Philadelphia, PA 19139

(215) 747-1284

Educational

Edutek Corp.

P.O.Box 11354

Palo Alto, CA 94036
(415) 325-9965

Educational

Edu-Ware Services, Inc.

P.O. Box 22222

Agoura, CA 91301

(213) 346-6783

Recreational, educational

Eigen Systems

P.O. Box 10234
Austin, TX 78766
(512) 837-4665

Utihties

El Comp Publishing

53 Redrock Lane
Pomona, CA 91766
(714)623-8314

Recreational, business^ utilities, word
processing

Electronic Courseware Systems, Inc.

P.O. Box 2374, Station A
Champaign, IL 61820
(217)359-7099 •

Educational

Elliam Associates

24000 Bessemer St.

Woodland Hills, CA 91367
Utilities

Ellis Computing
600 41st Ave.

San Francisco, CA 94121

(415) 751-1522

Systems

Eltech Associates

2466 Moreno Dr.

Los Angeles, CA 90039
(213) 663-0347

Business

En-Joy Computer Products
P.O. Box 1535

Goleta, CA93116
Recreational, utihties, home

Entelek

Ward-Whidden House
The Hill

P.O. Box 1303

Portsmouth, NH 03801

(603) 436-0439

Educational

Etronix

14803 N.E. 40th St.

Redmond, WA 98052

(206) 881-0857

Educational
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Eventide Clockworks, Inc.

265 West 54th St.

New York, NY 10019

(212) 581-9290

Utilities

Evolution Software, Inc.

1632 Bathurst St.

Toronto, Ontario

Canada M5P 315

(416) 787-3441

Word processing, utilities

Exidy Systems, Inc.

1234 Elko Dr.

Sunnyvale, CA 94086

(408) 734-9831

Expecon
616 43rd Ct.

Rapid City, SD 57701

(605) 342-8455

Business

EZ Software

P.O. Box 591

Novato, CA 94947

Perisonal finance

Fantastic Software

P.O. Box 27734

Las Vegas, NV 89127

(702) 362-14^7

Recreational

Ferox Microsystems, Inc.

1701 N. Ft. Myer Dr.

Suite 611

Arhngtbn, VA 22209

(800) 336-5496; (703) 841-0800

Utilities

William A. Fink

P.O. Box 5912

Lighthouse Point, FL 33074

(305) 942-5706

Recreational

FPS Associates

P.O. Box 1320. Station A
Vancouver, B.C., Canada V6C 212
(604) 986-0558

Business

GB Associates

P.O. Box 3322

Granada Hills, CA 91344
Word pi*ocessing

Gebelli Software, Inc.

1791 Tribute Rd. mi
Sacramento, CA 95815

(916) 925 1432

Recreational

Allen Gelder & Co.
Box 11721 Main Post Office

Sari Franciscd, CA 94l0l

Systems

Gnosis

4005 Chestnut St.

Philadelphia, PA 19104

(800) 523-0725; in PA (215) 387-1500

Good-Lyddon Data Systems

5486 Riverside Dr.

Chino, CA 91710

Systems

Gooth Software

931 S. Bemiston

St. Louis, MO 63105

Personal finance

Gryphon Micropi-odiicts

P.O. Box 6543

Silver Spring, MD 20906

Utilities

Roger Hagan Associates

1019 Belmont Pi. E
Seattle, WA 98102

(206)324-5034

Word processing

J.L. Hammett Company, Inc.

HammettPl., *

P.O. Box 545

Braintree, MA 02184

(617) 848-1000

Educational

Dan G. Haney & Associates, Inc.

P.O. Box 687

San Mateo, CA 94401

(415) 493-4094

Utilities

Hartley Software

P.O. Box 431

Dimondale. MI 48821

(616) 942-8987

Educational

Haydeh
50 Essex St.

Rochelle Park, NJ 07662

(201) 843-0550; (800) 631-0856

Recreational, educational, business, utilities,

systems

Heath Company
Benton Harbor, MI 49022

Hexagon Systems

P.O. Box 397 Station A
Vancouver, B.C.

Canada V6C 2N2
(604) 682-7646

Word processing

H & H Trading Co.

P.O. Box 549

Clayton, CA 94517

(415) 672-3233

Personal finance

Highlands Computer
14422 S.E. 132nd

Renton, WA 98055

(206) 228-6691

Recreational, utilities

High Technology Software Products Inc.

P.O. Box 14665

8001 N. Classen Blvd.

Oklahoma City, OK 73113

(405) 840-9900

Educational, business, utilities

Hikari Group
3032 Fourth Ave. W.
Seattle, WA 98119

(206) 382-6632

Utilities

Holmah D-P Service

2059 W. Lincoln

Oroville, CA 95965

(916)533-5992

Business ^

Holt-Rhinehart, Winston

383 Madison Ave.

New York, NY 10017

(212) 872-2206

Educational

Horizon Simulations

7561 Crater Lake Hwy.
White City, OR 97503

(503) 826-4640

Recreational

Houghton Mifflin Co.

One Beacon St.

Boston, MA 02107

(617)725-5000

Educational

Howard Software Services

8008 Girard Ave., Suite 310

La JoUa, CA 92037

(714)454-0121

Personal finance

Howe Software

14 Lexington Rd.

New City. NY 10956

Utilities, systems, home

Human Engineered Software

3748 Inglewood Blvd., Rm. 11

Los Angeles, CA 90060

Utilities

Human Systeins Dynamics
9249 Reseda Blvd., Suite 107

Northridge, CA 91324

Utihties

I. D.S.I.

P.O. Box 1658

Las Cruces, NM 88004

(505)522-7373

Recreational
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I. J. G. Computer Services

1260 W. Foothill Blvd.

Upland, CA 9i786

(714) 946-5805

Word processing

Image Computer Products

615 Academy Dr.

Northbrook, IL 60062

(312) 564-5060

Utilities

Imagineering Inc.

c/o Adcast Advertising

405 S. Farwell, Suite 10

Eau Claire, WI 54701

(715) 835-8611

Word Processing

Imaginuity Inc.

13423 Desert Hills NE
Albuquerque, NM 87111

(505)294-4966

Utilities

IMB
P.O. Box 289

Williamstown, MA oi267

(413) 663-9648

Recreational

Infocbm, Inc.

6 Faneuil Hall Marketplace

Boston, MA 02109

Recreational

InfoSoft Systems Inc.

25 Sylvan Rd. S.

Westport, CT 06880

(203) 226-8937

Systems

Information Unlimited Software

281 Arlington Ave.
'

Berkeley, CA 94707

(415) 525-9452

Educational, word processing

Inner Access Corp.

517-K Marine View
Belmont, CA 94002

(415) 591-8295

Systems

InnoSys, Inc.

2150 Shattuck Ave.

Berkeley, CA 94704

(415) 843-8122

Personal finance

Innovative Software Applications

Box 2797

Menlo Park, CA 94025

(415)326-0805

Word processing
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Insoft

10175 Barbar Blvd., Suite 202B
Portland, OR 97219 Intersoft Unlimited
(503)244-4181 Box 383 Station C
Recreational, business, systems Kitchener-Waterloo, Ontario

Canada N2G 3Y9
Instant Software Systems
Peterborough, NH 03458

(603) 924-7296 Investors Software
Recreational, educational, utilities 48 Iron Ship Plaza

San Francisco, CA 94111
instructional development oystems (414)981-5261
29 Virginia Beach Blvd. Personal finance

Virginia Beach, VA 23452

(804) 340-1977 lOTC, Inc.

Educational 910 Sully

Laramie, WY 82070

(307) 721-5818

Intbgron Systems Word processing

300 W. 109 St.

New York, NY 10025 Island Graphics

(212) 866-6722 P.O. Box V
Business, word processing Bethel Island, CA 94511

(415) 684-2664

Intelligent Investor Utilities

810 Camelview Plaza
Ithaca Intersystems6900 E. Camelback Rd.

Scottsdale, AZ 85251 1650 Hanshaw Rd.

(602) 941-5315 Ithaca, NY 14850

r craund.1 illlallCC (607) 257-0190

Systems
>

Intelligent Systems Corp.

Intecolor Dr. JF Consulting

225 Technology Park/Atlanta 74-355 Buttonwood
Norcross, GA 30092 Palm Desert, CA 92260

Word processing, business Utilities

Interactive Micro Systems Jini Micro Systems

P.O. Box 21007 Box 274 Kingsbridge Station

Columbus, OH 43221 Riverdale, NY 10463

UtiUties DBMS

Interactive Microware J&KH Software

P.O. Box 771 2820 S. Abingdon St.

State College, PA 16801 Arlington, VA 22206

(814)238-8294 (703) 820-4131

Systems, recreational Utihties

Interriational Institute of Applied Johnson Associates

Technology, Inc. P.O. Box 1402

20010 Century Blvd. Redding, CA 96001

Germantown, MD 20767 (916) 221-0740

V*3U1 ; 'tZo-TUlU U llllllCo

Educational,, systems
JRT Systems Inc.

International Software Marketing, Ltd. P.O. Box 22365

120 E. Washington St. 1891 23rd Ave.

Syracuse, NY 13202 San Francisco, CA 94122

(315)474-3400 (415) 566-4240

Educational, business, utihties, systems Systems

Interpretive Education J & S Software

2306 Winters Dr. 140 Reid Ave.

Kalamazoo, MI 49002 Port Washington, NY 11050

(616) 345-8681 (516) 944-9304

Educational Educational
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Kate's Komputers
P.O. Box 1675 Libra Laboratories, Inc.

Sausahto, CA 94965 495 Main St.

(415) 332-9434 Metuchen, NJ 08840
Personal finance (201) 494-2224

Business
K-Byte

1705 Austin Lifeboat Associates
Troy, MI 48099 1651 3rd Ave.
(313) 524-9878 New York, NY 10028
Recreational (212) 860-0300

Business, systems, utilities

Kensington Microware Ltd.

300 E. 54th St., Suite 3L Lightning Software
New York, NY 10022 P.O. Box 11725

(212) 490-7691 Palo Alto, CA 94306
Word processing (415) 856-1855

Kleinhammer Business Software
Educational

P.O. Box 1065 Lindbergh Systems
Morro Bay, CA 93422 41 Fairhill Rd.
Business Holden, MA 01520

(617) 852-0233
Krell Software Utihties

21 MiUbrook Dr.

Stonybrook, NY 11790 Link Systems
(516) 751-5139 1655 26th St.

Recreational, educational Santa Monica, CA 90404
> (213) 453-1851

KSoft Utihties

318 Lakeside Dr.

Brandon, MS 39042 Little Genius
(601)992-2239 34-38 83rd St.

Utilities Jackson Heights, NY
Educational

Kwik Software

P.O. Box 328 UK Enterprises

Bolivar, MO 65613 P.O. Box 100827

Systems St. Louis, MO 63129

Utilities

Lazer Micro Systems, Inc.

P.O. Box 55518 Lizcon Trading
Riverside, CA 92717 2949 S. 300 West
/ A A \ r' A A A

(714) 735-1041 Sak Lake City, UT 84115
Systems (801)484-8179

Business

Leamihg Tools Inc.

4 Washburn PI. Logo Computer Systems
Brookline, MA 02146 989 Avenue of the Americas
(617) 566-7585 New York, NY 10018
Educational (212) 564-6020

Educational
Legend Industries, Ltd.

2220 Scott Lake Rd. L & S Computerware
Pontiac, MI 48054 1589 Eraser Dr.

(313) 674-0953 Sunnyvale, CA 94087
Systems (408) 738-3416

Educational
Level IV Products Inc.

32461 School Craft Lynn Computer Service

Livonia, MI 48150 6831 W. 157th St.

(313)525-6200 Tinlev Park IL 60477
Educational (312) 429-1915

The Liberty Software Co. McGraw-Hill
635 Independence Ave., SB 1221 Avenue of the Americas
Washington, DC 20003 New York, NY 10020
(202) 544-6674 (212) 997-6194

Educational Educational

Macrotronics, Inc.

1125 N. Golden State Blvd.

Suite G
Turlock, CA 95380

(209) 667-2888

Recreational, educational

Manhattan Software

P.O. Box 1063

Woodland Hills, CA 91365

(213) 704-8494

Word processing, home, recreational

M.A.C. Software

P.O. Box 27

Chillicothe, OH45601
Recreational

Charles Mann & Associates

55722 Santa Fe Trail

Yucca Valley, CA 92284

(714) 365-9718

Educational, business, utihties, DBMS

Mark Data Products

23802 Barquilla

Mission Viejo, CA 92961

(714) 768-1551

Recreational

Mark of the Unicorn
P.O. Box 423

Arlington, MA 02174

(617) 489-1387

Word processing

Marshall Associates

Dept. 106

P.O. Box 12042

Huntsville, AL 35803
Utilities

Martin Consulting

94 Macalester Bay
Winnipeg, MB
Canada R3T 2X5
Utihties

Masterworks Software Inc.

1823 W. Lomita Blvd.

Lomita, CA 90717

(213) 539-7486

Utihties, home

Math Software

1233 Blackthorn PI.

Deerfield, IL 60015

Educational

Mathware/Math City

4040 Palos Verdes Dr. N.

Rolling Hills Estates, CA 90274

(213) 541-3377

Educational

Medfield Computer Software

39 Green St.

Medfield, MA 02052
(617)359-2364

Business
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I

Med Systems Software

P.O. Box 2674

Chapel Hill, NC 27514

(919) 933-1990

Recreational, educational

Megasoft Inc.

31 East 31st St.

New York, NY 10016

(212) 889-4356

Recreational

Mentor Software

Box 791

Anoka, MN 55303

Educational

Mercer Systems Inc.

87 Scooter Lane
Hicksville, NY 11801

Educational

Merry Bee Communications
815 Crest Dr.

Omaha, NE 68046

(402) 592-3479

Recreational, educational

Meta Software Engineering

4737 Trumbull SE
Albuquerque, NM 87108

(505) 268-1397

Personal finance

Metphoric Associates

P.O. Box 6346

Pittsburgh, PA 15212

Recreational

Micro-Ap, Inc.

7033 Village Pkwy., Suite 206
Dublin, CA 94566

(415) 828-6697

DBMS

Micro Architect, Inc.

96 Dothan St.

Arlington, MA 02174
Business, DBMS, word processing

Micro Business Software, Inc.

Dover Rd., Willow Hill Bldg.

Chichester, NH 03263

(603) 798-5700

Micro Business Solutions, Inc.

622 Plymouth Lane, Suite 100

Foster City, CA 94404

(415) 573-5556

Business

Microcom
89 State St.

Boston, MA 02109

(617) 367.-6362

Business, utilities
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MicroCompatible
151 6th St.

P.O. Box 7624

Atlanta, GA 30357

(404) 874-8366

Utilities

Micro-Computer Sales

P.O. Box 53376
Fayetteville, NC 28305

(919) 483-2003

Business

Microcomputer Software Associates

1122 B.St.

Hayward, CA 94541

(415) 534-2212

Utilities

Microcomputing Research
29 Estancia

Marana, AZ 85238

Personal finance

Micro Craft Systems, Inc.

188 Kerby Rd.

Grosse Pointe Farms, MI 48236

(313) 996-1297

Utilities, systems

MicroGnome
5843 Montgomery Rd.

Elkridge, MD 21227

(301) 796-2456

Educational

Micro Ink, Inc.

34 Chelmsford St.

P.O. Box 6502

Chelmsford, MA 01824

(800) 227-1617; in CA (800) 772-3545

MicroLab
2310 Skokie Valley Rd.

Highland Park, IL 60035

(312) 433-7550

Recreational, DBMS, personal finance

Micro Learningware

P.O. Box 2134

N. Mankato, NM 56001

(507) 625-2205 '

Educational

Micromatic Programming Co.
P.O. Box 158

Georgetown, CT 06829
(203) 324-3009

Personal finance

Micromation
Yorkdale PI.

1 Yorkdale Rd., Suite 406
Toronto, Ontario

Canada M6A 3A1
(416) 781-6675

Word processing
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Micro-Media
P.O. Box 538

Linden, MI 48451

Utilities

Microphys Programs
2048 Ford St.

Brooklyn, NY 11229

(212) 646-0140

Educational

Micro Power & Light Co.
12820 Hillcrest Rd. ;;^224

Dallas, TX 7523a
(214)239-6620

Educational

Micro Print-X Inc.

P.O. Box 581

Ballinger, TX 76821

(915) 365-2343

Word processing

MicroPro International

1299 Fourth St.

San Rafael, CA 94901

(415) 457-8990

Business, word processing

Micro Resources Corp.
6922 Harding Rd.

Suite 117B
Nashville, TN 37221

Systems

Micro Serve Inc.

276 5th Ave.
New York, NY 10001

(212)683-2811

Business

Microsoft Consumer Products
10700 Northup Way
Bellevue, WA 98004
(206) 828-8080

Recreational, educational, systems,

business

Micro-Sparc, Inc.

P.O. Box 325

Lincoln, MA 01773
(617)259-9710

Utilities, word processing

Micro Systems Software
3235 Kifer Rd., Suite 32
Santa Clara, CA 95051

(408) 735-1650

Utilities

Micro-Tech Associates

2305 Appleby Court
Wheaton, IL 60187

(312) 462-9108

Business

Micro-Ware Dist. Inc.

P.O. Box 113

Pompton Hains, NJ 07444
Recreational, utilities
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Micro Works
P.O. Box 1110

Del Mar, CA 92014

(714)942-2400

Utilities

Miller Microcomputer Services

61 Lake Shore Rd.

Natick, MA 01760

(617) 653-6136

Utilities

Milliken Publishing Co.

Computer Department
1100 Research Blvd.

St. Louis, MO 63132

(314)991-4220

Educational

Milton Bradley

443 Shaker Rd.

East Longmeadow, MA 01028

(413) 525-6411, ext. 2334

Educational

Mint Software

6422 Peggy St.

Baton Rouge, LA 70808

(504) 766-2318

Utilities

Misosys

5904 Edgehill Dr.

Alexandria, VA 22303

(703) 960-2998

Systems

Modular Media
1 1060 Paradela St.

Miami, FL 33156

(305) 661-7310

Utilities

Monoson Microsystems, Inc.

51 Main St.

Watertown, MA 02172

(617) 924-2124

Business

Monument Computer Service

Village Data Center

P.O. Box 603

Joshua Tree, CA 92252

(800) 854-0561; in CA (800) 432-7257, ext.

802

Educational, business, personal finance

Mumford Micro Systems

P.O. Box 400
Summerland, CA 93067

(805) 969-4557

Utihties, systems

Muse Software

347 N. Charles St.

Baltimore, MD 21201.

(301)659-7212

Recreational, educational, utilities, word
processing

National Software Marketing

4701 McKinley St.

Hollywood, FL 33021

(305) 625-6062

Educational

NEC Home Electronics USA
Personal Computer Division

1401 Estes Ave.

Elk Grove Village, IL 60007

Business, word processing

Nelson Software Systems

P.O. Box 19096

Minneapolis, MN 55419

Recreational, utilities, word processing

Nova Technology
P.O. Box 688

Clearlake, CA 95422

(707) 994-4649

Systems

Nut Software

P.O. Box 490

Lilburn, GA 30247

(404)469-0056

Utihty

OCO, Inc.

1001 J Bridgeway, Suite 128

Sausalito, CA 94965

(415) 331-1000

Personal finance

Omega Software Products Inc.

222 South Riverside Plaza

Chicago, IL 60606

(312) 648-1944

Utilities

Omni Microware, Inc.

222 S. Riverside Plaza

Chicago, IL 60606

(312) 648-1944

Utilities

Omni Software Systems Inc.

146 N. Broad St.

Griffith, IN 46319

(219) 924-3522

Business

On-Line Systems

36575 Mudge Ranch Rd.

Coarsegold, CA 93614

(209) 683-6858

Recreational, utilities, systems

Omikron
1127 Hearst Aye.

Berkeley, CA 94702

(415)845-8013

Utihties, word processing, systems

Oppenheimer Software

79th Street Boat Basin i^39

New York, NY 10024

(212) 787-2416

Utilities
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Opportunities For Learning, Inc.

8950 Lurline Ave.

Chatsworth, CA 91311 ^ .

(213)341-2535

Optimized Systems Software

10379 Lansdale Ave.

Cupertino, CA 95014

(408) 446-3099

Educational, systems

Options-80

P.O. Box 471

Concord, MA 01742
Personal finance

Orion Software

147 Main St.

Ossining, NY 10562

(914) 762-5636

Recreational, utihties

Osbome/McGraw-Hill
630 Bancroft Way
Berkeley, CA 94710

(415) 548-2805

Personal finance

PBL Corporation

605 Harmony Cr. Dr.

Wayzata, MN 55391

(612)473-3769

Personal finance, utilities

PCD Systems

P.O. Box 143, Penn Yan
New York, NY 14527

(315) 536-3734

Home, educational

Passport Designs, Inc.

785 Main i^t.. Suite E
Half Moon Bay, CA 94019

(415) 726-0280

Utilities

Pear Systems Corp.

27 Briar Brae Rd.

Stamford, CT 06903
Personal finance

Peggytronics
381 First St.

Los Altos, CA 94022

(408) 737-2253

Utihties

Penguin Software

1206 Kings Circle

West Chicago, IL 60185

(312)231-0912

Utihties '

Persasoft, Inc.

9609 SW Kelly

Portland, OR 97219

(503) 244-8239
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Personal Software

(See VisiCorp)

Phase One Systems, Inc.

7700 Edgewater Dr., Suite 830
Oakland, CA 94621

Systems, utilities

Phoenix Software, Inc.

64 Lake Zurich Dr.

Lake Zurich, IL 60047

(312) 438-4850

Utilities

Piccadilly Software

89 Summit Ave.

Summit, NJ 07901

(201) 227-1020

Recreational

Pickles & Trout
P.O. Box 1206

Goleta,CA 93116

(805) 685-4641

Business, systems

Pioneer Software

1746 NW 55th Ave. #204
Uuderhill, FL 33313

(305) 739-2071

Word processing

Plus Computer Technology, Inc.

6900 N. Austin Ave.

Chicago, IL 60648

(312) 647-0988

Business

Powersoft Inc.

P.O. Box 157

Pitman, NJ 08071

(609) 589-5500

Utilities, business, educational,

recreational

Practical Programs
1104 Aspen Dr. • /

Toms River, NJ 08753
Home

Precision Prototypes

410 E. Roca
Refugio, TX 78377

(512) 526-4758

Utilities, word processing, personal

finance

Prentice Hall

Sylvan Ave.

Englewood Cliffs, NJ 07632
(201)592-2649

Educational, utilities

Prescription Learning

1301 S. Wabash Ave.

Chicago, IL 60605

(312) 922-0579

Educational

Prodigy Systems Inc.

497 Lincoln Highway
Isehn, NJ 08830
(201)283-2000

Business, systems

Professional Medical Software
3604 Foothill Blvd.

La Crescenta, CA 91214

(213) 248-2884

Business

Professional Data Corporation

6449 Goldbranch Rd.

Columbia, SC 29206

Personal finance

Professional Office Data Management
5385 Culver Rd.

Minneapolis, MN 55422

DBMS

Professional Software

166 Crescent St.

Needham, MA 02194

(617) 444-5224

Word processing

Professional Software Technology/LOTUS
Development
180 Franklin St.

Cambridge, MA 02139
(617)497-2077

Business

Program Design, Inc. (PDI)

1 1 Idar Court

Greenwich, CT 06830

(203) 661-8799

Educational

Programs for Learning

P.O. Box 954

New Milford, CT 06776
(203)355-3452

Educational

Program Research and Software Corp.

257 Central Park West
New York, NY 10024

(212) 787-1526

Business, educational

The Program Store

4200 Wisconsin Ave. N.W.
Washington, DC 20016

(800) 424-2738; (202) 363-9797

Progressive Software

Suite 323, Blue Bell West
Blue Bell, PA 19422

(215) 279-4438

Utihties

ProSoft

Box 839

N. Hollywood, CA 91603
Word processing, utihties

Quality Education Design
P.O. Box 12486

Portland, OR 97212

(503) 287-8137

Educational

Quality Software

6660 Reseda Blvd., mOb
Reseda, CA 91335

(213) 344-6599

Recreational, utilities, business

Quant Systems
P.O. Box 628

Charleston, SC 29402

(803) 571-2825

Utihties

Quark Engineering

1433 Williams, Suite 1102

Denver, CO 80218

(303) 399-1096

Word processing

Racet Computes
1330 N. Glassell, Suite M
Orange, CA 92667

(714) 632-5695

Systems, utihties

Radio Shack
1800 One Tandy Center
Fort Worth, TX 76102

(817) 390-3832

Recreational, educational, business, utilities,

word processing

Rainbow Computing, Inc.

9719 Reseda Blvd.

Northridge, CA 91324

(213) 349-5560

Recreational, utihties

Rainbow Marketware
3111 Berkshire Rd.

Baltimore, MD 21214

(301) 426-6812

Personal finance

Random House
High School Division

2970 Brandywine Rd.
Suite 201

Atlanta, GA 30341 /

Educational

Reahty Automation, Inc.

221 North Lois

La Habra, CA 90631

(213) 947-2762

Business

Realty Software

1116 8th St.

Manhattan Beach, CA 90266

(213) 372-9419

Business
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Refware
291 Roaring Brook Rd.

Chappaqua, NY 10514

(914) 238-8896

Word processing

Rell

1125 Stanford Ave.

Redondo Beach, CA 90278

Educational

REMsoft, Inc.

517 E. 185 St.

Euclid, OH 44119

(216) 531-1338

Systems

Reservoir Engineering Services Co.

13340 Kit, Suite A-5

Dallas, TX 75240

(214) 369-0415

Resource Software International

140 Sylvan Ave.

Englewood Cliffs, NJ 07632

(201) 947-6104

Educational, business

Resource Systems

445 Union Blvd.

Lakew^ood, CO 80228

(303) 989-3730

Business

Right On Programs
P.O. Box 977

Huntington, NY 11743

Educational

Riverbank Software Inc.

Smith's Landing Rd.

P.O. Box 128

Denton, MD 21629

(301)479-1312

Recreational

RockRoy, Inc.

7721 East Gray Rd., Suite 103

Scottsdale, AZ 85260

(602) 998-1577; (800) 528-2361

Recreational

Rogo Computer Products

4752 DeBeers Dr.

El Paso, TX 79924

Recreational

Roklan Corp.

10600 West Higgins Rd.

Rosemont, IL 60018

(312)297-4747

Recreational, utilities, systems

Rosen Grandon Associates

7807 Whittier St.

Tampa, FL 33617

(813)985-4911

Utilities

Saber Computer Systems, Inc.

801 S. Garfield Ave., Suite 107

Alhambra, CA 91801

(213) 281-5827

Business, word processing

Santa Cruz Software Services

1711 Quail Hollow Rd.

Ben Lomond, CA 95005

(408)336-2170

Business

Science Research Associates

155 North Wacker Dr.

Chicago, IL 60606

<800) 621-0665; in IL (312) 984-2000

Educational

Scott, Foresman & Co.

1900 East Lake Ave.

Glenview, IL 60025

(312) 729-3000

Educational

Sebree's Computing
6822 Milwood Ave., Apt. 12A
Canoga Park, CA 91303

Recreational, utilities

Select Information Systems

919 Sir Francis Drake Blvd.

Kentfield, CA 94904

(415) 459-4003

Word processing

Sensible Software

6619 Perham Dr.

West Bloomfield, MI 48033

(313) 399-8877

Word processing

Sentient Software

P.O. Box 4929

Aspen, CO 81612

(303) 925-9293

Recreational

Serendipity Systems Inc.

225 Elmira Rd.

Ithaca, NY 14850

(607)277-4889

Educational, business

Silicon Valley Systems Company
1625 El Camino Real, Suite 4

Belmont, CA 94002

Word processing

Simplified Software Systems

P.O. Box 1192

Hickory, NC 28601

(704) 328-2386

Business

Simutek Computer Products Inc.

4877 E. Speedway
Tucson, AZ 85712

(602) 323-9391; (800) 528-1149

Educational

Sirius Software, Inc.

10364 Rockingham Dr.

Sacramento, CA 95827

(916)366-1195

Recreational

Sir-Tech Software, Inc.

6 Main St.

Ogdehsburg, NY 13669

(315) 393-6633

Recreational, business

Skyles Electric Works
231E South Whisman Rd.

Mountain View, CA 94041

Shwa Enterprises, Inc.

P.O. Box 400

Big Flats, NY 14814

(607) 562-3287

Educational

Small Business Systems Group
6 Carlisle Rd.

Westford, MA 01886

(617)692-3800
•

Business

Small Computer Company
230 W. 41st St.

New York, NY 10036

(212) 398-9290

Business, DBMS

Small Records Associates, Inc.

P.O. Box 302

Lisle, IL 60532

(312) 759-5737

Business

Smartware
2281 Cobblestone Court

Dayton, OH 45431

(513) 426-3579

Sof/Sys, Inc.

4306 Upton Ave. S

Minneapolis, MN 55410

(612) 929-7104

Word processing

Softape

(See ArtSci)

Softech Microsystems, Inc.

9494 Black Mountain Rd.

San Diego, CA 92126

(714) 578-6105

Systems

Softkey Publishing

P.O. Box 44549
Tacoma, WA 98444
Utilities

Soft Sector Marketing

6250 Middlebelt

Garden City, MI 48135

(313) 425-4020

Recreational, word processing, utihties
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Software Affair

858RubisDr.
Sunnyvale, CA 94087
(408) 295-9195

Recreational

Software Arts, Inc.

675 Massachusetts Ave.

Cambridge, MA 02139
Business

SoftwareBanc
46 Bianca Rd.
Duxbury, MA 02332

(617) 585-4655

The Software Connection
10703 Meadowhill Rd.

Silver Spring, MD 20901

Personal finance

The Software Exchange
6 South St.

Milford,NH 03055

Recreational, educational

Software House, Inc.

695 East 10th North
Logan, UT 84321

(800)453-2708

Educational

Softwarehouse International

P.O. Box 1383

Clovis, CA 93613

(209) 251-7877

Business

Software Publishing Corp.

1901 Undings Dr.

Mountain View, CA 94043
(415) 926-8910

DBMS

Software Resources, Inc.

286 Alewife Brook Pkwy.
Suite 310

Cambridge, MA 02138
(617)497-5900

Business, personal finance

Software Technology for Computers
P.O. Box 428

Belmont, MA 02178

(617) 923-4334

Utilities, DBMS

The Software Toolworks
14478 Glorietta Dr.

Sherman Oaks, CA 91423
(213) 986-4885

Word processing

Solartek

P.O. Box 298

Guilderland, NY 12084

Educational, home

Solutions Softworks

701 E. Irving Park Rd. Suite 101

Roselle, IL 60172
(312) 980-5499

Business

Southeastern Software

6414 Derbyshire Dr.

New Orleans, LA 70126

(504) 246-8438

Utihties

Southern Micro-Systems for Educators
P.O. Box 1981

BurHngton, NC 27215

(919) 226-7610

Educational

Southern Systems

586 Shades Crest Rd.
P.O. Box 3373A
Birmingham, AL 35255

(205) 933-1659

Utilities ,

Southfork Software

68 Fairlake Dr.

Hattiesburg, MS 39401

Home

SouthWest EdPsyche Services

P.O. Box 1870

Phoenix, AZ 85001

Educational

Southwestern Data Systems
P.O. Box 582

Santee, CA 92071

(714) 562-3670

Recreational, utilities, systems, word
processing

Specialized Business Systems Co.
lOi-ll North Galena
Freeport, IL 61032
(815) 235-1945

Business

Spectral Associates

141 Harvard Ave.

Tacoma, WA 98466

(206) 565-8483

Recreational, utilities

Spectrum Software

142 Carlow
Sunnyvale, CA 94087

(408) 738-4387

Recreational, business, utihties, home

SSM Microcomputer Products
2190 Paragon Dr.

San Jose, CA 95131

(408) 946-7400

Utihties

Standard Micro Systems, Inc;

136 Granite Hill Ct.

Langhome, PA 19047

(215) 968-5966

Word processing, utilities

Standard and Poors Corp.
25 Broadway
New York, NY 10004
(212)248-3374

Personal finance

Standard Software Corporation of
America
10 Mazzeo Drive
Randolph, MA 02368
(617) 963-7220

Star-Kits

P.O. Box 209

Mt. Kisco, NY 10549

Word processing

Stark Software
P.O. Box 695
Richboro, PA 18954
(215) 493-5111

Business

Starside Engineering

P.O. Box 8306
Rochester, NY 14618
Utihties

Starware

1701 K St. N.W., Suite 802
Washington, DC 20006
(202)337-5300

Statcom Corporation
5766 Balcones, Suite 202
Austin, TX 78731

(515) 451-0221

Utilities

State of the Art, Inc.

3 183-A Airway Ave.
Costa Me^a, CA 92626
(714)850-0111

Business

Steketee Educational Softwaffe

4639 Spruce St.

Philadelphia, PA 19139
(215) 747-1284

Educational

Stellation Two
P.O. Box 2342
Santa Barbara, CA 93120
(805)966-1140

Utilities

Steriing Swift Publishing Co.
1600 Fortview Rd.
Austin, TX 78704

(512)9 444-7570

Educational

Stoneware Microcomputer Products
50 Belvedere St.

San Rafael, CA 94901
(415)454-6500

Recreational, DBMS, utihties
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Storybooks of the Future

527 41st Ave.

San Francisco, CA 94121

(415) 386-5184

Educational
\

Strategic Simulations

465 Fairchild Dr.

Suite 108

Mountain View, CA 94043

(415) 964-1353

Recreational

Strictly Software

P.O. Box 338

Granville, OH 43023

(614) 587-2938

Strobe, Inc.

897 liidependence Ave., Bldg. 5A
Mountain View, CA 94043

(415) 969-5130

Utilities

Structured Systems Group
5204 Claremont
Oakland, CA 94618

(415) 547-1567

Business

Sturdivant and Dunn
Box 277

124 Washington St.

Conway, NH 03818

Business, utilities

Sublogic Communications Corp.
713 Edgebrook Dr.

Champaign, IL 61820
(217)359-8482

Recreational, utilities

Success Analysis Corp.

743 Hilly Oak Dr.

Palo Alto, CA 94303

(415) 494-2613

Utilities

Superior Software, Inc.

P.O. Box 11676

Kansas City, MO 64138

Recreational

Super Sketch

5 Fraser Ave.

Monticello, NY 12701

(914) 794-4175

Utilities

SuperSoft Associates

P.O. Box 1628

Champaign, IL 61320

(217) 359-2112

Business, syjstems

Synergistic Software

5221 120th Ave. S.E.

Believue, WA 98006

(206) 226-3216

Recreational, DBMS, systems, utihties

Synergistic Solar

P.O. Box 560595

Miami, FL 33156
Recreational

Syntax Corporation

4500 W. 72nd Ter.

Prairie Village, KS 66208

(913) 362-9667

Personal finance

Systems Group
1601 Orangewood Ave.
Orange, CA 92668

(714) 633-4460

Systems

Systems Plus Inc.

1 120 San Antonio Rd.

Palo Alto, CA 94303

(415) 969-7047

Business

System/z, Inc.

P.O. Box 11

Richton Park, IL 60471

(312)481-8085

Systems

TARA
P.O. tiox 118

Selden, NY 11784

(516)331-2537

Educational

Taranto & Associates, Inc.

121 Paul Dr.

San Rafael, CA 94903

(800) 227-2868; in CA (415) 472-2670

Business

TCS Corporation

P.O. Box 47550

Atlanta, GA 30362

(404) 455-6162

Business

Teacher's PET Software

1517 Holly St.

Berkeley, CA 94703

Educational

Teaching Tools: Microcomputer
Services

P.O. Box 12679

Research Triangle Park, NC 27709

(919) 851-2374

Educational

Technical Software Systems

Box 55

Shrewsbury, NJ 07701

(201)780-4004

Recreational

Tecmar Inc.

23600 Mercantile Rd.

Cleveland, OH 44122

(216) 464-7410

Systems
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Tectonic Systems Corp.

53 West Jackson Blvd.

Chicago, IL 60604

(312) 987-1110

Business

Terrapin, Inc.

678 Massachusetts Ave.

Cambridge, MA 02139

(617) 494-8816

Educational

Terra Soft

25 Bryan Rd.

Rowayton, CT 06853

(203) 852-0374

Systems

Texas Instruments, Inc.

Personal Computer Division

P.O. Box 53

Lubbock, TX 79408

(800) 858-4565

Recreational, educational, home

T.H.E.S.I.S.

P.O. Box 147

Garden City, MI 48135

(313) 595-4722

Recreational, educational, home

3 R Software

P.O. Box 3115

Jamaica, NY 11431

Educational

Time Management Software

123 E. Broadway
P.O. Box 727

Gushing, OK 74023
Business

Time Share Corp.

Hanover, NH 03755

(603) 448-3838

Educational

Tiny C Associates

P.O. Box 269

Holmdel, NJ 07733
(201)671-2296

Systems

TLB Associates, Inc.

1 120 Commerce Pkwy.
P.O. Box 414

Findlay, OH 45840

(419) 424-0422

TMQ Software, Inc.

390 N. East River Rd.

Des Plaines, IL 60016

(312) 299-5671

DBMS

Triangle Systems

P.O. Box 44026

Columbus, OH 43204

(614) 272-8201

Systems
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TriStar Data Systems
2 Keystone Ave.

Cherry Hill, NJ 08003

(609) 424-4700

Business

TYC Software

40 Stuyvesant Manor
Geneseo, NY 14454

(716) 243-3005

Educational

Tvcom Associates

63 Velma Ave.

Pittsfield, MA 01201

Educational

Max Ule and Co., Inc.

6 E. 43rd St.

New York, NY 10017

(212) 687-0705

Personal finance

Unicom
297 Elmwood Ave.

Providence, RI 02907

(401) 467-5600

Educational

United Software of America
750 3rd Ave.

New York, NY 10017

(212) 682-0347

DBMS

Universal Systems for Education
2120 Academy Circle, Suite E
Colorado Springs, CO 80909
(303) 574-4575

Educational

Utilities Engineering

Box 299

Brigantine, NJ 08203
(609)266-1774

Utilities

Vanguard Data Systems

3396 S. Atlantic Ave., Suite 3A
South Gate, CA 90280

(213) 564-6402
/

Utilities /

Versa Computing, Inc.

3541 Old Conejo Rd., Suite 104

Newbury Park, CA 91320

(805) 498-1956

Recreational, educational, utilities,

business

Village Software

31220 La Baya Dr., Suite 1 10

Westlake Village, CA 91362

(800) 358-9999; in CA (800) 862-4999

Recreational

VisiCorp

2895 Zanker Rd.

San Jose, CA 95134

Recreational, business

Vital Information Inc.

7899 Mastin Dr.

Overland Park, KS 66204

(800) 255-5119

Utilities

VolksMicro Computer Systems, Inc.

202 Packets Ct., Suite C
Williamsburg, VA 23185
Utilities

Voyager Software

P.O. Box 15-518

San Francisco, CA 94115

(415) 387-0285

Recreational

Walonick Associates, Inc.

5624 Girard Ave. S.

Minneapolis, MN 55419

(612) 866-9022

Utihties

WE Software

800 Greenwich Dr.

Chico, CA 95926
Home

Western Operations

6640 SW 173 Ave.

Beaverton, OR 97007

(503) 649-4526

Systems

Western MicroData Enterprises, Ltd.

P.O. Box G33
Postal Station G
Calgary, Alberta

Canada T3A 261

Westico

325 Van Zant St.

Norwalk, CT 06855

(203) 853-6880

Word processing

Whitesmiths, Ltd.

P.O. Box 1132

Ansonia Station

New York, NY 10023

(212) 799-1200

Systems

Wilson Software Division

539 Springhouse Lane
Camp Hill, PA 17011

Recreational

The Winchendon Group
3907 Lakota Rd.

P.O. Box 10114

Alexandria, VA 22310

Windham Software

29/31 Ivanhill St.

WiUimantic, CT 06226

(203) 456-3530

Window Inc.

469 Pleasant St.

Watertown, MA 02172
(617) 923-9147

Educational

Woolf Software Systems
23842 Archwood St.

Canoga Park, CA 91307

(213) 703-8112

Utilities

Workbench Software

P.O. Box 24497

Dayton, OH 45424
Utihties

Xedex Corp.

645 Madison Ave.
New York, NY 10022

(212) 308-4777

Business

XPS Inc.

323 York Rd.

Cariisle, PA 17013

(717) 243-5373

Educational

Xtra Soft

P.O. Box 91063
Louisville, KY 40291

(502) 499-1533

Business

Yucaipa Software

12343 12th St.

Yucaipa, CA 92399

(714) 797-6331

Utilities

Zenith Data Systems

1000 Milwaukee Ave.
Glenview, IL 60025

(213) 391-8181

Business

Zeta Products

P.O. Box 147

Georgetown, TX 78626

(512) 863-3079

Recreational, business

Zeta Systems Inc.

1725 Adelaide Blvd.

Akron, OH 44305

(216) 784-7366

Recreational

Zoftware Company
P.O. Box 90084
San Diego, CA 92109

(714) 468-3519

Business
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* index to scVeptieepe
Reader Reader Reader

Service No. Advertiser Page Service No. Advertiser Page Service No. Advertiser

174 ABM Products 139 134 Cybertronics 61 200 Pacific Exchanges 193

129 A.SiA.Pi 51 142 Datamost 84 131 Peelings II 55

153 Accent Software 98 141 Datasoft 83 155 Picadilly Software 99

161
' Allenbach 110 165 Dataware 117

n
115 Professional Software 26

106 Alpha Byte 11 117 Discount Software Group 30 104 Quality Software 7

181 Alpha Computing Supply 161 112 Dow Jones 20 147 Quick Tax 91

186 Alternate World 178 130 Dynacomp 52, 53 168 R.H. Electronics 119

124 Apparat 40, 41 194 Eastbench 147 154 Real Estate Evaluations 98

140 Arcade Plus 81 151 Educational Activities 95 172 Riverbank ,
131

206 Art-Sci Cover 4 198 Educational Courseware 205 204 Royal Software 189

— Artworx 73 113 Enteiek 23 138 Santa Cruz 69

120 Aspen Software ,35 197 F&T 205 139 Sir-Tech 71

156 Autonrvated Simulations 100 Four Corners Press 147 121 Silicon Valley 31

180 Benchmark 161 133 Gnosis 57 109 Sirius Software 14, 15

101 Big Five Software 1 162 Hayes 111 110 Sirius Software 16, 17

145 Budgeco 87 205 Howard Software Cover 3 201 Skyles 198

105 CLoad Magazine , 9 103 Huntington Computer 5 119 Softwaire Centre Int'l 24, 25

175 C.B.A.S. 187 — Infocom 77 128 SoftwareBanc 48

184 CRC Publications 169 146 Kelly's 89 135 SoftwareBanc 63

137 Compress 67 190 Krown 182 144 Software City 85

167 Compugames 117 132 Lab Micro Systems 57 150 Software Connection 95

107 Compusoft Publishing 12 202 Lab Micro Systems 201 152 Software Pub. 97

203 Computer Advanced Ideas 201 169 Link Systems 121 149 Software Savers 95

(125 Computer Applications Unlim. 43 163 Megasoft 112 173 Software Street 135

193 Computer Ed 187 177 Merry Bee 147 126 Software Works 203

127 Computer Exchange 47 170 Micro Ink 123 188 Stan/vare 178

196 Computer Mail Order 187 102 Micro Mountain 2 189 Sterling Swift 182

199 Computer Plus 193 143 Mosaic Electronics 85 192 Stoneware 184

108 Computer Service Corp. 13 179 Mr. Software \
161 111 Strategic Simulations 19

191 Computronics 183 100 Muse Software Cover 2 182 Survey Systems 161

195 Compuware 187 176 Omni 147 185 Systems Plus 172

118 Conceptual Inst. 31 148 On-Line Systems 93 123 Systems Plus
'

39

116 Cortech 29 183 On-Line Systems 161 166 T.Y.C. 117

158 Countryside Data 105 178 PMC Software 149 136 Terrapin 65

160 Cybersoft 108 187 Pacific Exchanges 178. 157 Videx 103
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WHY WORK
WHEN YOU CAN PLAY?

TAX
PREPARER

CREATIVE
FINANCING
toy Ho-wordSoft

HowardSoft^'^ high-speed, error-free labor-saving financial

software saves you so much time & money you can play

TAX PREPARER by HowardSoft™
A professional package for year-long record-keeping and year-end tax filing; prepares federal returns for 10 schedules

and 11 forms, including income averaging, min and max taxes, depreciation and capital gains, and much more; easy to

operate because of self-prompting instructions, automatic posting among forms, and powerful itemizing features; prints

in IRS format for direct filing, including printing on preprinted Form 1040; annually updated at a fraction of original cost.

CREATIVE FINANCING by HowariSoft™
A flexible package for evaluating real-life loans & investments; provides cash flow & R-O-l projections as well as payment

tables and objective decisions; can be used to determine yield to maturity of discounted bonds, present value of annuities

stream, buy vs. lease decisions, APR of loans including wraparounds and analyses of all new loan types.

REAL ESTATE ANALYZER by HowanlSoft™
A tool for objectively comparing alternative investments and projecting future results; professional in both analyses of

cash flow & R-O-l and client-oriented report printouts; allows what-if studies for changes in property values, loans, rents,

taxes, operating expenses and the value of money; perfect for cash and profit projections on new or old rental property.

ALL 3 ARE UP-TO-DATE WITH THE LATEST TAX LAWS, INCLUDING ACRS
DEPRECIATION AS CREATED BY THE 1981 ECONOMIC RECOVERY ACT

Howard Software Services
lor the SERIOUS Personal Computer User

8008 Girard Ave., Suite 310
|
La Jolla, CA 92037

|

(714) 454-0121

CIRCLE 205 ON READER SERVICE CARD.
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